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Introduction 


hen you arrive on the island of 
Vvardenfell, your destiny and the fate of 
Morrowind may seem like rather distant 
and even confusing matters. 

But your small scrapes aad discoveries as you find tentative footing in this 
strange land are played out against a broad tapestry of conflicting internal 
interests - and the rise of a monstrous outside force. 

In an earlier era, Lord Nerevar, the great hero of the Dunmer people (as 
Morro'W'ind’s native Dark Elves call themselves), defeated the Dwarves and their 
ally, the Dunmer traitor Dagoth Ur, in a great battle at Red Mountain. 

But Dagoth Ur somehow survived, and, dwelling in darkness under die volcano, 
he lusts for revenge. 

Technically, he is imprisoned. The Tribunal Temple (essentially, the church of 
Morrow'ind) ringed the volcano’s crater with magical wards. 

But major bad guys who are merely imprisoned and not utterly destroyed have a 
way of making a comeback. 

And, sure enough, Dagoth Ur is making a comeback. 

The Ghostfence has begun to fail. Dagoth Ur’s minions roam the ashy wastes 
around the volcano. Members of a secret cult known as the Sixth House serve as 
the demon $ agents outside die crater, and, operating from hidden bases, turn 
normal people into babbling assassins. 

There is no one to stop them. 

Nerevar lost his own life defeating Dagoth Ur. The earthly gods of the Tribunal 
Temple have retreated from the field, and the Temple suppresses as heresy the 
hopeful belief in a prophesied resurrection of Nerevar. The Great Houses and 
the Guilds are busy fighting one another, or simply indifferent to the threat, and 
Empire 5 representative on the island typically defers to the Great Houses. 

In short, Morrowind lacks a strong center. 

This is where you come in. You are the prophesied hero behind whom the land 
might unite. 

But that’s a different person than the one you are now. Right now, you’re a 
penniless nobody who just got off the boat, and stand at the beginning of a long 
and difficult road. 

What kind of wxjrld dcjes that road cross? 

It’s a different one than in earlier Elder Scrolls games. Arena and Daggerfall 
w^ere Imperial in focus and empire-wfide in scope. 

In Arena, Imperial Baitlemagc Jagar Tharn imprisoned Emperor Uriel Septim 
MI in an alternate plane and assumed his identity as the provinces ran riot. A 
hero reassembled eight scattered pieces of Staff of Chaos, defeated the mage, and 
returned the emperor to the throne. 

In DaggerfalL 15 years later, an agent for Septim ran a dangerous gandet to lay 
to rest of the ghost of slain Daggerfall King Lysandus and reactivate the 
Numidium - the great iron golem used by Tiber Septim to forge the Empire. 
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Hcre» a decade after the events of Da^^crlall, you’ll explore just one part of a 
single troubled Imperial province.., and the Empire may seem a ocean away. The 
aged emperor is more of a facilitator than a player. 

You’re in the relatively safe western region of Vvardcnfell — the area settled by 
westerners after Morrowind was brought into the Tamriclic Empire by treaty. 
Ramshackle fishing villages dot the coast. Inland, you’ll find large towns with 
lots of opportunities for work. 

To the south, Ebonheari, the Imperial seal in the province, and Vivee, a 
Tamriclic Venice built in the shape of a cross and entirely over water 

In the east, wizard towers erupt like vast weeds in the bosky Grazclands and on 
islands in Zaftrbel Bay. 

To the north, a wasteland broken only by shrines to old gods, ancient fortresses, 
and the rusted towers of the vanished Dwarves. 

Bctwx‘cn them all is Red Mountain, with Dagoth Ur’s citadel at its center. You 
won t reach it for a long time. You won’t be powerful enough, and the means to 
defeat the demon w'on’t be within your grasp until you arc. 

Experience it as you wish. There is no wrong or right way to play, and while 
Morrow'ind gives you a w'ink and a nudge at the start, it w'on’t force a 
particular approacli. 

You’ll find challenges in every corner. You can work for four guilds: Fighters, 
Mages, Thieves, and shadowy Morag Tong, which handles assassinations. You 
can become a trooper w'lth the Imperial Legion, a fund-raiser for the Imperial 
Cult, and a Temple pilgrim. 

And if this vast world is not enough, tJ\c Game of the Year Edition also includes 
two large additional areas to explore. 

Once you've made a little progress in the game, you can also travel to 
Mournhold, Morrowind’s provincial capital. At the center of a struggle between 
church and state, you’ll explore the city’s ancient underpinnings, and cveniually 
find your way to the Clock w'ork City of Sotha Sil. 

Arid, right away, you can explore a giant island northwest of Vvardcnfell. 
Solstheim, about a quarter of Vvardenfcll’s size, is home to an Imperial Legion 
fort and a germ of a colony, and the locals Nords have small settlements up north. 
But most of it is wilderness dotted w'ith burial barrow's and mysterious tall stones. 

And darker fates await those who wander in darker places. 

Along this hard road, your thoughts may stray more than once back to the 
Empire. Why has the emperor sent you here? What does Sepiim know, and how 
does he know it.^ 

All good questions. But the answ^ers will have to wait for another game. This one 
is about to begin. 
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Qhapter One: 
Gamepla)/ 


Races 


very race starts with differeni: values for each of the eight attributes. They also differ between sexes. These attributes are further 
tnodified by your class' favored attributes and birthsign. 


NORD 1 

Attribute 

Male 

Female | 

Strength 

50 

50 

Intelligence 

30 

30 

Willpower 

40 

50 

Agility 

30 

30 

Speed 

40 

40 

Endurance 

50 

40 

Personality 

30 

30 1 

Luck 

40 

40 1 


BRETON 1 

Attribute 

Male 

Female | 

Strength 

40 

30 

Intelligence 

50 

50 

Willpower 

50 

50 

Agility 

30 

30 

Speed 

30 

40 

Endurance 

30 

30 

Personality 

40 

40 

Luck 

40 

40 



DARK Elf 

Attribute 

Male 

Female 

Strength 

40 

40 

Intelligence 

40 

40 

Willpower 

30 

30 

Agility 

40 

40 

Speed 

50 

50 

Endurance 

40 

30 

Personality 

30 

40 

Luck 

40 

40 


"A 

A 

'■ 'A 


Redguard 


Attribute 

Male 

Female | 

Strength 

50 

40 

Intelligence 

30 

30 

Willpower 

30 

30 1 

Agility 

40 

40 j 

Speed 

40 

40 

Endurance 

50 

50 

Personality 

30 

40 

Luck 

40 

40 1 


IMPERIAL 1 

Attribute 

Male 

Female | 

Strength 

40 

40 

Intelligence 

40 

40 

Willpower 

30 

40 

Agility’ 

30 

30 

Speed 

40 

30 

Endurance 

40 

40 1 

Personality 

50 

50 1 

Luck 

40 

40 




High Elf 

Attribute 

Male 

Female 

Strength 

30 

30 

Intelligence 

50 

50 

Willpower 

40 

40 

Agility 

40 

40 

Speed 

30 

40 

Endurance 

40 

30 

Personality 

40 

40 

Luck 

40 

40 


» 








I. 


% 


mmmm 
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Wood Elf | 

Attribute 

Male 

Female | 

Strength 

30 

30 

Intelligence 

40 

40 

Willpower 

30 

30 

Agility 

50 

50 

Speed 

50 

50 

Endurance 

30 

30 

Personality 

40 

40 

Luck 

40 

40 1 



Argonian I 

Attribute 

Male 

Female | 

Strength 

40 

40 

Intelligence 

40 

50 

Willpower 

30 

40 

Agility 

50 

40 

Speed 

50 

40 1 

Endurance 

30 

30 

Personality 

30 

30 

Luck 

40 

40 1 




1 Orc 

Attribute 

Male 

Female 

Strength 

45 

45 

Intelligence 

30 

40 

Willpower 

50 

45 

Agility 

35 

35 

Speed 

30 

30 

Endurance 

50 

50 

Personality 

30 

25 

Luck 

40 

40 



IKHAJIIT 

Attribute 

Male 

Female 

Strength 

40 

30 

Intelligence 

40 

40 

Willpower 

30 

30 

Agility 

50 

50 

Speed 

40 

40 

Endurance 

30 

40 

Personality 

40 

40 

Luck 

40 

40 


" i 

A0 
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Skill Bonuses 


ach race receives bonuses to differcm skiJb, based on their inherent abilities and attributes. Knowing these bonuses is helpful when 
choosing a or creating your own custom class. 



Nord 

Rf-:rx;UARD 

Breton 

IMPERI.AL 

Wood elf 

High Elf 

Dark Elf 

Khaojt 

ARGONIAN 

orc * 

Acrobatics 





5 



15 



Alchemy 



5 


5 

10 



5 


Alteration 



5 



5 





Armorer 










10 

Athletics 


5 





5 

5 

15 


Axe 

10 

5 








5 

Block 










10 

Blunt Weapon 

10 

5 


5 







Conjuration 



10 



5 





Destruction 






10 

10 




Enchant 






10 ' 





Hand-to-Hand 




5 




5 



Heavy Armor 

5 

5 








10 

Illusion 



5 



5 



5 


Light Armor 




5 

10 


5 

5 



Long Blade 

5 

15 


10 



5 




Marksman 





15 


5 




Medium Armor 

10 

5 







5 

10 

Mercantile 




10 







Mysticism 



10 




5 


5 

0 

Restoration 



10 








Security 








5 



Short Blade 


5 





10 

5 



Spear 

5 








5 


Spcechcraft 




10 







Sneak 





10 



5 



Unarmored 









5 
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Character Generation Q&A 


0 




n t you decide to answer the scries of quesuoos to choose your class, you will be asked 10 questions. Below js a chart showing how' you 
answ'crs help determine your character, and a list ol the questions and answers according to stealth, combat, or magic. Each class has 
numbers in up to three columns, which show the number of answers of that type (c.g., stealth) you need to create that type of character. 
So it you select tour stealth answers and four magic answers, you’ll create a Nighthladc, 



Question i 

On a clear day you chance upon a strange animal, its leg trapped in a 
hunter's clawsnare. fudging from the bleeding, it will not .survive 
long. 

Combat: Draw your dagger, mercifully ending its life with a single 
thrust? 

Magic: Use herbs from your pack to put it to sleep? 

Stealth: TX) not interfere in the natural evolution of events, but rather 
take the opportunity to learn more about a strange animal that you 
have never seen lK‘forc? 

QUESTION 2 

One summer afternoon your father gives you a choice of chores. 
Combat Work in the forge with him casting iron for a new plow? 
Magic: (father herbs for your mother w'ho is preparing dinner? 
Stealth: Go catch fijh at the stream using a net and line? 

Question 3 

Your cousin has given you a very embarassing nickname and, even 
worse, likes to call you it in front of your friends. You have asked 
him to stop, but he finds it very amusing to watch you blush. 


Combat Beat up your cousin, then tell him that if he ever calls you 
that nickname again, you will bloody him worse than this time. 

Magic; Make up a story that makes your nickname a badge of honor 
instead of something humiliating. 

Stealth: Make up an even more embarrassing nickname for him and 
use it constantly until he learns his lesson. 

Question 4 

There is a lot of heated discussion at the local tavern over a group of 
jjcople called 'Tclcpaths'. They have been hired by certain City-State 
kings. Rumor has it these Telcpaths read a person's mind and tell 
their lord w'hcthcr a follower is telling the trutJi or not. 

Combat: This is a terrible practice. A person's thoughts are his own 
and no one, not even a king, has the right to make such an invasion 
into another human's mind. 

Magic: Loyal followers to the King have nothing to fear from a 
Telcpaih. It is important to have a method of finding assassins and 
spies before it is too late. 

Stealth: In these times, it is a necessary evil. Although you do not 
necessarily like the idea, a Tclcpath could have certain advantages 
during a time of w'ar or in finding someone inn«>cem of a crime. 
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Question 5 

Your mother sends you to the market with a list of goods to buy. 

After you finish you find that by mistake a shopkeeper has given you 
tex) much money back in exchange for one of the items. 

Combat: Return to the store and give the shopkeef»er his hard-earned 
money, explaining to lum the mistaker 

Magic: Decide to put the extra money to good use and purchase 
items that would help your family? 

Stealth: Pocket the extra money, knowing that shopkeepers in 
general tend to overcharge customers anyway? 

QUESTION 6 

While in a market place you witness a thief cut a purse from a noble. 
Even as he docs so, the noble notices and calls for the city guards. In 
his haste to get away, the thief drops the purse near you. Surprisingly, 
no one seems to notice the bag of coins at your feet. 

Combat: Pick up the bag and signal to the guard, know'ing that the 
only honorable thing to do is return the money to its rightful owner? 

Magic: Leave the bag there, knowing that it is belter not to get 
involved? 

Stealth: Pick up the bag and pocket it. knowing that the extra 
windfall will help your family in limes of trouble.^ 

Question 7 

Your father sends you on a task which you loathe, denning the 
stables. On the way there, pitchfork in hand, you run into your 
friend from the homestead near your own. He offers to do it for 
you, in return for a future favor of his choosing. 

Combat: Decline his offer, knowing that your father ex|KCis you to 
do the work, and it is better not to be m debt? 

Magic: Ask him to help you, knowing that two people can do the job 
faster than one, and agree to help him with one cask of his choosing 
in the future? 

,Stealth: Accept his ofTcr, reasoning that as long as the stables arc 
cleaned, it mailers not who docs the cleaning.^ 


Question 8 

Your mother asks you to help fix the stove. While you are working, a 
very hoi pipe slips its moorings and falls towards her. 

Combat: Position yourself between the pipe and your mother? 

Magic: Grab the hot pipe and try to push it away? 

Stealth: Push your mother out of the way ? 

Question 9 

While in town the baker gives you a sw-ectroll. Delighted, you take 
it into an alley to enjoy, only to I^k: interccptcil by a gang of three 
other kids your age. The leader demands the swcctroll, or else he 
and his friends wdll beat you and take it. 

Combat: Drop die sw'cctroU and step on it, then get ready for the 
fight? 

Magic: Give him the swcctroll now without argument, knowing that 
later this afterniKm you wull have all your friends wdth you and can 
come and take whatever he owes you? 

Stealth: Act like you're going to give him the swcctroll, but at the last 
minute throw it in the air, hoping that they'll pay attention to it long 
enough for you to get a shot in on the leader? 

Question 10 

Entering towm you find that you are witness to a very well-dressed 
man running from a crow'd. He screams to you for help. The crowd 
behind him seems very angry. 

Combat: Rush to the towm's aid immediately, despite your lack of 
knowledge ot the circumstances? 

Magic: Stand aside and allow' the man and mob to pass, realizing that 
it is probably best not to get involved? 

Stealth: Rush to the man’s aid immediately, despite your lack of 
knowledge of the circumstances? 
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here arc 3 wide variety of wcap<jns to use in Morrowind. Below is 3 basic list of non-magical weapons, organized by weapon Skill. If 
you use a shield, you should note the number of Hands the weapon uses* Value is the base value of the item. Enchant represents how 
much enchantment you can put into the weapon. Health is how^ much damage the weapon can take. Speed is a factor in how quickly 


you can repeatedly attack with the weapon. Chop, Slash, and Thrust show the min/max damage ranges for each type of attack. 


axe type 

SKILL 

Hands 

Weight 

Value 

Enchant 

health 

Speed 

CHOP 

Slash 

THRUST 

Daedric Battle Axe 

Axe 

Two 

90 

50000 

16 

4800 

1 

1-80 

1-60 

1-8 

Dwarven Battle Axe 

Axe 

Two 

30 

750 

5 

3000 

1 

135 

133 

M5 

Iron Battle Axe 

Axe 

Two 

30 

50 

5 

1200 

1 

1-32 

1-24 

13 

Steel Battle Axe 

Axe 

Two 

30 

100 

5 

1800 

I 

1-36 

127 

1-4 

Chitin War Axe 

Axe 

One 

12 

19 

2 

640 

125 

1-H 

1-6 

1-2 

Daedric War Axe 

Axe 

One 

72 

SOOOO 

15 

3200 

1.25 

1-44 

124 

1-6 

Dwarven War Axe 

Axe 

One 

24 

450 

5 

2000 

125 

1-24 

1-13 

!3 

Ebony War Axe 

Axe 

One 

48 

15000 

10 

2400 

1.25 

1-37 

120 

1-5 

Glass War Axe 

Axe 

One 

R4 

12000 

3 

640 

125 

1-33 

1-18 

1-5 

Iron War Axe 

Axe 

One 

24 

30 

5 

800 

1.25 

1-18 

I -10 

12 

Silver War Axe 

Axe 

One 

19.2 

120 

4 

720 

125 

1-20 

III 

13 

Steel War Axe 

Axe 

One 

24 

60 

5 

1200 

1.25 

1-20 

MI 

13 

Steel Axe 

Axe 

One 

24 

60 

4 

1200 

1 

1-18 

MO 

1-2 







Blunt Ttite 

SKILL 

Hands 

WKIGHT 

Value 

Enchant 

Health 

SPEED 

Chop 

Slash 

THRUST 

Chitin Club 

Blunt 

One 

6 

6 

2 

320 

1.5 

3-3 

2-2 

1-2 

Daedric Club 

Blunt 

One 

36 

bK)00 

12 

1600 

1.5 

10-12 

4-8 

4-8 

Iron Club 

Blunt 

One 

12 

10 

4 

400 

1.5 

4-5 

3-3 

1-3 

Steel Club 

Blum 

One 

12 

20 

4 

600 

1.5 

4-5 

3-4 

3-4 

Daedric Mace 

Blum 

One 

45 

24000 

15 

4800 

13 

3-30 

3-30 

2-4 

Dwarven xMacc 

Blum 

One 

15 

360 

5 

3000 

1.5 

5-17 

5-17 

1-2 

Ebony Mace 

Blunt 

One 

30 

12000 

10 

3600 

1.5 

7-26 

7-26 

1-3 

Iron Mace 

Blum 

One 

15 

24 

5 

1200 

13 

1-12 

M2 

1-2 

Steel Mace 

Blunt 

One 

15 

48 

5 

1800 

13 

3-14 

3-14 

1-2 

Daedric Staff 

Blum 

Two 

24 

14000 

21 

1200 

1.75 

2-16 

3-16 

1-12 

Ebony Staff 

Blunt 

Two 

16 

7000 

90 

900 

1.75 

2-16 

3-16 

MO 

Glass Staff 

Blunt 

Two 

4.8 

5600 

4 

240 

1.75 

2-12 

3-12 

1-9 

Silver Staff 

Blunt 

Two 

6.4 

56 

5 

270 

1.75 

2-7 

3-7 

1-5 

Steel Staff 

Blum 

Two 

8 

28 

7 

300 

1.75 

2-7 

3-7 

1-5 

Daedric Warhammer 

Blunt 

Two 

96 

30000 

16 

8000 

1 

1-70 

1-60 

1-4 

Dwarven Warhammer 

Blum 

Two 

32 

600 

5 

5000 

1 

1-39 

1-3 

12 

Iron Warhammer 

Blunt 

Two 

32 

40 

5 

2000 

1 

1-28 

1-24 

1-2 

Steel Warhammer 

Blum 

Two 

32 

80 

5 

3000 

1 

1-32 

127 

12 


SPEAR Type 

SkiU 

Hands 

Weight 

Value 

Enchant 

Health 

Speed 

Chop 

Slash 

Thrust 

Dwarven Halberd 

Spear 

Two 

24 

600 

70 

1000 

1 

3-17 

M3 

5-28 

Glass Halberd 

Spear 

Two 

8.4 

16000 

30 

600 

1 

J-6 

1-6 

538 

Iron Halberd 

Spear 

Two 

14 

40 

50 

700 

1 

1-3 

13 ! 

5-20 

Steel Halberd 

Spear 

Two 

14 

80 

50 

1000 

1 

1-4 

1-4 

523 

Chitin Spear 

Spear 

Two 

7 

13 

25 

500 

1 

1-2 

1-2 

5-13 

Daedric Spear 

Spear 

Two 

42 

20000 

150 

1000 

1 

2-9 

2-9 

6-40 

Dwarven Spear 

Spear 

Two 

14 

300 

50 

1400 

1 

2-5 

2-5 

5-21 

Hljony Spear 

Spear 

Two 

28 

10000 

100 

1200 

1 

2-8 

2-8 

532 

Iron Spear 

Spear 

Two 

14 

20 

50 

600 

1 

2-4 

2-4 

6-15 

Silver Spear 

Spear 

Two 

11.2 

80 

40 

500 

1 

1-4 

1-4 ' 

523 

Steel Spear 

Spear 

Two 

14 

40 

50 

1000 

1 

2-5 

2-5 

6-17 
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Weapons (continued... ) 


Longblade Type 

Skilx 

Hant>s 

WEIGHT 

vallt 

ENCHANT 

Health 

Speed 

CHOP 

SLASH 

Thrust 

Eboay Broadsword 

Long Blade 

One 

24 

15000 

10 

1800 

1.25 

4^26 

2-26 

2-26 

Iron Broadsword 

Long Blade 

One 

12 

30 

5 

600 

1.25 

4-12 

2-12 

2-12 

Steel Broadsword 

Long Blade 

One 

12 

60 

5 

900 

1.25 

4-14 

4-14 

2-14 

Daedric Claymore 

Long Blade 

Two 

81 

80000 

21 

5600 

1.25 

1-60 

1-52 

1-36 

Chvarven Claymore 

Long Blade 

Two 

27 

1200 

7 

3500 

1.25 

1-33 

1-29 

1-20 

Glass Claymore 

Long Blade 

Two 

16.2 

32000 

4 

840 

1.25 

J-45 

1-39 

1-27 

Iron Claymore 

Long Blade 

Two 

27 

80 

7 

1400 

1.25 

1-24 

1-21 

1-14 

Silver Claymore 

I.x)ng Blade 

Two 

21.6 

320 

5 

1260 

1.25 

1-27 

1-23 

1-16 

Steel Claymore 

Long Blade 

Two 

27 

160 

7 

2100 

1.25 

1-27 

1-23 

1-16 

Daedric Dai-katana 

Long Blade 

Two 

60 

12000(1 

21 

72(X) 

1.35 

1-60 

1-52 

1-30 

Steel Dai-katana 

Long Blade 

Two 

20 

240 

7 

2700 

1.35 

1-27 

1-23 

144 

Daedric Katana 

Long Blade 

One 

54 

50000 

18 

4800 

1.5 

344 

1-40 

1-14 

Steel Katana 

Long Blade 

One 

18 

100 

6 

1800 

1.5 

3-20 

M8 

1-6 

Daedric Longsw'ord 

Long Blade 

One 

60 

40000 

18 

3200 

1.35 

2-32 

144 

4-40 

Ebony Longsword 

Long Blade 

One 

40 

20000 

12 

1600 

1.35 

2-27 

1-37 

4-34 

Glass Longsword 

Long Blade 

One 

12 

J6000 

3 

480 

1.35 

2-24 

1-33 

4-30 

Iron Longsword 

Long Blade 

One 

20 

40 

6 

800 

1.35 

2-13 

M8 

4-16 

Silver Longsword 

Long Blade 

One 

16 

160 

4 

640 

1.35 

2-14 

140 

4-18 

Steel Longsword 

I^ng Blade 

One 

20 

80 

6 

900 

1.35 

2-14 

1-20 

4-18 

Iron Saber 

Long Blade 

One 

15 

24 

5 

700 

1.4 

5-18 

4-16 

}4 

Steel Saber 

Long Blade 

One 

15 

48 

5 

1050 

1.4 

5-20 

4-18 

1-5 




Shortbmde T\TE 

Skill 

HANDS 

Weight 

VALLTE 

enchant 

Health 

SPEED 

CHOP 

Slash 

THRUST 

Chitin Dagger 

Short Blade 

One 

1.5 

6 

10 

380 

2 

3-3 

3-3 

44 

Daedric Dagger 

Short Blade 

One 

9 

10000 

60 

700 

2.5 

8-12 

8-12 

8-12 

Glass Dagger 

Short Blade 

One 

1,8 

4000 

12 

300 

2.5 

6-15 

6-15 

6-12 

Glass Ncich Dagger 

Short Blade 

One 

1.8 

4900 

12 

400 

2.5 

7-9 

7-9 

6-9 

Iron Dagger 

Short Blade 

One 

3 

10 

20 

400 

2.5 

4-5 

4-5 

5-5 

Silver Dagger 

Short Blade 

One 

2.4 

40 

16 

400 

2.5 

4-5 

4-5 

5-5 

Steel Dagger 

Short Blade 

One 

3 

20 

20 

450 

2.5 

4-5 

4-5 

5-5 

Chitin Shortsword 

Short Blade 

One 

4 

13 

20 

540 

2 

3-7 

3-7 

4-9 

Daedric Shortsword 

Short Blade 

One 

24 

20000 

120 

1500 

2 

10-26 

10-26 

12-24 

Dwarven Shortsword 

Short Blade 

One 

8 

300 

40 

1050 

2 

7-14 

744 

8-15 

Ebony Shortsword 

Short Blade 

One 

16 

10000 

80 

1200 

2 

10-20 

10-22 

15-25 

Iron Shorts w^ord 

Short Blade 

One 

8 

20 

40 

600 

2 

4-9 

4-9 

7-11 

Silver Shortsword 

Short Blade 

One 

6 

80 

36 

570 

2 

5-10 

5-10 

7-10 

Steel Shorts w'ord 

Short Blade 

One 

8 

40 

40 

750 

2 

5-12 

5-12 

742 

Daedric Tanto 

Short Blade 

One 

12 

14000 

66 

1100 

2.25 

9-20 

9-20 

9-20 

Iron Tanto 

Short Blade 

One 

4 

14 

22 

500 

2.25 

5-6 

5-6 

6-6 

Steel Tanto 

Short Blade 

One 

4 

28 

22 

600 

2.25 

5-11 

5-11 

6-11 

Daedric Wakizashi 

Short Blade 

One 

30 

48000 

135 

1100 

2.25 

10-30 

1045 

7-n 

Iron Wakizashi 

Short Blade 

One 

10 

24 

45 

500 

2.25 

7-12 

5-10 

1-5 

Steel Wakizashi 

Short Blade 

One 

10 

48 

45 

600 

2.25 

8-U 

742 

2-7 
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Weapons (continued...) 


Markshan type 

SKILL 

Hands 

Weight 

Value 

ENCHANT 

Health 

SPEED 

CHOP 

Slash 

THRUST 

Dwarvcn Crossbow 

Marksman 

Two 

10 

1200 

50 

750 

1 

30-30 

0-0 

0-0 

Steel Crossbow 

Marksman 

Two 

10 

J60 

50 

550 

1 

20-20 

0-1 

0-1 

Dacd ric Long Bow 

Marksman 

Two 

24 

50000 

105 

1000 

1 

2-50 

0-0 

0-0 

Steel Longbow 

Marksman 

Two 

8 

100 

35 

600 

1 

1-25 

0-1 

0-1 

Chitin Short Bow* 

Marksman 

Two 

2 

20 

10 

500 

1 

1-10 

0-0 

0-0 

Daedric Dart 

Marksman 

Thrown 

0.4 

4000 

45 

90 

1 

2-12 

o.i 

0-1 

Ebony Dart 

Marksman 

Thrown 

0.4 

2000 

30 

60 

1 

2-10 

0-1 

O-I ! 

Silver Dart 

Marksman 

Thrown 

0.2 

6 

12 

24 

1 

2-5 

0-1 

0-1 

Steel Dart 

Marksman 

Thrown 

02 

6 

15 

150 

1 

2-5 

0-1 

0-1 

Glass Throwing Knife 

Marksman 

Thrown 

0.2 

25 

9 

80 

1 

1-6 

0u| 

0-J 

Iron Throwing Knife 

Marksman 

Tltrown 

0.3 

3 

15 

100 

1 

1-i 

0-1 

0-1 

Steel Throwing Knife 

Marksman 

Thrown 

0.3 

4 

15 

150 

1 

1-4 

0-1 

O-l 

Chitin Throwing Star 

Marksman 

Thrown 

0.1 

3 

7 

40 

1 

2-3 

0-1 

0-1 

Ebony Throwing Star 

Marksman 

Thrown 

0.2 

2000 

30 

900 

1 

2-10 

0-1 

0-1 

Glass Throwing Star 

Marksman 

Thrown 

0,1 

20 

9 

40 

1 

2-9 

0-1 

o-l 

Silver Throwing Star 

Marksman 

Thrown 

0.2 

16 

12 

45 

1 

2-5 

0-1 

0-1 

Steel Throwing Star 

Marksman 

Thrown 

0.1 

3 

15 

75 

1 

2-5 

0-1 

0-1 


ARROW TkTE 

SKILL 

Hands 

WEIGHT 

Value 

Enchant 

Health 

Speed 

CHOP 

Slash 

THRUST 

Chitin Arrow 

Arrow' 


0.1 

1 

8 

1 

1 

1-2 

- 

- 

Daedric Arrow 

Arrow 


0.3 

20 

45 

1 

1 

10-15 


- 

Ebony Arrow 

Arrow' 


0.2 

10 

30 

10 

1 

5-10 

- 

- 

Glass Arrow 

Arrow' 


0.15 

8 

9 

10 

1 

1-6 

- 

- 

Iron Arrow 

Arrow 


0.1 

1 

0 

10 

1 

1-3 

- 

- 

Silver Arrow 

Arrow' 


0.1 

3 

12 

10 

1 

1-3 

- 

- 

Steel Arrow 

Arrow 


0.1 

2 

15 

10 

1 

M 

- 

- 

Iron Bolt 

Bolt 


0.1 

1 

20 

10 

1 

2-3 

0-1 

0-1 

Silver Bolt 

Boh 


0.1 

8 

16 

10 

1 

3-3 

0-1 

0-1 

Steel Bolt 

Boh 


0.1 

2 

20 

10 

1 

2-4 

0-1 

0-1 
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Armor 


rmor can be divided into the three Skills used to wear armor, and further categorized according to the rv'pe of armor* The armor listed 
here docs not include the many kinds of magical and enchanted armor that can be found throughout Morrowind. Value i$ the base 
value of the item. Enchant represents how much enchantment you can put into the armor. Health is how much damage the armor can 
lake. Armor Rating is how much protection that piece adds to your total armor rating. Greaves, Bracers, and Gauntlets all have separate pieces 
for the right and left side. 



LIGHT AjlMOR TYTE 

WEIGtn- 

Skill 

VALUE 

ENCHANT 

Health 

Armor Rating 

Chitin Boots 

6 

Light 

13 

4 

100 

10 

Glass Boots 

3 

Lijthi 

8000 

10 

500 

50 

Heavy Leather Boots 

8 

Light 

100 

2 

500 

50 

Netch Leather Boots 

8 

Light 

10 

2 

50 

5 

Nordic Fur Boors 

6 

Light 

10 

2 

50 

5 

Chitin Cuirass 


Light 

45 

10 

300 

10 

Glass Cuirass 

18 

Light 

28000 

12 

1500 

50 

Imperial Ncwiscalc Cuirass 

9 

Light 

100 

10 

300 

10 

Im penal Studded Leather Cuirass 

9 

Light 

65 

6 

300 

10 

Netch Leather Cuirass 

12 

Light 

35 

6 

150 

5 

Nordic Bearskin Cuirass 

9 

Light 

35 

6 

150 

5 

Nordic Fur Cuirass 

9 

Light 

35 

6 

150 

5 

Chitin Greaves 

5.4 

Light 

29 

1 

100 

10 

Glass (Jreaves 

9 

Light 

17600 

10 

500 

50 

Netch Leather Greaves 

7 

Light 

22 

1 

50 

5 

Nordic Fur Greaves 

5J 

Ught 

22 

1 

50 

5 

Chitin Helm 

1 

U^i 

19 

12 

iOO 

10 

Chitin Mask Helm 

1 

Light 

19 

12 

100 

10 

Glass Helm 

3 

Light 

12000 

15 

500 

50 

Netch Leather Helm 

3 

Light 

15 

7 

50 

5 

Nordic Fur Helm 

1.5 

Light 

15 

7 

50 

5 

Redoran Watchman s Helm 

1 

Light 

24 

12 

no 

11 

Cloth Bracer 

1.5 

Light 

3 

6 

20 

4 

Leather Bracer 

1.5 

Light 

5 

6 

20 

5 

Nordic Fur Bracer 

1.5 

Light 

5 

6 

25 

5 

Glass Bracer 

3 

Light 

4000 

10 

400 

50 

Chitin Gauntlet 

1 

Light 

9 

10 

50 

10 

Netch Leather Gauntlet 

3 

Light 

7 

6 

25 

5 

Nordic Fur Gaundci 

1.5 

Ught 

7 

6 

25 

5 

('hitin Pauldron 

2 

Light 

16 

I 

100 

10 

Glass Pauldron 

3 

Light 

9600 

1 

500 

50 

Netch Leather Pauldron 

4 

Light 

12 

1 

50 

5 

Nordic Fur Pauldron 

3 

Light 

12 

1 

50 

5 

Chitin Shield 

4 

Light 

22 

25 

200 

10 

Chitin Tower Shield 

6 

Light 

32 

37 

240 

12 

Glass Shield 

9 

Light 

13600 

30 

1000 

50 

Glass Tower Shield 

9 

Light 

20000 

45 

1100 

55 

Notch Leather Shield 

6 

Light 

17 

15 

100 

5 

Netch Leather Tower Shield 

9 

Light 

25 

22 

100 

5 

Nordic Leather Shield 

4.5 

Light 

25 

15 

100 

5 
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Armor (continued...) 


Medium armor type 

WEIGHT 

Skill 

Value 

Enchantment 

HEALTH 

Armor Rating 

Boncmold Boots 

16 

Medium 

100 

7 

150 

15 

Orcish BtKits 

17 

Medium 

300 

10 

300 

50 

Boncmold Cuirass 

24 

Medium 

350 

16 

480 

16 

Imperial Cham Cuirass 

21 

Medium 

90 

14 

300 

12 

Imperial Dragonscale Cuirass 

24 

Medium 

340 

16 

600 

20 

Nordic Ringmail Cuirass 

21 

Medium 

80 

H 

300 

10 

Orcish Cuirass 

26.5 

Medium 

2800 

24 

900 

30 

Boncmold Ci reaves 

13.4 

Medium 

220 

2 

150 

15 

Imperial Chain Greaves 

10 

Medium 

50 

7 

200 

20 

Orcish Greaves 

13.45 

Medium 

1760 

3 

300 

30 

Boncmold Helm 

4 

Medium 

150 

20 

180 

18 

Imperial Chain Coit 

3.5 

Medium 

35 

17 

100 

10 

Imperial Dragonscale Helm 

4 

Medium 

130 

20 

200 

20 

Orcish Helm 

4.4 

Medium 

1200 

30 

300 

30 

Redoran Founder's Helm 

4.4 

Medium 

150 

20 

180 

18 

Boncmold Bracer 

4 

Medium 

50 

16 

75 

15 

Orcish Bracer 

4.4 

Medium 

400 

24 

150 

30 

Boncmold Pauldron 

8 

Medium 

120 

1 

150 

15 

Orcish Pauldron 

8 

Medium 

960 

2 

300 

30 

Boncmold Shield 

JO 

Medium 

170 

40 

300 

15 

Bonemold Tower Shield 

13 

Medium 

250 

60 

340 

17 j 

Orcish Tower Shield 

13.4 

Medium 

2000 

90 

640 

32 

Redoran Banner Shield 

13 

Medium 

250 

60 

340 

17 

Redoran Guard Shield 

13 

Medium 

250 

60 

340 

17 


Hea\t armor type 

Weight 

Skill 

Value 

Enchantment 

Health 

Armor Rating 

E>aedric Boc«s 

60 

Heavy 

20(XK) 

26 

800 

80 

Dwemer Bools 

20 

Heavy 

300 

8 

200 

20 

Ebony Boots 

40 

Heavy 

10000 

17 

600 

60 

Imperial Steel Boots 

19 

Heavy 

50 

8 

170 

16 

Imperial Templar Boots 

20 

Heavy 

50 

8 

m 

18 

Tndoril Boots 

18 

Heavy 

2000 

2 

450 

45 

Iron Boots 

19 

Heavy 

20 

2 

450 

10 

Steel Boots 

20 

Heavy 

40 

8 

150 

15 

Dacdric Cuirass 

90 

Heavy 

70000 

60 

2400 

80 

Dwemer Cuirass 

30 

Heavy 

1050 

20 

600 

20 

Ebony Cuirass 

60 

Heavy 

35000 

40 

1800 

60 

Imperial Silver Cuirass 

30 

Hca\7 

280 

16 

540 

18 

Imperial Steel Cuirass 

29 

HcavT 

150 

20 

460 

16 

Imperial Templar Knight Cuirass 

30 

Heavy 

175 

20 

540 

18 

Indorit ('uirass 

27 

Heavy 

7000 

18 

1350 

45 

Iron Cuirass 

30 

Heavy 

70 

20 

2000 

10 

Nordic Iron Cuirass 

35 

Heav7 

130 

20 

480 

16 

Nordic Trollbone Cuirass 

32 

Heavy 

165 

16 

540 

18 

Steel (Juirass 

30 

Heavy 

150 

20 

450 

15 

Dacdric Greaves 

54 

Heavy 

44000 

7 

800 

80 

Dwemer Greaves 

18 

Heavy 

660 

2 

200 

20 

Ebony Greaves 

36 

Heavy 

22000 

5 

600 

60 

Imperial Steel Gceaves 

17 

Heavy 

98 

2 

170 

16 

Imperial Templar Greaves 

18 

Heavy 

110 

2 

180 

18 

Iron C» reaves 

18 

Heavy 

44 

2 

100 

10 

Steel Greaves 

18 

Heavy 

88 

2 

150 

15 
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Armor (continued...) 


Heamt armor TITE 

Weight 

Skill 

VALUE 

Enchantment 

Health 

ARMOR RAllNG 

Dwcmcr Helm 

5 

Heavy 

450 

25 

200 

20 

Ebony Closed Helm 

10 

Heavy 

15000 

50 

600 

60 

Imperial Silver Helm 

5 

Heavy 

120 

20 

170 

17 

Imperial Steel Helmet 

5 

Heavy 

70 

25 

160 

16 

Imperial Templar Helmet 

5 

Heavy 

75 

25 

180 

18 

Indoril Helmet 

4.5 

Heavy 

3000 

22 

450 

45 

Iron Helmet 

5 

Heavy 

30 

2 

100 

10 

Nordic Iron Helm 

8 

Heavy 

50 

25 

160 

16 

Nordic TroJlbone Helm 

8 

Heavy 

65 

20 

180 

18 

Redoran Master Helm 

4.5 

Heavy 

mo 

22 

450 

45 

Steel Helm 

5 

Heavy 

60 

25 

150 

15 

Dwemer Bracer 

5 

Heavy 

150 

20 

100 

20 

Ebony Bracer 

10 

Heavy 

5000 

40 

300 

60 

Imperial Templar Bracer 

5 

Heavy 

25 

20 

90 

18 

Iron Bracer 

5 

Heavy 

10 

20 

50 

10 

Daedric Gauntlet 

15 

Heavy 

14000 

60 

400 

80 

Imperial Steel Gauntlet 

5 

Heavy 

33 

20 

80 

16 

Indoril Gauntlet 

4.5 

Heavy 

1400 

6 

225 

45 

Iron Gaundet 

7 

Heavy 

H 

1 

50 

10 

Steel Gaundet 

5 

Heavy 

28 

20 

75 

15 

Dacdric Pauldron 

30 

I Icavy 

24000 

6 

800 

80 

Dwemer Pauldron 

10 

Heavy 

360 

2 

200 

20 

Ebony Pauldron 

20 

Heavy 

12000 

4 

600 

60 

Imperial Chain Pauldron 

10 

Heavy 

28 

7 

200 

20 

Imperial Steel Pauldron 

10 

Heavy' 

53 

2 

160 

16 

Imperial Templar Pauldron 

10 

Heavy 

60 

2 

180 

18 

Indoril Pauldron 

9 

Heavy 

2400 

1 

450 

45 

Iron Pauldron 

10 

Heavy 

24 

2 

100 

10 

Steel Pauldron 

10 

Heavy 

48 

2 

150 

15 

Dacdric Shield 

45 

Heavy 

34000 

150 

1600 

80 

Dacdric Tower Shield 

45 

Heavy 

50000 

225 

1600 

80 

Dwemer Shield 

15 

Heavy 

510 

50 

400 

20 

Ebony Shield 

30 

Heavy 

17000 

100 

1200 

60 

Ebony Tower Shield 

30 

Heavy 

25000 

150 

1200 

60 

Imperial Shield 

H 

Heavy 

78 

50 

320 

16 

Indoril Shield 

13.5 

Heavy 

im 

45 

900 

45 

Iron Shield 

15 

Heavy 

34 

50 

200 

10 

Iron Tower Shield 

18 

Heavy 

50 

75 

240 

12 

Nordic Trollbonc Shield 

16 

Heavy 

78 

40 

360 

18 

Sled Shield 

15 

Heavy 

68 

50 

300 

15 

Steel Tow'er Shield 

20 

Heavy 

100 

75 

360 

18 
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Alchemy and Ingredients 

n ngredients can have up four cdkxts. The First etfcct is the one you will get if you successfully cat the ingredient, which is based on 

your Alchemy skill. The higher your skill, the better the chance you'lJ get the effect and the longer it will last. In addition, two or more 
ingredients can be combined to create poiion$. If at least two of the ingredients have an effect, then that effect will be included in the 
fKition if it is successfully created (again, based on your Alchemy skill). Use the chart below as a guide when combining ingedients to fmd 
common beneficial effects tor jviwcrful potions. While your character may not be able to identify certain effects, which will be indicated by a 
question mark (?), using the chart you should be able to determine the unknown effect. 


Ingredient 

Effects 

FtRSl' 

Second 

Third 

FOURTH 

Alit Hide 

Drain Intelligence 

Resist Poison 

Telekinesis 

Detect Animal 

Ampoule Pod 

Water Walking 

Paralyze 

Delect Animal 

Drain Willpower 

Ash Salts 

Drain Agility 

Resist Magicka 

Cure Blight Disease 

Resist Magicka 

Ash Yam 

Fortify' Intelligence 

Fortify Strength 

Resi.si Common Disease 

Detect Key 

Bittcrgrccn Petals 

Restore Intelligence 

Invisibility 

Drain Endurance 

Drain Magicka 

Black Anther 

Drain Agility 

Resist Fire 

Dram Endurance 

Light 

Black Lichen 

Drain Strength 

Resist Frost 

Drain Speed 

Cure Poison 

Bloat 

Drain Magicka 

Fortify Intelligence 

Fortify Willpower 

Detect ..Animal 

Boncmcal 

Restore Agility 

Telekinesis 

Drain Fatigue 

Drain Personality 

Bungler's Banc 

Drain Speed 

Drain Endurance 

Dispel 

Drain Strength 

Chokewced 

Drain Luck 

Restore Fatigue 

Cure Common Disease 

Drain Willpower 

Coda Flower 

Drain Personality 

Levitate 

Drain Intelligence 

Drain Health 

Cornberry 

Drain Fatigue 

Restore Magicka 

Fire Shield 

Reflect 

Corkbulb Root 

Cure Paralyzation 

Restore Health 

Lightning Shield 

Fortify Luck 

Corpnis Weepings 

Drain Fatigue 

Fortify Luck 

Drain Willpower 

Restore Health 

Corpusmeat 

Drain Fatigue 

Drain Health 

Drain Magicka 

- 

Crab Meat 

Restore Fatigue 

Resist Shexk 

Lightning Shield 

Restore Luck 

Daedra Skin 

Fortify Strength 

Cure Common Disease 

Paralyze 

Swift Swim 

Daedra's Heart 

Restore Magicka 

Fortify Endurance 

Drain Agility 

Night-Eye 

Diamond 

Drain Agility 

Invisibility 

Reflect 

Detect Key 

Dreugh Wax 

Fortify Strength 

Restore Strength 

Drain Luck 

Drain Willpower 

Ectoplasm 

Fortify Agility 

Detect Animal 

Drain Strength 

Drain Health 

Emerald 

Fortify Magicka 

Restore Health 

Drain Agility 

Drain Endurance 

Fire Petal 

Resist Fire 

Drain Health 

Spell Absorption 

Paralyze 

Fire Salts 

Drain Health 

Fortify Agility 

Resist Frost 

Fire Shield 

Frost Salts 

Drain Speed 

Restore Magicka 

Frost Shield 

Resist Fire 

Ghoul Heart 

Paralyze 

Cure Poison 

Fortify Attack 

- 

Gold Kanet 

Drain Health 

Burden 

Drain Luck 

Restore Strength 

Gravedusi 

Drain Intelligence 

Cure Common Disease 

Drain Magicka 

Restore Endurance 

Green Lichen 

Fortify Personality 

Cure Common Disease 

Drain Strength 

I>rain Health 

Guar Hide 

Drain Fatigue 

Fortify Endurance 

Restore Personality 

Fortify Luck 

Hack-Jo Leaf 

Restore Fatigue 

Paralyze 

Water Breathing 

Restore Luck 

Heather 

Restore Personality 

Feather 

Drain Speed 

Drain Personality 

Hound Meat 

Restore Fatigue 

Fortify Fatigue 

Reflect 

Detect Enchantment 

Hypba Facia 

Drain Luck 

Drain Agility 

Drain Fatigue 

Detect Enchantment 

Kagouti Hide 

Drain Fatigue 

Fortify Speed 

Resist Common Disease 

Night Eye 

Kresh Fiber 

Restore Luck 

Fortify Personality 

Drain Magicka 

Drain Speed 

Kwama Cuttle 

Resist Poison 

Drain Fatigue 

Water Walking 

Water Breathing 

Large Kwama Egg 

Restore Fatigue 

Paralyze 

Frost Shield 

Fortify Health 

Luminous Russula 

Water Breathing 

Drain Fatigue 

Poison 

- 

Marshmcirow 

Restore Health 

Detect Enchantment 

Drain Willpower 

Drain Fatigue 

Moon Sugar 

Fortify Speed 

Dispel 

Drain Endurance 

Drain Luck 

Muck 

Drain Intelligence 

Detect Key 

Drain Personality 

Cure Common Disease 
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Alchemy and Ingredients (continued...) 


Ingredient 

Effects 

First 

SECOND 

THIRD 

FOURTH 

Nctch Leather 

Fortify Endurance 

Fortify Intelligence 

Drain Personality 

Cure Paralyzation Pearl 

Drain Agility 

Dispel 

Water Breathing 

Resist Common Disease 

- 

Racer Plumes 

Drain Willpower 

Levitate 

- 

- 

Rat Meat 

Drain Magicka 

Paralyze 

Cure Poison 

Resist Poison 

Raw Ebony 

Drain Agility 

Cure Poison 

Frost Shield 

Restore Speed 

Raw Glass 

Drain Intelligence 

Drain Strength 

Drain Speed 

Fire Shield 

Red Lichen 

Drain Speed 

Light 

Cure Common Disease 

Drain Magicka 

Resin 

Restore Health 

Restore Speed 

Burden 

Resist Common Disease 

Roobnish 

Drain Willpower 

Fortify Agility 

Drain Health 

Cure Poison 

Ruby 

Drain Health 

Feather 

Restore Intelligence 

Drain Agility 

Saltrice 

Restore Fatigue 

Fortify Magicka 

Drain Strength 

Restore Health 

Scales 

Drain Personality 

Water Walking 

Restore Endurance 

Swift Swim 

Scamp Skin 

Drain Magicka 

Cure Paralyzation 

Restore Personality 

Restore Strength 

Sea thee raw 

Drain Strength 

Cure Poison 

Drain Health 

Restore W^tllpow'cr 

Scrap Metal 

Drain Health 

Lightning Shield 

Resist Shock 

Restore Intelligence 

Scrib Jelly 

Fortify Willpower 

Cure Poison 

Cure Blight Disease 

Restore Willpower 

Scrib Jerky 

Restore Fatigue 

Fortify Fatigue 

Burden 

Swift Sw'im 

Scuttle 

Restore Fatigue 

Fortify Fatigue 

i'cathcr 

Telekinesis 

Shalk Resin 

Drain Fatigue 

Fortify Health 

Drain Personality 

Fortify Speed 

Sload Soap 

Drain Personality 

Fortify Agility 

Fire Shield 

Restore Agility 

Spore Pod 

Drain Strength 

Drain Fatigue 

Detect Key 

Paralyze 

Stoneflower Petals 

Restore Strength 

Fortify Magicka 

Drain Luck 

Fortify Personality 

Trama Root 

Restore Willpower 

Levitate 

Drain Magicka 

Drain Speed 

Vampire Dust 

Fortify Health 

Fortify Strength 

Spell Absorption 

Vampirism 

Violet Corprinus 

Water Walking 

Drain Fatigue 

Poison 

- 

Void Salts 

Restore Magicka 

Spell Absorption 

Paralyze 

Drain Endurance 

Wick wheat 

Restore Health 

Fortify Willpower 

Paralyze 

Damage Intelligence 

Willow Amber 

Drain Personality 

F'rost Shield 

Cure Common Disease 

Cure Paralyzation 
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Qhapter Tvo: Qreatures 



Creatures 


hroughout the world you w^ill find a wide variety of fauna in 
every shape and size. Some are nothing more than a mere 
nuisance or goml target practice, while others can (and 
should) make you very afraid. Creatures can be organized into four 
different groups: Creature, Humanoid, Undead, and Daedra. These 
groups can be particularly important in using magic clTects, as certain 
spells effects only work on a specific creature ty'pe. 


The following pages list, in alphabetical order, the basic creatures you 
will encounter in the wild. 7’his is only a basic list, and you will see 
different forms of these creatures (c.g., blighted or diseased) as well. 
Also, you may find that you can play the game for hours on end 
without seeing certain types of creatures. There's a very good reason 
for that. 


Throughout the game you will find hand -placed creatures and 
leveled creatures, A leveled creature will do a quick check of your 
Level and pull the appropriate creature from its list. So if you're at 
Level 1, you may get a rat, but if you're at Level *1, you may face a 
Cliff Racer. Returning to that area later in the game may spawn yet 
another type of creature- 

So if you're yearning to kill something new and interesting, just keep 
working on your skills and you'll be kncc-dcep in Hungers before you 
know it- 


Mosi of the info wc provide you is scif-c.xplanatory. Here are a few- 
creature attributes that might need clarification. 

Magicka: Particularly important for creatures with a high magic skill 
and lots of magic to use 

Soul: If you trap the creature's soul with a soul gem when it dic.s, 
this is the amount you'll be able to use towards enchanting. 

Combat Skill: This value is used any time the creature attempts to 
do a combat'based skill action such as attacking or running. 

\lagic Skill: This value is used any lime the creature attempts to do a 
magic-based skill action such as casting spells. 

Best-Attack: The range of damage the creature can do using its 
best attack. 

Willpower Determines the creatures magic resistance. 

Agility: Determines how easy or hard the creature is to hit. 

Magic: This isn't just available Spells, but also diseases (e.g.» Brown 
Rot), resistances (e.g,. Immune to Disease) and abilities (e.g.. 
Paralyze). 


ALIT 

Type: Creature Combat Skill: 30 
Level: 3 Magic Skill: 80 

Health: 30 Best Attack 

Magicka: 75 Min/Max: 1 -9 

Fatigue: 4tX) Willpower: 40 

Soul: 20 Agility: 50 

Magic: None 

The aUt is a tailless tu>o-legged predator common to the grasslands 
and ash wastes of VvardenfelL Butlt Lil{e its target' and more 
dangerous cousin, the l{agouti, the alit has a large head and 
protruding jaw, and when running on its short, stumpy^ legs, it 
lool(s til^ a hig toothy mouth with feet. 



Ancestor Ghost 


Type: Undcad 
Level: J 
Health: 23 
Magicka: 400 
Fatigue: 400 
Soul: 100 


Combat Skill: 30 
Magic Skill: 80 
Best Attack 
Min/Max: 1-5 
Willpower: 30 
Agility: 50 



Magic: Ghost Curse, Immune to Disease, Immune to Frost, 
Immune to Normal Weapons, Immune to Poison 
Ancestor ghosts commonly defend the tombs of clan and l{in, hut 
may also be summoned and controlled by sorcerers. Ancestor ghosts 
are aggressive but not very dangerous - If you have an enchanted or 
silver weapon, or deadly sorcery. 


ASH GHOUL 


Type: Humanoid 
Ixvcl: 15 
Health: 220 
Magicka: 280 
Fatigue: 400 
Soul: 25(1 


Combat Skill: 70 
Magic Skill: 90 
Best Attack 
Min/Max: 15-45 
Willpower: 100 
Agility: 100 



Magic: Ash Woe Blight, Earwig, Reflect, Spark, First Barrier 
The ash ghoul is a distorted, half 'human, half -beast creature 
transformed by a mysterious force into a powerful magical being. 

ghouls are highly intelhgcnt, aggressive, and dangerous. Ash 
ghouls are associated in some way with the Detnl Dagoth Vr. 


ASCENDED Sleeper 


Type: Humanoid Combat Skill: 80 


Level: 25 
Health: 300 
Magicka: 300 
Fatigue: 400 
Soul: 400 


Magic Skill: 80 
Best Attack 
Mm/Max: 25-75 
Willpower: KX) 
Agility: 100 



Magic: Ash Woe Blight, Ash-Chancre, Black-Heart Blight, 
Chanirax Blight, Dagoth's Bosom, Paralysis, Fire Storm, 

Frost Storm, Shockball 

The ascended sleepers are distorted, half-human, halfdseast creatures 
transformed by a mysterious force into powerful magical beings. 
.Ascended sleepers are highly intelligent, aggresswe, and dangeious. 
Ascended sleepers are associated in some way with the Detdi Dagoth Ur. 
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ASH SLAVE 


Type: Humanoid 

C'ombai Skill: 50 

Level: 5 

Magic Skill: ^>0 

Health: 60 

Best Attack JH 

Magicka: 100 

Min/Max; 5-15 W 

Fatigue: 400 

Willpower: 80 W 

Soul: 100 

Agility:! 0(1 \ 

Magic: Ash Woe Blight, FUirwig, Reject, Spark, First Barrier 
The ash slave ts a Humanoid creature transfomied by' a mysterious 
force into a deranged beast. The.<e araturcs are aggressive and 
dangerous. .L<h slaves arc associated in some way with the Devil 

Dagoth Ur. 



BETTY NETCH 

7Vpe; Creature 

C/ombat Skill: 60 

Level: 10 

Magic Skill: 90 ll|Pl 

Health: 1!^ 

Best Attack l| 1 1 

Magicka: 75 

Min/Max; 10-30 \l / 

Fatigue: 500 

Willpower: 30 11 11 

Soul: 75 

Agility; 50 

Magic: None 


The betty neteh is a 

large hovering beast, supported by internal 

.iacks of magical vapors. The betty netch, the female of the species. 

ts smaller than the male bull netch, but fiercely territorial. 


BONEWALKER 

Type: Undcad Combat Skill: 50 

Level: 4 Magic Skill: 90 

Health: 60 Best Attack 

Magicka: 80 Min/Max: 4^12 

Fatigue: 400 Willpower: 50 

Sr>ul: 75 Agiliw: 50 

Magic: Brown Rot» Grave Cutsc: Strength. Resist FrosJT 
Resist Poison, Resist Shock 

Ihneu HilJ^rrs are amon^ the distmetive ancestral revenants that guard 
Dunmer bunal sites, and which may he summoned as spirit 
guardians. Among the Vndead, they are less tifomsome than their 
more powerful mamjestatton, the Greater Bonewalher. They are not 
to he underestimated, as they- are capable of stopping the hardiest of 
adventurers dead tn their traces unth their powerful curses. 



LESSER BONEWALKER 


Type: Undcad 
Level: 3 
Health: 45 
Magicka: 60 
Fatigue: 300 
Soul: 65 


Combat Skill; 40 
Magic Skill: 80 
Best Attack 
Min/Max: 1-10 
Willpower: 40 
Agility: 40 



Magic; Brown Rot, Grave Curse: Endurance, Grave Curse: 
Strength, Resist Frost, Resist Poison, Resist Shock 
Lesser Bonewaihers are the least powerful of the tomb and spirit 
guardians that protect Dunmer burial sites. 


Ash Zombie t 

Type: Humanoid 

Combat Skill: 80 

Level: 8 

Magic Skill. 60 

Health: 90 

Best Attack 

Magicka: 100 

MinAlax: 1-20 

Fatigue: 400 

Willpower; 60 '^1 

Soul; 100 

Agility: 20 1 

Magic: None 
The ash zombie a 

Humanoid creature transformed by a 

mysteriou.<r force into a deranged beast. Though their skulls are 
apparently empty, these Creatures arc nonetheless intelligent, 
aggre.c<ive, and dangerous. Ash zombies arc associated in some uay 
with the Devil Dagoth Ur. 


BONELORD 

Type: Undead 
Level: 8 
Health: 90 
Magicka: 400 
Fatigue: 500 
Soul: 100 


Combat Skill: 60 
Magic Skill: 90 
Best Attack 
Min/Max: 8 ’24 
Willpower; 80 
Agility: 50 


Magic; Grave Curse; Endurance, Grave Curse: Speed, Immune 
to Normal Weapons, Resist Frost, Resist Poison, Resist Shock, 
Second Barrier 

The Bone lord is a re vena nt that protexts the tombs of clan and hfn. 
Bonemeal, the finely ground powder made from the bones of the 
sl(eleton minions, has modest magical properties. 


Greater Bonewalker 


Type: Undcad 
Level: 7 
Health: 100 
Magicka: 75 
Fatigue: 400 
Soul: 75 


Combat Skill: 50 
Magic Skill: 90 
Best Attack 
MinAlax: 5H5 
Willpower: 60 
Agility: 50 


Magic: Brown Rot, Dread Curse: Endurance, (Jravc C'urse: 
Strength, Resist Frost. Resist Poison, Resist Shock 
Greater Bonewall(ers defend the tombs of clan and l(in. Greater 
BonewaH^ers are aggressive and dangerous. They are best 
dispatched from a distance, as close combat can often result in the 
player afflicted by crippling curses. 


Bull Netch 


Type: Creature 
Level: 4 
Health: 45 
Magicka: 100 
Fatigue: 400 
Soul: 50 


Combat Skill: 50 
Magic Skill: W 
Eiest Attack 
Min/Max: 412 
Willpower: 5U 
Agility: 50 


Magic: Poisonbloom 

The bull netch is a huge beast that hovers in the air, supported by 
internal sacks of magical vapors. The bull netch is poL<onous. 
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CENTURION SPHERE 


Type: Creature 
Uvei: 5 
Health: 7S 
Magicka: 70 
Fatigue: 800 
Soul: 0 


Combat Skill: 50 
Magic Skill: 90 
Best Attack 
Min/Max: 5-15 
Willpower: 70 
Agility: 75 



Magic: Shock Shield 

The centurion sphere is an enchanted animated artifact of 
Dwemer creation. These aggressive and dangerous devices 
compress into a bail when mactive, and transform into a mobile 
warrior when aroused. 


Clannfear 

Type: Dacdra 
Level: 7 
Health: 113 
Magicka: 100 
Fatigue: 500 
Soul: 100 


Combat Skill: 60 
Magic Skill: 90 
Best Attack 
Mia-^fax: 6-18 
Willpower: 70 
Agility: 8(J 



Magic: None 

The clannfear ts a fierce, green, lizardlii{e, bipedal Daedric 
summoning. Daedra hearts have modest magical properties, and are 
prized by alchemtsts. 


CoRPRUs Stalker 


Type: Humanoid 
Level: 5 
Health: 60 
Magicka: 50 
Fatigue: 300 
Soul: 100 


Combat Skill: 50 
Magic Skill: 90 
Best Attack 
Mijv'\lax: 5-15 
Willpower: 60 
Agility: 50 



Magic: Regenerate 

Corprus stalkers are the deformed, deranged victims of corprus 
disease. Aggressive and dangerous, they abo carry corprus disease, 
a deadly disease profoundly affecting a victim mind and body. 


Dremora 

Type; Dacdra 
Level: 9 
Health: 160 
Magicka: 100 
Fatigue: 400 
Soul: 100 


Combat Skill: 80 
Magic Skill: 90 
Best Attack 
Min/Max: 9-27 
Willpower: 70 
Agility: 50 



Magic: Retlcct, Immune to Normal Weapons. Second Barrier 
The Dremora are a class of in telligtTit, powerful u^r spirits m the 
service of the Daedra Lord Mehrunes Dagon. Daedra hearts have 
modest magical properties, arid Dremora often carry powerful 
weapons to aid them in combat. 


Centurion Spider 


Type: Creature 
Level: 3 
Health: 38 
Magicka: 20 
Fatigue: 400 
Soul: 0 


Osmbai Skill: 30 
Magic Skill: 90 
Best Attack 
Min/Max: 1-9 
Willpower: 60 
Agility: 75 



Magic: Poisonbloom. Immune to Poison 

The centurion spider u an enchanted animated artifact of Dwemer 
creation. Constructed in the form of large metal spiders, they are 
aggressive and dangerous. 


Cliff Racer 


Type: Creature 
Level: 4 
Health: 45 
Magicka: 20 
Fatigue: 400 
Soul: 20 


Combat Skill: 50 
Magic Skill: 90 
Best Attack 
Min/Max: 3-8 
Willpower: ?0 
Agility: 50 



Magic: None 

The hng-tailed ctiff racer 14 an aggresfttr. dangrrouf. flying creature with a large 
eertieal sail along its sfnne. 


Daedroth 

Ty[x*: Dacdra 
Level: 12 
Health: 180 
Magicka: 195 
Fatigue: 600 
Soul: 195 


Combat Skill: 70 
Magic Skill: 90 
Best Attack 
MmAlax: 12^36 
Willpower: 80 
Agility: 75 



Magic: Regenerate, Pfiisonblcxim. Shockbloom, 

Immune to Normal Weapons, TLird Barrier 
The Daedroth are the avcod tie -headed Daedric minions of the 
Daedra Lord Molag Bal. Daedra hearts have modest magical 
properties, and are also available at reasonable prices and with coO' 
siderably less excitement from alchemists. 


Dremora lord 


lypc: Daedra 
l^vcl: 12 
Health: 280 
Magicka: 200 
Fatigue: 500 
Soul: 200 


Combat Skill: 90 
Magic Skill: 80 
Best Attack 
Min/Max: 12-36 
Willpower: 80 
Agility: 70 



Magic: Reflect, Fire Storm, Immune to Normal Wea|X)ns, 
Fourth Barrier 

Strotiger, faster, and tougher than typical Dremora, the Dremora 
Lords are truly foes to be feared. Like their lesser counteiparts, they 
wield powerful weapons that can be an excellent source of income 
to the very pou^erful (or the very brave and luclty}^ 
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Dwarven Spectre 


Type: Undead 
Ix vd: 5 
Health: 60 
Magicka: 75 
Fatigue 400 
Soul: 200 


Combat Skill: 50 
Magic Skill: 90 
Best Attack 
Min/Max: 5^15 
Willpower: 50 
Agility: 50 


Magic: Grave Curse: Luck, Grave Curse: Willpower, 
Chameleon, Rellcci, Immune to Normal Weapons 
Dumnvrt SpeitTfs are (rmvuniered in the ancient aJbandrmed Du>ert}er nwu. 
They' are aggre.<stte^ and dangerous. Ectoplasm, a filmy residue that remains 
iftcr the reaenant spirit of a Dtoaner has been banished from the mortal plane, 
IS a rare, i/alt4ahle substance uifh modest magical pfvperties. Norma! weapons 
do not harm them; only enchanted or siker u eaprms or deadly spells affect them. 


Dreugh 

JjL 

Type: Creature 

Combat Skill: 50 

l-evel: 5 

Magic Skill: 90 WC 

Health: 60 

Best Attack ^ 

Magicka: 75 

Min/Max: 5-15 

L'atiguc: 400 

WitljKjwer: 70 W 

Soul: 75 

Agility: SO XI 

Magic: None 


Dreugh are am tent sea monsters, half-human, half^octopus m 

appearance. Dreugh 

are hunted for their hides, which are used for 

making amior, and dreugh wax, a tough, waxy substance with 

modest magical properties, scraped from dreugh shells. 


Golden Saint 


Tyjic: Dacdra 

ComKat Skill: 80 j 


Uvcl; 20 

Magic Skill: 90 1 


Health: 250 

Best Attack Jj 


Magicka: 755 

Min/Max: 20-60 j 


Fatigue: 700 

Wd4x>vvcr: KX) 1 


Soul: 400 

Agility: 50 J 


Magic: Dispel, Reflect, Immune to Normal Weapons, 

Resist Fire, Resist Frost, Resist Shock, Shock Shield 

These magteal females are spawn of Sheogorath. Their hearts have 

modest magical proper ties. 



Hunger 


Type: Dacdra 

Combat Skill: 60 # 

Level: 1 1 

Magic Skill: 90 ’ 

Health: 170 

Best Attack (jfi |f 

Magicka: 250 

Min/Max: 11-33 ^ 

Fatigue: 400 

Willjxjwcr: 80 \\ ^ a 

Soul: 250 

AgiJUy: SO ^ 

Magic: Disintegrate Armor, Disintegrate Weapon, Paralysis, 
Immune to Fire, Immune to Frost, Immune to Normal Weajxms, 
Immune to Poison, Immune to Shock 

The Hunger is one 

of the many voracious servants of the Daedra 

Lord Boethiah. Daedra hearts have modest magical properties. 
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Kwama Forager 


Type: Creature 
Level: 2 
Health: 23 
Magicka: 15 
Fatigue: 300 
Soul: 15 


('ombai Skill: 30 
Magic Skill: 90 
Ikst Attack 
Min/Max: 1-3 
Willpower: 10 
Agility: 20 



Magic: None 

TAe ^u'ama foraj^rr .<rofies Me surface of the land and natural 
underground passages, searching for suitable locations for new 
colonies and hunting for prey. Foragers are aggressit/e but not 
very dangerrfus. 


KWAMA Warrior 


Type: Creature 
Level: 3 
Health: 45 
Magicka; 12 
Fatigue: 400 
Soul: 20 


(.Aimbat Skill: 50 
Magic Skill: 90 
Bc^i Attack 
Mirb^Max: 3-9 
Willpower: 50 
Agility; 50 



Magic: Kwama Poison 

The f(^n>ama warrior defends the hwama colony^s tunnels and 
chambers. H^dmors are aggrrssitv and dangerous. 


Lame Corprus 


Type: Humanoid 
Level: 8 
Health: 90 
Magicka: 160 
Fatigue: 400 
Soul: 160 


Combat Skill: 60 
Magic Skill; 90 
Best Attack 
Min/Max: 8^24 
Willpower: 70 
Agility: KX) 



Magic: Black -Heart Blight, Regenerate 

The lame corprus is a deformed, deranged victim of corprus dtseek<e. 
Aggressii>e and dangerot4s, they carry corprus disease, a deadly 
disease profoundly affecting a victim's mind and body. 


Nix-Hound 


Type: Creature 
Level: 2 
Health: 23 
Magicka: 10 
Fatigue: 400 
Soul; 10 


Combat Skill: 30 
Magic Skill: 90 
Eksi Attack 
Min/Max: 1-6 
Willpow'cr: 30 
Agility: 50 


fS 


Magic: None 

The nix -hound is a medium ^sized, aggressive pack, predator. 


Kwama Queen 


Type: Creature 
Level: 6 
Health: 68 
Magicka: 30 
Fatigue: 1000 
Soul: 30 


(yOnibal Skill: 60 
Magic Skill: 90 
Best Attack 
Min/Max: 6-18 
Willpiwcr: 50 
Agility; 50 




Magic: None 

The kwama queer) is the huge, bloated that prodtues the 

nest's eggs, They are too large and fat to move, and all their needs 
are attended by tvorkcr. 


Kwama Worker 


Type: Creature 
Level: 2 
Health: 30 
Magicka: 8 
Fatigue: 300 
Soul: 8 


Combat Skill: 30 
Magic Skill: 90 
Best Attack 
MinAiax; 1-6 
Willpower: 30 
Agility: 50 



Magic: None 

The worker digs the colony's tunnels and chambers and 

tends the queen and the eggs. IVorkeis are unaggressne, but not 
completely helpless. 


MUDCRAB 


Type: Creature 

Combat Skill: 30 

Level: 1 

Magic Skill; 90 \\ 

Health: 15 

Best Attack 

Magicka: 5 

Min/Max: 1-1 

Fatigue: 400 

Willpower: 0 

Soul: 5 

Agility: 15 

Magic: None 


They are small creatures with a hard shell. They live mostly along 

the coast and they're 

usually not aggressive.. .but if they> ever get the 

taste of meat, they become hunters. 


Ogrim 


Type: Dacdra 
Level: 11 
Health: 170 
Magicka: 165 
Fatigue: 1000 
Soul: 165 


Combat Skill: 60 
Magic Skill: 90 
13esi Attack 
Min/Max: 11-33 
Willpower: 80 
Agility^: 50 



Magic: Regenerate, Immune to Normal Weapons 
Ogrim are massive, pou^erfui, dimly intelligent servants of the 
Daedra Lord Maiacarh. 
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The Morrowind Prophecies 


Qhsipter Three: Morrowind Maps 


D n the Morrowind world maps, wc vc sought to show 

significant locations in the game's external world - from 
bandit caves to Dacdric shrines to Dwarven ruins to egg mines 
to wizard lairs. 


Note that this has been simplified somewhat, and that your 
experience with creatures won’t exactly match the map. 


Due to an almost fanatical devotion to the artistic virtue called 
’’suspense,'* the designers have created the world with a wholesome 
amount of uncertainty. This ensures that you never really know 
what you’re about to experience. Either a) embrace this approach 
with open arms and enjoy the moments they provide; or b) cower in 
fear and huddle in the corner. Either way, the designers have 
produced the intended effect. 


For one thing, we haven’t shown every single location in which a 
creature might appear. We didn’t want to scare you. 


Rather, we’ve sought to show critter clusters, where you might face 
more than one - places where, sometimes, you could be in danger. 


Therefore, the references on these maps arc representative and not 
exhaustive. We’ve noted sites significant in the Main Quest, places 
where you can receive and perform Faction and Miscellaneous quests, 
and the characters w’ho play a role in them. We’ve located characters 
who have something unusual to offer the player - whether it is 
training to especially high levels or transportation to a distant towm. 


The key word here is ’’could,” Many of die game’s creatures will 
appear in every game. Many other creatures will appear a certain 
percentage of the time. So it’s conceivable, walking into a stony cuh 
de-sac, that you might face the two rats mentioned in the key, one 
rat, or, lucky you, no rats at all. You’ll also note that you will face 
new, and tougher, creatures as you rise in level. Consequently, 
consider the creature locations and numbers as worst-case scenarios. 


We’ve even put in places like tree stumps where stuff has been 
tucked awav. 


Use these maps in conjunction w'ith the in-game map, and directions 
you receive during quests to help pinpoint the location of hard-to- 
fmd shrines, caves, ruins, etc. Or, if you ]^x;rform a more freeform 
approach, they can sers'c has helpful “visitor’s guides” when 
wandering the lands. 


And we’ve tried to give a sense of what creatures you’ll face in the 
wilderness, and where you’ll find them. 


ISLAND OF VVARDENFELL, MORROWIND PROVINCE 
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A2: ALD REDAYNIA MAP LOCATIONS; 

1. Ashir-Dan: A smugglers cavc-modcst in sizc^ but wdl-stockc<J. 

2. Panud Egg Mine: A compact egg mine. 

3. A Dreamer. 

4. Derelict Shipwreck: ...with weapon loot bclow» ingreclicm loot 
above, and a grand soul gem in the cabin! 

5. A campfi re, a bottle of sofnething-or-other, and thou . . .equals an 
unprovoked attack by these three renegade Ashlandcrs. 

6. Ibar-Dad: Starts out as a regular old cave and turns out to be the 
hidden Dacdric tomb of Mordrin Hannin, w'ith some serious 
loot-including the artifact E!eidon‘s Ward- 

7. Dniscashti: Like Galom Dacus, it shows to the w^orld the face of 
a Dwarven ruin, but this is in fact the headquarters of the 
Quarra vampire clan. 

8. Sha-Adnius: A small-ish bandit cave with three bandits, a 
modest supply of bandit loot... and six Argonian and Khajiit 
slaves for you to free. 

9 . Some of the best pearl beds in the game stretch from here to 
the east. 

18. Assumabitashpi: Most Daedric shrines have a single entrance. A 
few have two. This huge Daedric ruin has three, you’ll visit it in 
a Morag Tong quest to liberate the Ring of Sanguine Silver 
Wisdom. 

11. Prath Ancestral Tomb: Small tomb, small risk, small loot. 

12. Bthungthumz: You'll visit this Dwarven ruin in a House 
Telvanni quest to retrieve the ring ofDahrk Mezalf. 

B. Aid Reday nia: And you thought all the renegade wizards w'ho 
took over the Vclolhi domes were living. This one is occupied 
by a Level 20 Skeleton War-Wizard who has the V^ampiric 
Ring artifact. 

14. Urshilaku Camp: The westernmost of the four permanent 
Ashlandcr settlements. You’ll spend a good deal of time in and 
around this camp on the Main Quest and can revisit it in one of 
the Miscellaneous Quests, You’ll find the “index'’ needed to 
operate the Propylon Chamber at the stronghold Valenvaryon on 
a table in the wise woman's yurt. 

15. Abinabi: A Sixth House base, deep in the ash desert. Not much 
kxji beyond the great Sixth House Bell Hammer ...unless 
you've suddenly developed a taste for <ulp!> corprusmeat. 


16. Assumanu: This sorcerers’ lair is home to Varona Nelas, from 
whom you’ll attempt to recover an embroidered glove in an 
Imperial Legion quest, 

17. Madas Grotto: Obscure, dark, dangerous, and next to empty of 
loot, Morrowind s grottos arc mostly just good for l-found-it 
bragging rights. Except one. And this isn’t that one. 

18. Urshilaku Burial Caverns: You’ll visit this huge mausoleun, 
consisting of seven linked tombs, on the Main Quest to retrieve 
the enchanted Bonebitcr Bow of Sul-Senipul. 

1^. Big Head's Shack: In fact, this Argonian has a perfectly 
ordinary-sized head. It's just that what’s inside that head has 
gotten all jumbled up. You’ll pay him a visit in one of the 
Daedric Quests. 

20. Andavel Ancestral Tomb: A good-sized crypt with so-so loot 
and Daedric defenders. 

2L Llando Ancestral Tomb: A small, run-of-the-mill tomb. 

22. Aklmacs-Ilanipu Egg Mine: An egg mine? Out hcrc.^ Yup. 
Complete with kw^ama queen. But watch yourself: The enemies 
w'ithin arc blighted. 

23. Obscure Shipwreck: Some interesting odds ‘n’ ends at this hard- 
to-reach site-including some Dwarven loot and amulets useful 
in a Quarra vampire quest, 

24. OnnissiraUs: A small, deep two-level shrine to Daedric god 
Sheogorath. ..with a fair amount of ebony and jewels in the loot. 

25. Sargon: You’ll visit this huge, well-populated and potcaiially 
lucrative cave in a Fighters Guild quest. 

26. Valenvaryon: No, you’re not crazy. Valenvaryon is more a 
stronghold in name than in fact. It doesn’t have a proper 
dungeon- just an assortment of rooftop huts for the stern- 
looking ores who live here. One of those buildings is the 
Propylon Chamber. Here you can teleport you to the 
strongholds Falasmaryon and Rothcran, if you have the 
Valenvaryon “index.'* (Its in the Urshilaku camp.) And Abdle 
Chridiitc is the “secret master" of the Alchemy skill. 
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A3: DAGON FEL MAP LOCATIONS: 

1, Ndas Ancestral Tomb; A rcm<^i:c crypt with some 
uncommon foot. 

2, Vas; You’ll escort Buoyant Armiger Ulync Hcnim through this 
vyothi dome in a Figlucrs Guild quest, 

3, Assurdirapal: ’'A'’ hen you activate the statue at this shrine, the 
Daerlric god Malacath will send you on a quest to end the Oreyn 
family bloodline. 

4, Ebemanit: This remote shnne is home to Tabs Veran, current 
owner of the Ring of Sanguine Golden Wisdom, which you’ll 
need to obtain in a Morag Tong quest. 

5, Omaien Ancestral Tomb: A long and well -defended tomb, with 
3 singular letter at its end. 

6* A Giant Notch. Youll have to kill it with the Fork of 

Horripilation in a very strange Daedric quest given you by the 
god Sheogorath, 

7. Abandoned Shipwreck: Now' and then, youH stumble onto a 
quest w'ithout anyone actually giving it to you. One such 
adventure can be uncovered aboard this w'tcck. 

8, Sanctus Shrine; In a Tribunal Ternpie quest, you’ll have to travel 
to this distant island, . . wnthout uttering a word, 

P, Critter alert. Two alits live tight around here. 

30, Slid; A new' wuj'.ard needs a staff. If you don't have one w^hen its 
time for your promotion, your pals in the Mages Guild will 
suggest, ever so discretely, that you take the stall from Anime, 
the renegade wizard who lives in this huge bir, 

IL Oretbi Ancestral Tomb: A modest- sis:ed tomb, with commensu- 
rate loot and opposition. 

12. Ashmdech: From the outside, it Itxiks like just another ancestral 
tomb, hut this headquarters of the Aundae dan is effectively a 
vampire town. 

13. Isle of the Daedra: The goddess Azura will dispatch you to dear 
this island of potent ial (hstractions in a Daedric quest. 

14. Pudai Egg Mine; In a Fighters Guild quest, youll search Pudai 
for seven fabled Eggs of Gold. 

15. Shara; The Morag Tong’s hit on TeU^anni sorcerer Tirer 
Belvayn will send you to this Velothi dome. 

16. Habinbaes: A mid-sized bandit cave, with the usual bad guys 
(plus a pair of nix-hounds) to kilh slaves to liberate, and a good 
deal ol loot to pocket. 

17. MadaS'Zebba Egg Mine: What can we sayP Kw'ama eggs, and 
tots of them. And a bunch oflilightcd opponents. 

IS. Aharasaplit Camp: You can visit this renegade Ashbnder camp 
to kill Zalby Subaddamael in a Miscellaneous Que.st. 

19, Sendus Satbis: You’ll ferry food to this jxTmit in a Tribunal 
Temple quest. 


20. Indaren Ancestral Tomb; Surprise! You're not alone liere. Three 
smugglers beat you to the punch. And wEen you’re done with 
them, thar be Daedra! 

21. Sarethi Ancestral Tomb: An Aundae vampire lair. 

22. Malacath Statue: Youll deliver an offering of Daedra hearts to 
the image of this lYicdrie god in a Tribunal Temple quest. 

23. Dralas Ancestral Tomb; You’ll find two more smugglers in here, 
and these fellows seem tart her along in the process of converting 
the place to a smugglers’ cave. (Crates!) Also, Bonelord! 

24. Ainab; A Sixth House base^ wdth shrine. Pretty good loot, and 
lots of baddies. 

25. Malmus Grotto: How lung can you tread water? For a grotto^ 
the loot in the last room isn't too shabby, 

26. Mzuleft; Youll visit this Ore- infested Dwarven ruin on a Mages 
Guild quest to get the plans for a Dw'emer scarab. 

27. Surirulk: Bandit cave. Not big enough to get you lost. WAIF 
populated. Good loot. 

28. Rotberan: Another unconventional stronghold. It’s not a 
dungeon so much as an a renal In an Imperial Cult quest, you’re 
sent there to rescue Adusamsi Assurnarairan and retrieve the 
Ice Blade of the Monarch. 

29. Ilanipu Grotto: And a big one, too. Good loot on the two bodies, 
and potential for more in the plentiful kollop shells. 

30. Sunken treasure. There isn’t much of it in the game, save in and 
around full-scale shipwrecks, but here’s an exception. 

31. Andre MauTs Tower: Turning Dw-arven towers into living 
quariers seems to be a trend. Someone should write a 
Morrowind home -improvement book; "'Rusted Gear: Making 
Yesterday s Dwemer Ruin Tomorrow'’s Home.'’ 

32. Dagon Fd: A Nordic village that, like Khuuh is more of a 
waypoint than a destination. It isn’t exceptional in and of itself 
but for the easy access it offers to nearby sites 

33. Vacant Tower: A rather petite DwcTner ruin and home to 
Khargol gro-Boguk — “secret master’'ol Unarmored combat. 

34. Haema Farseer: This gentleman’s boat will take you lo Khuul, 
Sadrith Mora, Tel Amhn, or Tel Mora. 

35. Heifnir: Trader: The only store in town - and, with End of 
the World Renter Rooms the only business, period. Fleifnir’s 
got a lot of armor and weaponry on display, but he sells a bit 
of everything. 

36. Nchardahrk; A relatively small Dw^arven ruin. 

37. Punsabanit: A large smugglers cave with a ton ol’ iot^t. . .and 
alniosi; as many nix- hounds as smugglers! 
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A4: ALD DAEDROTH MaP LOCATIONS: 

1. Sorkvlld's Towcn A necromancer lives in this Dwarven ruin 
just cast ofDagon Fcl. Your interactions with him are not of the 
highest quality. You can try to pickpocket him for the Masque 
of Cla views Vile. And you will be ordered to assassinate him in 
an Imperial Cult quest. 

2. Senim Ancestral Tomb: A big tomb with a lot of loot, including 
a complete set of boncmold armor. 

J. Ancient Shipwreck: You w'ill fmd odds ‘n’ ends ot loot aboard 
this grounded wreck, including an odd little book. 

4. Odimamat; Another bandit cave. Like many bandit eaves, it s 
loaded with loot - some quite good and some relatively 
uncommon. 

5, ShaUil: A bad-guy cave whose link to the vampire lair in 
Drethan Ancestral Tomb (sec item 6) the resident bad guys have 
exploited. You'll be sent here to kill Reis Tenim in a Fighters 
Guild quest. 

d, Drethan Ancestral Tomb: Home to an ancient and powerful 
vampire named Marara^ w'ho has tliscovered the downside of 
immortality’. You can put her out of her misery in a vampire quest. 

7. Favcl Ancestral Tomb: You'll help Minabibi Assardarainat 
perform an exorcism in this crypt as part of a Mages Guild quest. 

8. A floating bottle: Inside, a long note. It may take you a while to 
realize the waiter is no longer of this world. 

9. M'Aiq the Liar: A fisherman who can’t be trusted on any 
subject. Except two. 


10. Saimi: Renegades arc always in bad mo<Kls. That goes for 
renegade Ashlandcrs. And it goes for renegade Tclvannl 
sorcerers, which is what you'll encounter in this Velothi dome. 

11. Kushlashpi: You'll need to do a bit of jumping and running (or 
know the Levitate spell) to fully explore the underground 
portion of this Daedric shrine. 

12. Setus Egg Mine: A rather large, but otherwise undistinguished, 
egg mine. 

13. Sinamusa Egg Mine: A relatively compact egg mine. (How 
much, honestly, can you say about an egg mine?) 

14. Aid Daedroth; An enormous shrine, where Tribunal Temple 
Orclinators and Dacdra worshippers are having a dust -up. In 
the Main Quest, you’ll add a third party to the equation: the 
Ahemmusa Ashlanders, w'ho arc looking for a safe haven from 
the Blight (Wrong place to look, folks!) You’ll also visit Aid 
Daedroth on a Morag Tong quest to secure tw^o “Threads of the 
Webspinner” and a Tribunal Temple quest to recover the 
“Gambolpuddy.” (Don’t ask.) 

15. Ahemmusa Camp: One of iw'o permanent Ashlandcr 
settlements in the far north. You’ll be a persistent visitor hcrc-on 
the Main Quest in your campaign to be named Ncrcvarinc and 
on a range of Faction and Miscellaneous quests. 

16. Eluba-Addon Grotto: Nobody in here except us {’►carls. 
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Bl: GNISIS Map LOCATIONS: 

1, Yaiiaoamidaii: You'll visi: shrine to Dacdric god Mchruncs 29> 

■ Dagon in a Morag Tong to retrieve the Ring of Sanguine 

I Sublime Wisdom and again in tlic Daedric Quests to receive A 50. 

[ quest from £>agon himself. 

Z Uiumirked Shipwreck: Umtl now, that Ul 3L 

I 5. CampOrc...and a couple of nasties with a chest of gold. 

I k Ehiba-Addon Egg Mine: A small kwama egg mine. Not to be 
confused with the Eluba- Addon Grotto far to the cast. 

1 Foiguttcn Shipwieck: Sizic can bc deceptive. This sunken ship is 32i 

[ unalU but it has a whole lot of loot I 

I 6, Alkngthimch-Stiinlumz: Edwinna Elbert will ask you to 55. 

I retrieve a Dwemer Tube frpriu this Dwarven ruin in a Mages 
[ Guild quest. 

. 7. A lot of loot on a Icdgc^ including a dwarven macel 34. 

a Ginhh Ancestral TojoedK The renegade Berne Chm vampire 
1 Lord Irarak makes hii home here. You'll be asked to kill him in 

a Quarra vampire quest. 35. 

9. Two friendly guys toasting marshmernow, ..notf 

1ft. Ashinabu A big (and we mean big) smugglers den, with two 
sections and, hence, two entrance (east and west). 

IL Syiwctc Jeline and fnend: Help this tender young thing find her 56^ 
lost ring in a Miscellaneous Quest. Do you like surprises^ 

IZ His name is Din. He is ready for the bin. You <ran escort him to 

a healer, or you can stick him with a pin. C)r cure him yourself, 57. 
in a Miscellaneous Quest. 3&. 

13. A S«lh House agicnt, And this one U talking in his sleep. 

The Widow Vab^* hm: You'll to be asked to get a deed ffbni 
this poor lady in an early Imperial Legion quest. 

15. Aid Vcluthi: A small and relatively quiet ramshackle fishing 39. 

village. No fast travel, and not much cooking. 40. 

' lA Gaiyn Arveh Abolitionist and leader of the Twin Lamps anti- 
slavery movement. You'll help her spirit an escaped slave to 41. 

safety in a House Hlaalu quest, and she can help you by 
directing marriageable e^aped slaves to your stronghold if 
you're in House Redoran. 42. 

17. Old Blue Fim You'll have to kill this sUughtcrfish in an early 
1 House Redoran quest. 

lA Outpost: The only store in Aid VeJothi. Here you can buy a 43. 

range oritems^ obtain training and pick up House Redoran 
faction quests from Theldyn Virith (the village's *'sort of* 44. 

hetman). Oh, and there's the nice view from the tovver, loo. 45. 

1 19. Aidanat Camp: Youll pay these renegade Ashlanders a visit to 
■Kviirc the release of abducted Madura Scran in an Imperial 
Legwo quest, 

r 20 l Uenru Ancestral ToidIk a smalt crypti 46, 

21. Critter alcrti Lots of them roam this wild country^ including a 
hungry alit that's waiting here, 

I ZZ Critters here^ too. Specifically, a guar. 47. 

I 25 GnisU; U may be a country town, but tfs got an Imperial Legion 43. 

garrison (the source of the most of the quests here), a big old egg 
mine up on the mountain and a silt strider port. 

24. GnisifTempk: The Mask oTYxvec is in the basetnenL You'll make 49. 

apdgriniage here in your early quests for the Tribunal Temple. 

25. Gniris silt strider port; From here, you can ride Punibi Yahaz's 5ftL 
I big bug to Ald'rului. Khuul or Maar 

26, Madach Tradehou^ If you want to join the Legion, you have to 51. 

I go thitJugh General Darius. This is where he hangs out, 5Z 

r 27. Gnisis Bartaeks: You'll spend some time with the ir^xxpers in an 55. 

Imperial Legion quesi to expose a plot against the Emperor. 

[ 2S* Arvi-Dfelen: An old Vcimhi dome that now serves as the 
I residence of rogue Telvaniri wreerer Baladas Demnevanni. 54, 

L You'll become a familiar visitor here, Demnevamu is a Tclvanni 
qu^'^veri figures in several quest objectives, and is just a 


Fort Parius; The smallest of several Imperial fortifications on 
Vvardenfcll, this is basically just the east gate toGnisis. 

Hennu Yansumummu: Someone has stoleii his panes. You can 
get them back for him in a Miscellaneous Quest. 

Koal Cave: You'll escort a pilgrim to a shrine in this seaside cave 
in a House Redoran quest, twice track down pilgrims who've 
gotten lost on their way and make a pilgrimage here yourself in 
one of the early Tribunal Temple quests. 

Fedris Thareu: In fact, here's one of those “lost" pUgrims now, 
not a stone’s throw from the cave door. What an idiot! 

$ubdnm One of the bigger bases of the Sixth House cull. If you 
shut it down, you'll turn off the flow of Dream ers^ Sleepers *nd 
mghtmarcs in the Aid Velothi, Gnisis, and Khuul areas. 

Nothing important. Just a pleasant home away from home for 
someone in Khuul, no doubt. (Oh, and a locked trunk to make 
it worth your while,) 

AritalmawU: Three quests will send you to this Daedric shrine 
- one a Miscellaneous Quest to rescue a woman from cultists, 
one a House Redoran quest to assassinate the shrine's presiding 
villain, and one a Hou^ Hlaalu quest to rescue an escaped slave. 

a smuggler's cave in which you're not the stnugglers' 
biggest problem. You'U learn what we mean in a Miscellaneous 
Quest, Enter here, or along the river to the northwest. 

Mat: just your average bad^guy cave. 

Gnisls Egg Mine: Like the Imperial Legion quest that takes you 
there, this mine has hidden deptbvnot least of them access to a 
hidden Dwenier ruin, Bcihamcz (which you'll visit in a Mages 
Guild quest),.. 

...and this underwater entrance! 

Falas Ancestral Tomb: Just move along folks. Nothing to see 
here. Nope, Nothing. 

Khuuh Though rarely itself a destination, this fishing village’s 
tjc-ins to VvaMenfell's transportation network means it's often a 
waypoint on journeys to other destination^^ 

Berandas: An ancient Dunmer stronghold. This one's fallen into 
the hands of Daedra. You'll visit it lo recover the Boots of the 
Apostle in an Imperial Cult quest. 

Talmeni EMtum: This fine fellow will transport you by boat 
from Khuul to Dagon Fcl and Gti3ar Mok. 

A bit of loot someone s squirrded away. 

Thongaf^TBvdrhqnK The lonty game in town. Thongar sells a 
wide range of stuff. Qndi will train Imperial Legkinnaifes. And 
you'll need to pop in here and nick Shqtberra's Amulet of 
Sanguine Glib Speech in a Morag Tong quest. 

Khuul sih stride^ port; The estimable ^Idus Nerendus will can 
your bones (and anyone dse's you may be carrying) to Ald'ruhn, 
Qnisis, and Maar Gan. 

Scran Anoestral Tonibc A small and relatively plain Dunmer crypt. 
Asha^Ahhe Egg Mior. It's an egg mine! It's a witch’s lair! It*s an 
egg mure and a witch's Jairl The witch is Thcl^ Ural, and 
you'll have to pop her in an Imperial Cult quest. 

Shathmanu Cmp: More renegiule Ashtanders. As always, they 
want to have you for dinner, 

Rethandus Ancestral Tomb; A large crypt vrith a fair amount 
ofloot. 

Assamud: A big, tough bandit cave. 

A little ka^puri den, 

Veloth Ancestral Tombe A mcdtum-si^^cd crypt, guarded mostly 
by Daedra. (When Daeclrd are in a tomb, sfiould they be called 
“Deadra'?) 

A little netch colony. 
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B2: Maar Gan Map Locations: 

I. Sason: You can get a Miscellaneous Quest from this fellow. His 
wife has been abducted by cuUisis and hauled off to the shrine 
Ashalmawia» near Aid V'cloihi, 

1 A little kagouti lair, 
i Three villains and a bit of loot. 

4. Loads of critters cast of this road (and some to the west as well). 

5. Salothan Ancestral Tomb: A small crypt with modest loot. 

6. Mamaca: In the Main Quest, you’ll battle Dagoth Araynys in 
this huge Sixth House base and claim his Soul Ring. And ia a 
Miscellaneous Quest spin-off from the Main Quest, you’ll rescue 
prisoner Hannat Zainsubani. 

7. Ashimanu Egg Mine: You’ll remove a diseased shalk from this 
mine in a House Redoran quest. 

8. Alen Ancestral Tomb: A Quarra vampire lair. 

9. Reloth Ancestral Tomb: Renegade vampire Mena makes her 
home here. You'll be asked to kill her in a Berne vampire quest. 

10. Future site for the West Gash Petting Zoo. Critter alert! 

II. Dushariran: A Dacdric shrine. It’s a long way to the shrine 
proper, but the loot there makes it worth the trip. 

12. Lucan Ostorius: He*s got a Miscellaneous Quest for you: 
delivering weapons to Ald’ruhn. 

13. A pair of Mabrigash — Ashlandrr witch women — who behave 
pretty much like oihcr renegade Ashlanders. (i.c. They attack 
on sight.) 

14. Yesamsi: What, did they run gut of empty Vclothi domes? Two 
sorcerers are holed up in this cave, along with a good deal of 
loot and the odd atronach. 

15. Maclkashishi: You'll visit this shrine on a Tribunal Temple 
quest to cure an Ore of blight disease, and again to collect the 
first of the indices needed to oj>eraie die Propylon Chambers 
atop the strongholds. Hope you can Levitate. (The shrine's 
Forgotten Galleries arc immensely high.) 

16. Mib-Nipal: You’ll pop into this renegade Ashlander 
encampment in a House Redoran quest to free abducted pilgrim 
Beden Giladrcn. 

17. Randas ADcestrol Tomb: A mid-sized tomb with decent loot 
and Dacdric defenders. 

i 18. Three Ashlanders stand near a campOrc. Two of them arc men. 
One of the men holds a bow. A bottle lies on its side nearby. 

This can't be good. 

19. Hairat'Vassamsi Egg >Iiuc: A large egg mine, with blighted 
enemies, that has already claimed a casualty. (Cheek out the 
little shrine back at the Maar Can Outpost.) 

20. Rothan Ancestral Tomb: In a House Redoran quest, you'll 
j retrieve lost trader Mathis Dalobar froro this crypt, where 

he’s taken refuge from an ash storm, and escort him back to 
Maar Gan. 

21. Fonus Rathryon: Also lost is this pilgrim, who was on his way to 
Koal Cave. You can escort him there in a Miscellaneous Quest, 

22. Depends. Seriously. If you haven’t built your stronghold, this 
site will be called Ral Isra, and there won’t be anything here. If 
you have built it, this will be the House Redoran stronghold, 
Indarys Manor. 


23. Odibaal: Some hideouts arc generic. That is, you’re not dealing 
with bandits, smugglers, or sorcerers - just general ’purpose Bad 
People. This is one of those hideouts. There’s a nice, Swiss 
Family Robinson sort of thing going on in this one. 

24. Shishi: A Tcivanni basc-lately crushed by House Rcdgf.an. Or 
maybe not quite so crushed as it appears. You’ll explore this 
V^clothi dome for survivors in a House Redoran quest. 

25. A Dreamer. 

26. Three Mabrigash. 

27. Foyada Bani-Dad: This lava riverbed is the most direct foot 
route from Maar Gan to Vvardenfell’s north coast and the 
strongholds in the northern Ashlands. 

28. Maar Gan: A northwestern complement to Molag Mar, this 
buitoned-up fortress town lies at the foot of the foyada and so 
is a natural retreat for a battered adventurer returning from 
the north. 

29. Andus Tradehoiisc: Manse Andus offers bed and barter. Aerin 
and Bugdurash gra-Gashcl offer training. (In fact, Aerin is a 
“secret master" of Light Armor.) And you’ll have to deal with 
Miles Gloriosus to get a book for a Thieves Guild quest. 

30. Tashpi Ashihaers Hut: You’re sent here in a Mages Guild quest 
to whack Ms. Ashil>acl for being a necromancer. (It’s a bit more 
complicated than that, as youMl discover.) 

31. Maar Gan Shrine: You’ll visit the shrine in a Tribunal Temple 
quest that teaches the value of a good launt-and again to cop the 
index for stronghold Falasmaryon's Propylon Chamber. And 
Salen Ravel has spells, potions, and ingredients for sale. 

32. Hulcnc’s Hut: There’s quite a scene at Hulenc^s, where an 
apprentice has summoned a scamp and can’t squeeze it hack 
in the bottle. You’ve got to straighten things out in a Mages 
Guild quest. 

33. Maar Gan silt slridcr port: Daras Aryon will bug you all the way 
to Akl’ruhn, Gnisis, or K.huul. 

34. Outpost: A strip mall to serve your hacking *n’ slashing needs. 
Aids Baro sells and repairs weapons and armor. Saryn Sarothril 
and Niileno Tedas offer training. Sedris Omalcn sells spells, 
potions and ingredients. 

35. Falasmaryom You’ll visit this ancient Duumcr stronghold - now 
a Sixth House base-io take on Dagoth Tanis in a later House 
Redoran quest. Missun Akin, in a rixiftop hut, is “secret master” 
of the Marksman skill. With the appropriate index, the 
Propylon Chamber will zap you to either the stronghold 
Berandas or Valcnvaryon. 

36. Two renegade Ashlanders. 

37. And two more. 

38. Bthanchend: A Dwarven ruin. But despite its location inside the 
Ghostfcncc, Bthanchend is not an ash vampire citadel. 
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B3: DAGOTH Ur MAP LOCATIONS: 

1. Kogoruhn: it means “unbreakable home,"* and it may ted 
unbreakable when you first explore this largest and nastiest of 
the strongholds-the ancient home of House Dagoth. You’ll be 
sent to Kogoruhn at least twice - once on the Main Quest in 
order to become a Clanfriend to the Ashlanders and in an 
advanced Tribunal Temple quest to recover the Hair Shirt of 
vSt. Aralor. 

2. Vcmynal: One of five Dagoth citadels in the Red Mountain 
crater. In the endgame, you’ll need to explore it to recover the 
artifact Sunder and the Amulet of Hearihcal. 

3. Mausur Caverns: A huge abandoned ebony mine. Of course, 
“abandoned” does not mean “empty”. . . 

4. Mamshar-Disamus Camp: More fun with renegade Ashlanders. 

5. Charma’s Breath: The lava tube that links the Red Mountain 
crater to stronghold Kogoruhn to the north. You^ll use it to 
reach Dagoth UthoJ in the endgame. 

6. Ularradallaku: Life apparently goes on» even deep inside the 
Ghostfcncc. 'Fhis isn’t simply a Daedric shrine, but a huge 
Dacdric shrinc-with Mchrunes Dagon worshippers and 
cvemhing! (Even a nasty little trick: The Dacdra heart on the 
altar is cursed. Take it, and a Dremora Lord will appear behind 
you and attack.) 

7. Drinith Ancestral Tomb: A big tomb, with Dacdric defenders. 
Big loot, too, but much of it is common. 

8. Kora-Dur: Molag Bal will scad you to this cave to dispatch a 
lazy follower in one of the Daedric quests. 

9. Ahanibi'Malmus Egg Mine; A blighted egg mine. This close to 
Red Mountain, you were expecting they’d be over easy.' 

10. Assalkushalit: A small shrine to Shcogorath. 

11. Dagoth Urs Citadel; Your last stop in the Main Quest. In a 

Tribunal Temple quest, you’ll enter the citadel in search of the 
Crosier of St. Llothi. And in the endgame, you’ll come back to 
kill Dagoth Cilvgih and Dagoth Ur himself. And then run 
like hell. ' 


12. Bensamsi: A big Sixth House base. 

13. Two Mnbrigash. 

14. Bthuand: You’ll visit this Dwarven ruin to retrieve the 
enchanted Spcllbreaker shield in a vampire quest. 

15. Tureynulal: Another ash vampire citadel. In a Tribunal Temple 
quest, you’ll enter this stronghold to recover to Cleaver of St. 
Felms. If you have a “backjxith” character and a non-working 
Wraithguard, you’ll also need to get the Planbook from 
Kagrenac’s Library. And in the endgame, you’ll return to tangle 
wdth Dagoth Tureynul. 

16. Zergonipal: A small hut roomy shrine to the Daedric god MaJacath. 

17. More fun with renegade Ashlanders. They’ve got a little loot, too. 

IS. Tin-Ahhc: A small smugglers cave. 

19. Salvel Ancestral Tomb: Mastrius, imprisoned here, can give you 
an obscure vampire quest. 

20. Dun-Ahhe; A sorcerers* hideaway with nice loot. 

21. Cavern of the Incarnate: In the Main Quest, this is where you’ll 
be ackaow'ledged as the Nerevarine. 

22. Maran*Adon: A large Sixth House base with goo<l loot. 

23. Three rogue Ashlanders. 

24. Dareleth Ancestral Tomb: A small cry'pt with OK Iwt. 

25. Three renegade Ashlanders, guarding a bit of loot. 

26. Elith'Pal Mine; A big ebony mine. The Imperial Guards seem a 
bit out of place this far east, but they’ll make you think twice 
about stealing this black gold. 

27. Sur Egg Mine; If it v^as larger, wc could call this the Big Sur 
Egg Mine. But we won’t. Check out the volcanic activity in 
its depths! 


iVloiTowind iVlaps rjj rjj ^ 
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B4: Tel Mora Map Locations: 

I. Sanit: A large Sixth House base. 

2» Ashamanu: Or, more precisely, the remains of the healer 

AshamaniL You'll find her corpse - and amulet — as you follow 
a white guar in a Miscellaneous Quest. 

5. Nerano Ancestral Tomb: In the Main Quest, Zainah chief 

Kaushad w'ill send you here to kill the renegade Berne vampire 
Calvario. 

4. Nchulcft: You'Jl be asked to recover plans from this Dwarven 
ruin in a Mages Guild quest. 

5. The white guar in (21 first appears here. 

6. Mudan-Mul Egg Mine: A blighted egg mine of modest 
dimensions. 

7. Td Vos Dungeon: This is new' construction. As you'll learn 
from the scattered journal entries of the project foreman, it did 
not go well. 

8. Two renegade .Ashlandcrs. 

9. Venim Ancestral Tomb: This small tomb contains a potent 
artifact called the Bow of Shadows and a good deal of other loot. 
It’s guarded by the usual array of tomb critters, and also by 
necromancer Goris the Maggot King and thief Luven. 

10. Zainab Camp: You'll visit this permanent Ashlander setilemcni 
several times in the Main Quest to complete tasks for its chief 
You'll be back for House Hlaalu and Miscellaneous quests. And, 
at some point along the w^ay, you'll want to train wdih Alxibacl 
Timsar-Dadisun, the ‘‘secret master” of the Mercantile skill. 

II. Sethan Ancestral Tomb: A mid-sized tomb w'itJi decent loot. 

12. Aralcn Ancestral Tomb: An Aundac vampire lair. 

13. Athandcn Girith: This merchant has been robbed by a pair of 
rogue Ashlanders. You can recover his guar hides in a 
Miscellaneous Quest. Sec (17) and (34). 

14. Tcl Vos: A tangle of stone fortress and org,Tnic wizard s tow^et, 
this hilltop stronghold is the base for Telvanni councilor Aryon. 
If you're Telvanni, he'll be your patron, and this will eventually 
become a home way from home. You'll need Aryon’s support 
for Telvanni Horiator In the Main Quest, but you can also 
perform Telvanni quests for him (initially via his “mouth” in 
Sadrith Mora). In addition, you can pick up a Miscellaneous 
Quest from Turedus Talanian and perform an assassination in a 
vampire quest. Finally, the Services Tower offers many of the 
amenities you’d expect in a lowm. 

15. Yakaridan Camp: A renegade Ashlander camp. 

16. Pulk: A relatively small bandit cave, with the usual huge haul of 
mundane bandit loot. An exception: the contents of a chest in a 
deep pool far into the cave. 

17. The two Ashlandcrs who robbed Athandcn Girith (13), 

18. Vos Chapel: Yakin Bael is the “secret master” of JResioration. 
And Eldrilu Dalcn sells spells, potions and ingredients. 

19. Varo Tradchouse: Burcanius Varo can provide a bed and sells 
booze and food, Ferise Varo sells spells. Hairan M.mnanalit 
offers training. And you can clear up a little rat problem in the 
storage rrx>m in a freeform quest, 

20. ii>edyni Veran’s boat can take you to Sadrith Mor.a, Tcl Aruhn or 
Td Mora. 

21. Vos: A quiet farm village, with basic services. 

22. Smarraiii Egg Mine; A good-sized egg mine, 

23. Dubdiila; It's tclatively easy to become a vampire. It is fur less 
easy to return to normal life. To cure your vampirism, you'll 
have to perform a quest for Dacdra god Moiag Bal tieep within 
this huge thrcc-Icvcl dungeon. Kill his daughter and her 
atronach consort. Make sure to read the notes of sSorcercr 
Cumanya on the top level before you descend into the 
Uncharted Caverns. 


24. Iveri Llolhri is the witch who made oil with the barbarian 
Botrir’s axe. (See 40,). 

25. Three Mabrigash. 

26. Two renegade Ashkindcrs. 

27. A little alit den. 

28. Salit Camp; The largest of the renegade Ashlander camps. 

25>. A kagouti lair. 

30. Andalor Ancestral Tomb: A tiny cr>'pt, with good loot for the 
little effort required. 

31. A small nix-hound den. 

32. Lonesome Shipwreck: One of a few submerged wrecks, this one 
has lots of weapons on its lower level. Beware of the dreugh 
lurking just to the Dorihw'csi. 

33. Lctie: You'll cure this Redguard of swamp fever in a Tribunal 
Temple quest. 

34. Berwen: Tradcn You'll remove a corprus stalker from the 
premises in a Fighters Guild quest, steal a Grandmaster’s Retort 
in a Thieves Guild quest, and pick up a reward for helping 
Athandcn Girith in a Miscellaneous Quest. 

35. Elcgnan: Clolhicn A likely Main Quest stopover. Elcgnan has 
the fine outfit needed lor the slave you procure as wife for the 
Zainab Ashlander chief. 

36. Upper Tower: You’ll need Councilor Dratha s sup|X>ri in your 
Main Quest campaign to lx* named Telvanni Hortator, and she 
can give you a single House Telvanni quest as well. 

37. Tonas Telvani s boat will carry you to Dagoo Fcl, Sadrith Mora, 
Tcl Aruhn and ferry you across the channel to Vos. 

38. Td Mora: Unlike Vos to the west, which has preserved its own 
identity in the shadow of Tcl Vos, Tcl Mora’s tied into Telvanni 
Councilor Dratha 's great tower. In addition to quest-related 
businesses, you’ll find an apothecary (folda), a smith (Radras), 
and an inn (The Covenant). 

39. Pinsun: Lots of loots in this smugglers cave. One other thing: 
lots of smugglers! 

40. Botrin In a Miscellaneous Quest, you can help this barbarian 
recover his enchanted axe from the witch that stole it. See (24). 

41. Hanud: Bdow', a pretty intense undcad dungeon. Above, three 
rogue Telvanni spellca$icrs,rhe nastiest Ixing sorcerer Treras 
Dres in the dome itself. 

42. Massahanud Camp: Renegade Ashlandcrs eager to share their 
special brand of hospitality. 

43. And two more of ‘em. 

44. Esutanamus: A small shrine to Dacdric god Moiag Bal. The 
ruby on the altar is cursed. The other stuff is all grxxi. 

45. Indoranyon: Meaning “Blessed grcenland,’' for the Grazelands 
in which it is sited. But the ancient Dunmer stronghold could be 
called “Indoor Canyon" just as easily. (As per the note on the 
door, W'hen you enter, you are transported to someplace very un- 
stronghold like.) It s used in one of the Morag Toog “Threads of 
the Webspinner” quests. And Qorvvynn, whom you'll find on 
the way out, is “secret master” of the Enchant skill. 

46. Propylon Chamber; “Zapping unwary travelers to Falensarano 
and Rothcran since Vivec-knows-when." If you’ve got the right 
index, that is. (It’s in Td Fyr.) 

47. Lost Shipwreck: Little Imjt in this wreck. 

48. Y'^assamsi Grotto: For a gfoito, the booty here isn’t b,id. You can 
pick up <1 goc)d chunk of Imperial armor. 



J - 
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C2: ALD’RUHN MAP LOCATIONS: 

1. Someone’s tucked uw;ty J25 gold piecCsS in a tree stump, 

2. A chest containing a mdee weapon tuned to the player's current 
level. You'll find more loot in barrels in the water nearby. 

5. A capsized longboat conceals more two containers: a small chest 
with a bit of gold, and a barrel full ol shoes. 

4. Neglected Shipwreck: On the upper level, you'll fm<l a chest full 
of soul gems. 

5. Shunned Shipwreck: The clilT racer guarding this wreck must 
acctxjnt for the “Shunned'’ part. The booty's pretty good! 

6. Sariminsun-Assa Egg Mine: A petite egg mine. 

7. Andasreth: A large, generic dungeon. You’ll have to fight your 
way into it in a Redoran quest to retrieve the shields of four 
dead troopers. 

S. Propylon Chamben Next stop. Berandas or Hlormarcn. 

Indexes, please I (The Andasreth index is currently doing you a 
fat lot of good in the dome atop Hlormarcn.) 

9. llunibi: The likely site of your first major confrontation with 
the Sixth House cult. You'll lace Dagoih CJarcs in this fivc-Ievd 
base, each level with a name nastier than the last — early in the 
Main Quest. 

10. A bit of Orcish artnor amid some hones on sea bottom. 

11. i\n invisibility potion and 100 gold are hidden in a tree stump in 
a muck pool. 

12. The future site of the resurrected shrine of Booth iah — if you 
perforin the grxl's obscure Diiedric quest. 

13. Another tree stump, with another cache of gold and a Potion of 
Shadow. 

14. An Abandoned Shack: The last occupant must have left in a 
hurry. A lot of stuff remains here, just slightly hidden. 

15. Shurinbaal: You're sent to this smugglers cave in a Redoran 
quest CO kill the ringleaders. But come back soon, finish off their 
colleagues and loot the place at your leisure. While rather small 
for a bad-guy lair, Shurinbaal contains no fewer than 27 
containers of loot. 

16. The two muderabs th.ai luve been making off with Drulene 
Falen'sguar. You’ll have to kill them to finish a Redoran quest. 
See (29). 

17. Two breeding nctehes, w hich you'll have to kill to complete an 
Imperial Legion quest. 

18. Gnaar Mok: A low-key fishing village. ..with a slight criminal 
undercurrent. 

19. Caryarcls Shack: You'll have to break into this shack in an 
Imperial Cult quest to steal kick a stolen limcwarc bowl. 

20. Nadtnc Rotheran’s Shack: In a Romance Quest, you’ll kill 
Camonna Tong thug Daren Adnm in this dwelling. 

21. Drcugh'jigger's Rest: VLmald sells odd 'n’ ends and Balan can 
train you in Athletics. Ltmg Blade and Medium Armor. But the 
real reason to drop in here is to train with Wardakhu-lhc “secret 
master*’ in the .Sneak skill. 

22. Vaveli Areklas* boat goes to Hla Oad and Khuul. 

23. An invisibility potion, hidden in a tree stump in a muck pool. 

24. Same deal, only here its a glass dagger... and a .skull! 

25 . A Dreamer. 

26. Farvyn Orcyn: You’ll have to whack this rather contemptible 
“hero” (the tw'o reuiners with him are optional) in a quest for 
Dacdric god Malacaih. 

27. Addadshashanammu: A vSheogoraih shrine as roomy as its name 
is long, with a lot ol loot. Picking up the pearl on the altar has 
nasty consequences. 

2S. Saiothran Anccsiial Tomb: Tons oflooL Y'oifll prokibly jiavc a 
deal with a couple of nix-hoiinds before you can enter. 

29. Drulene Falcn’s guar ranch: You’ll help her out bv killing a 


couple of predatory muderabs in an early House Redoran quest. 
See (16). 

30. Tcivayn Ancestral Tomb: A pair of bandits named of Glaum 
and fjaban'Liw' firm or comedy team.^ — have taken up 
residence here. Consequently, loot is better than usual and the 
tomb-baddic population smaller than usual. {Apart from the 
bandits, you w'gn’t face anything worse than a blighted rat. And 
the tw'o guar feeding outside the tomb door are benign.) 

31. Mallapi: Explonag dm good -si ml sorcerers cave to find the remains 
of Ruriui Stoine is an option in a Fighters Guild quest. 

32. Abcnianit: You're sent into thi.s smugglers cave on an Imperial 
Ixgion quest to rescue an abductee named Daudsa. 

33. A Fortify' Personality potion, hidden in a tree stump. 

34. A nice little cache stuffed into a log: 50 gold and a journeyman 
lockpick and probe. (Whaq there wasn’t a stump handy .^) 

35. Aleft: .A Dwarven ruin, with pretty fair loot. 

36. .A nix-hound lair. 

37. Rasha: This Argonian will give you a Miscellaneous Q)ucst: Deliver 
five shirts to Bivale Tencran: (dothier in Ald’ruhn. 

38. Sennananit: A mid-sized Sixth House base, w'ith respectable 
loot. 

39. Milk: This cave is occupied by a Redoran nobleman w ho lost his 
mind at the same time he lost his daughter, and has taken to 
demanding tribute from travelers. You’ll try to put things right 
in a Redoran quest. 

40. Hisin Deep-Raed: You can cure this barbarian's paralysis wdth a 
potion or spdl in a Miscellaneous Quest. 

41. Hleran Ancestral Tomb: A Quarra vampire lair. 

42. Sjorvar Horse-Mouth’s guar ranch: .A Blade. Like the six other 
Blades in the field, he’ll allow you to rest at his place and train 
you. And, if you haven’t hit Level 5, he’ll urge you to get an 
enchanted weapon and suggest Galbcdir at the Balmora Mages 
Guild as a source. 

43. Band Egg Mine: A fairly large mine, with more loot (w'eapon.s) 
than usual. (Egg mines arc usually relatjvcly loot-free.) 

44. A little cluster of guar. 

45. Norvayn Ancestral Tomb: A large tomb rich in booty and in 
enemies. 

46. Drcrcl Indarcn: Indaren and his w'ife, Falanu, were separated in 
a nix-hound attack. You can reunite them in u Miscellaneous 
Quest. See (53) and (54). 

47. Sosia Caristiana: She says she’s a healer who dealt judiciously 
w'ith the unwanted advances of the barbarian escorting her. 
Hiomar Wine-Sot says something else. You will have a chance 
to reconcile their stories in a Miscellaneous Quest (which conics 
from Hloniar). Sec (57). 

48. Pemcnic: She’ll start out just seeming flaky. She w'anis an escort 
to Gnaar Mok, but insi.intly seems to have second thoughts about 
the offered reward. But once you talk to other people about her, 
after completing this Miscellaneous Quest, you’ll realize she w'as 
just really shrewd. (And when you try' out the reward, you'll feel 
really stupid!) 

49. A rat’s nest. 

50. Bugrol gro-Bagul: An Ore who is hiding out because of. . . w'ell, 
something he claims he didn’t do. You can serve a$ messenger 
between him and his co-conspirator in a Mi.sccllancous Quest. 
(Sec (84), (86), and (89).) 

51. Kudanau A big bandit cave, with loot for pocketing (though not 
so much as you might think), slaves for freeing .. .and one 
unusual feature. 

52. Uveran Ancestral Tomb: A big crypt wdth good loot, and not all 
that well-defended. 
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53. Two nijc-h()und<. 

53. Faianu Iticlaren: Husband and wife have been separated by a 
nix-hound ;uuck while traveling. Sec (53) for the husband. This 
hcrc s the wife. In a Miscellaneous you can bring them 

back together. Sec (36). 

55. Ald'mhn silt stridcr port: You can catch Navam Veran s bug and 
ndc It out to Biilmora, Grusis, Khuul, and Maar Gan. 

56. Viatrix Petilia: Possibly the most annoying qucst'givcr in the 
game. If you take on this Miscellaneous Quest, you will have to 
escort this rich, scornful pilgrim all the w'ay a Ked Mountain 
shrine. Are the mx-hounds that were bugging the Indarens still 
around? Yes? Hmmm! 

57. Hlomar Wine-Sot: This barbarian claims he w'as seduced by a 
witch, then paralyzed and left in his undies beside the road. The 
witch says something else. You can try to figure out who's full of 
senb idly in a Miscellaneous Quest See (47). 

58. Ashanammu: In a Fighters Guild quest. you‘ll be sent to kill 
four Telvanni agents (who arc also Thieves Guild members) 
holed up in and around this bandit cave. Alveleg (59), just 
outside the cave, is one of them. 

59. Alveleg: One of the four Telvanni agents from (58). The other 
three are in the cave. 

60. Caldera Mine: This large newly-chartered ebony mine is a 
source of much bad feeling between Houses Hlaalu (which got 
the charter) and Redoran (which wanted it). In a pair of 
Redoran quests, you’ll visit the mine to obtain evidence of 
corruption and tlicn to shut down operation$. 

61. Ald'ruhn s .Manor District is ‘*under-skar”'that is. contained 
within the shell of a prehistoric Emperor Crab. Within, you’ll 
find (alphabetically): Arobar Manor; Bivalc Teneran: Clothier; 
Cienne Sintieve: Alchemist; Llcthcr V^ari: Enchanter; Llcthri 
Manor; the Morag Tong Guildhall; Ramoran Manor; the 
Redoran Council, Sarethi Manor; and Venirn Manor. 

62. Morvayn Manor Redoran C'ouncilor Brara Morvayn's home has 
been overrun by Corprus stalkers. In a Redoran quest, you’ll be 
asked to remove the ash statue which drew them there. 

63. Dayncs Redothril: Pawnbroker One of five lc>eal merchants 
owed money by Icnas Sarandas. You get to be their collections 
agency in a Miscellaneous Quest. 

64. Codus Callonus: Bookseller. In the Main Quest, you can find a 
book of poems here for Hassour Zainsubani. In an Imperial 
Legion quest, you're called to represent the troopers in a contest 
of wit and poetry. If your character isn’t the brightest lantern in 
Morrowmd. you may need to first visit this shop for a copy of the 
Reel Book of Riddles. 

65. Tiras Sadus: General Merchandise: Another of lenas Sarandas’ 
creditors. Sec (63). 

66. Bevene Rclcth: Clothien And another. See (63) and (65). (The 
remaining creditors arc Llcther V'ari: Enchanter and Bivalc 
Teneran: Clothier in the Manor District.) 

67. Aid Skar Inn: Lots of meeting and greeting goes on here. Early 
in the Main Quest, youll hook up with Hassour Zainsuhnni for 
info on Ashlandcrs and the Nerevarinc cult (and return to him 
when you’ve extracted his son, Hannal, from the clutches of 
Mamaea m a Miscellaneous Quest). And if buihiing a Redoran 
stronghold, and in need of unmarried lemalcs, you can persuade 
bachelorette ^#L Fathusa Gircthi, to resettle to Indarys Manor. 

68. Drinar Varyon’s House: A well-known smuggler. You can nail 
him for ebony smuggling by going undercover in a Hlaalu quest 
and lor Dwemer artifact smuggling by searching his house in an 
Imperial Legion quest. 


69. lenas Sarandas’ House; The deadbeat himself. See ((>,3). (65), and 

(66). 

70. Aryni Orethi’s House: Another j>otemial lady settler for a 
Redoran stronghold. See (67). (I'he lady herself i.s actually 
outside, and over by the stairs to the north.) 

71. Hanarai AssutlanipaPs House: In a Redoran quest, yau’ll find 
she has a Sixth House .shrine in her ccUar. 

72. Ald’ruhn Temple: Lloros Sarano will give you Redoran quests, 
and Tuls Valcn will give you Tribunal Temple quests. Mcthal 
Scran is “secrci master” of the Conjuration skill. And if you’ve 
bandied the deadbeat Sarandas with kid gloves, he’ll turn up 
here as w'ell. 

73. Ald’nihn Mages Guild: Fxiwinna Elbert offers quests. You can 
supply bwks to the guild school in Hlaalu and Thieves Guild 
quests, and rob the guild blind-w^hich is also a Thieves Guild 
quest. (Hey. thcyYc thieves. No one ever called them ihc 
Consistency Guild!) For a fee, Erranil can teleport you to Mages 
(fluids in Balmora, Caldera, Sadrith Mora, and V’ivec. 

74. Braynas Hlcrvu’s House: You’ll return a locket to Hlervu in a 
“Bal Molagmcr” quest for the Thieves Guild. 

75. Ald’ruhn fighters Guild: Pcrcius Mcrcius is a Fighters Guihl 
quest -giver and general Good Sort of Fellow who will even 
offer sensible advice on other Guild qucst-gjvers’ increasingly 
agenda-driven assignments. He’ll also figures in the Redoran 
Stronghold quest and a scries of critical Thieves Guil<) quests. 

76. Ano Vando: You make this vampire hunter dead in a vampire 
quest. 

77. The Rat in the Pol: Cornerclub and de facto Ald'ruhn Thieves 
Guild headquarters. Aengoth the Jeweler is the Thieves quest- 
giver here, and lots of other tenants figure in Redoran, Fighters 
Guild, and Miscellaneous quests, 

78- A Dreamer. 

79. Shardic: This Imperial trooper is “secret master” of the Block 
skill. 

80. Buckmoth Legion Fort: You’ll hc>ok up with Buckmoth 
champion Raesa Pullia here in the Main Quest for your first 
lead of the Sixth Ho* Rise at Ilunibi. Imsin the Dreamer 
offers Imperial Legion quests. Segunivus Manicdius figures in 
the Hlaalu quest in w'hich you can nail Drinar V^aryon for ebony 
smuggling. (See (68).) Syloria SiRiliulus can induct you into the 
Imperial Cult- 

81. A kagouti den. 

82. Caldera Governor's Hall: The place just reeks of corruption. 

You can get Fllaalu quests here from the corrupt Odral Helvi. 
(You’ll also steal one of his bx^ks in a “Bal Molagmer” Thieves 
Guild quest. Sec (73).) In an Imperial Cull quest, you’ll try to 
get corrupt Cunius Pclclius to fork over a promised donation. 

83. Suranc Leorianc’s House: Another of your buddies from the 
Blades. Lcorianc will give you a place to sleep, tram you, and 
direct you to Llaros Uvayn at the (lovernor's Hall to learn 
Delect Enchantment. 

84. Bashuk gra-Bat s House: You’ll ferry notes bc‘rvvecn gra-Bai and 
Bugrol gro-BaguL who’s hiding out in the countryside, in a 
.Vliscellancous Quest. (See (50). (86), and (89).) 

85. Elmussa Damon's House: Damori’s a f>rime suspect in the theft 
of Caldera mining contracts. You’re to track down the 
pcrjKtrator in a Hlaalu quest, 

86. Valvius Mcvurcius' House: If you’re curious about w'hai the 
Ores gra-Bat and gro-Bagul are up to, check out a note in this 
bou.se. (See (50), (84). (86). and (89).) 
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87. C^dcra Mages Guild: Kinclia Diironia can 4ap you to guilds in 
AJd’ruhn, Balmora, Sadriih Mora and V'ivec using the “guild 
guide” teleportation service. 

88. Falanaamo: Clothier: The proprietor will donate a ‘^common 
shirt” needed in an Imperial (vult quest. 

89. Irgola: Pawnbroker: Interesting little place, Irgola is the other 
suspect in the theft of Caldera mining contracts. A note here 
gives a further him of the extra-legal activities of Ores gra-Bat 
and gro-BaguI. And there's that odd little stone doorstop on the 
window sill. 

90. Gborak Manon Sculptor Duma gro-Lag w'ill agree to recreate 
the vShrine of Bocihiah in an obscure Daedric quest. 

91. Shenk's Shovel: Shenk offers the usual room and board, and 
guests Iratian AlKarnian and Ri’Shajirr can train you. 

92. Ncdhclas' House: It s haunted. You've got to roust the ghost in 
an Imperial Cult quest. 

95. Ramimilk: Amazing loot in this shrine to Daedric god Molag 
Bah including a dwarven mace and ebony wizard’s staff. But 
some of it is cursed (the glass dagger and the emeralds on the 
altar). 

94. Indalcn Ancestral Tomb; A large, fairly rich tomb with mostly 
Daedric defenders. 

95. Abaclun Mine: Morrowind’s one and only diamond mine. Small 
for a mine, but very rich, and guarded by Imperial troopers. 

96. Shusbishi: A hard-to-find bandit cave. You’ll explore it in a 
Miscellaneous Q)uest to recover family heirlooms for Acta 
Wave -Breaker. 

97. Acta Wave-Breaken Speak of the devil. She's been roWxd l>y bandits 
led b)' the Khajiit Dro’Zhirr. and. . .oh, just read (96). 

98. A little alit colony. 

99. Gildan’s House: Another Blade. Like the other six. he’ll put you 
up for the night, train you, and, if you haven’t reached Level 5, 
offer a suggestion: See Wayn at the Balmora Fighters Guild for 
jink and spider blades. 



C3: GHOSTGATE REGION 
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C3: GHOSTGATE MAP LOCATIONS: 

1. Fadathram Ancestral Tomb: A small tomb with excellent loot. 

2. Panabanit-Nimawia Egg Mine: An egg mine inside the 
Ghosrfcncc. Is the sole miner here dead? Yup. Is the adventurer 
here also dead? Sure. Arc the enemies blighted? You bcicha. 

i. Sudanii Mine: A huge Redoran-operated ebony mine. Very rich. 
And very dark. Shutting it down is an option in Hlaalu quest. 

4. Assarnatamat: In a Morag Tong quest, you’ll visit this small 
Mchrunes Dagon shrine to recover the Shoes of Sanguine 
Stalking from Dark Brotherhood agent Thovasi Alen. 

5. Endusal: A Dagoth citadel. In the endgame, you should kill its 
resident ash vampire, Dagoth Endus, and take his Amulet of 
Hearinmc. And if you arc playing with a “backpatb” character 
(and so can’t activate the Wraithguard), you’ll need to visit 
Kagrcnac s study to get his journals for Yagrum Bagarn, 

6. A rat’s nest. 

7. Thalas Ancestral Tomb: A mid-sized crypt with some 
interesting bits of loot (like a dreugh shield). 

8. Yassu Mine: Commerce marches on. Though well inside the 
Ghostfcnce, and fairly infested with nix-hounds, this huge 
Imperial glass mine is still operating. 

9. Ghostgaie: This is iMorrowind’s Rivcndcll: the last safe house 
before you dip into the maelstrom around Red Mountain s 
crater. In part, its .a barracks for the garrisons of Temple 
Ordinators and Buoyant Armigers. In part, it s a Redoran hostel 
for pilgrims. And, in the tower between the two keeps, there’s a 
Temple, You can get Tribunal Temple quests there (Vom Uvoo 
Llaren. A Tcivanni quest takes you into the eastern keep (the 
Tower of Dawn) in search of an ebony bow that, um, smells 
faintly of ash yams. (OK, that’s it. No more doing anything that 
involves Thcrana.) On a Thieves Guild quest, you’ll have to 
sneak a stolen sword into a chest in western keep (the Tower of 
Dusk). If you’re a spearperson, you can train to very high levels 
with Spear “secret master” Mertis Falandas in the Tower of 
Dusk. And you’ll visit the monastery many times in the 
endgame to recover from your injuries and load up on supplies. 
But don’t become so inured to the place that you can’t see new 
things within the old. For in the Tower of Dusk, late in the 
game, you may encounter an old Imperial warrior named Wulf. 
Speak to him, and accept his gift. He has never been there 
before, and after you speak with him, he will never be there 
again. 

10. Two angry Ashlanders - so what else is new? —and one who 
probably would be angry too if he w^asn’t suffering from a case 
of the droops. You can cure him in Tribunal Temple quest. 


U. Odaishah: Two sorcerers and a squad of Daedra in a good'sized 
cave with good loot. 

12. A kagouti lair. 

13. Odrosal: An ash vampire lair. In the endgame, you’ll fight 
Dagoth Odros here and claim the sword Keening and the 
Amulet of Heartfirc. With the hammer Sunder, Keening is 
instrumental in destroying the source of Dagoth Ur’s power. 

H. Sharapli: A substantial Sixth Hc)use base. And a Daedra seems 
to have snuck in here as well! 

15. Aryon Ancestral Tomb: A mid-siited tomb with a fair supply of 
low-end loot. 

16. Shishara: Medyn Gilnith, a rogue Tclvarmi sorcerer and five 
followers hang their hats here. The lo<jt’s mediocre, and most of 
the books in Gilnith’s library arc common-save “Nchunak’s Fire 
and Faith.” 

17. Yanemus Mine: A large ebony mine, opjeraied by Ashlanders! 
(Guess it’s more lucrative than harassing passers-by.) 

18. Halit Mine: A huge Imperial glass mine. 

19. Duojrai Caverns: You’ll run a supply of booze to this large 
Imperial glass mine in a Fighters Guild quest. 

20. A small surprise. The tw-o guys standing next to the campfire 
here arc not Ashlanders. They’re High Elves. And maybe it’s 
just the mazie talking, but they’re friendly. 

21. Two nctchcs 

22. Two Ashlanders. 

25. Hclas Ancestral Tomb: A small crypt with OK loot and a mix of 
standard tomb and Daedric defenders. 

24. Two rats, 

25. Three Ashlanders 

26. Three more Ashlanders. 

27. Three Mabrigash. Voted "Most Desolate Spot in Vvardcnfcll” 
three years running. 

28. Sanabi: Now, bandits, we’re not trying to tell you your business, 
but isn't this kind of out in the middle of nowhere for a 
hideout? Location, locaiior\, location. That said, the eight bad 
guys here don’t seem to be hurting for loot, though the cave 
contains nothing really exceptional. 

29. Two more rats. 

30. Sandus Ancestral Tomb: A largc-ish crypt with OK loot. 

31. Maelu Egg Mine: An ordinary, mid-sized egg mine. 

32. A couple of nix-hounds. 

33. Two Ashlanders. 

34. Dulo Ancestral Tomb: An Aundac vampire lair. 
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C4; Tel aruhn Map locations: 


1. Mas$<ima Cave: A Large abandoned glass mine - populated by 
nothing worse than nix-hounds and rats. 

2. Zalkin-Sul Egg Mine: A blighted egg mine. 

3. Serano Ancestral Tomb; A Quarra vampire luir. 

4. Galom Dacu$: This Dwarven ruin and attached observatory 
serve as the headquarters for the Berne vampire clan. Raxle 
Berne will give you two Berne- specific quests if you join that 
clan. You’ll also need to get a unique book here to complete the 
Tclvanni stronghold, another for a Mages Guild quest and a 
third document will be helpful in a vampire quest. In a Tribunal 


Temple quest, you’ll have to kill Berne himself, 

Dissapla Mine: Nix-hounds have gotten into this glass mine, and 
you'IJ have to rescue a stranded healer from its depths in a 
Fighters Guild quest. 

Faicnsarano: Former Dunmer stronghold. Now big, seemingly 
empty, dungeon. Not quite. Nasty spcllcasters down below. Nice 
“secret master” Alfhedil FJNHewer (Axe skill) up above. 
Propylon Chamber. This chamber vvill teleport you to 
strongholds Indoranyon and Telasero. (The index required is in 
the upper reaches ol the shrine Maclkashishi.) 
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C4:Tel aruhn Map Locations (continued,..): 


8. Two renegade Ashlandcrs, who arc considerably beuer equipped 
than your average renegade Ashlandcrs! 

9. Gimothran Ancestral Tomb: The fioteni SialTof Hasedoki can 
be found in the possession of Ore sorcerer Koffuuo Gilgar at the 
end of this large and w'cll -defended tomb. (Skeletons!) In a 
wealth ofloot, you’ll al.so find a rare dragonscale helm and 
another of lliose advcnturerVlast-words scrolls, (For the curious, 
the companion die writer mentions is in the Baram Ancestral 
Tomb.) 

10. Mzanchend: 'Fhls rather sm.all, but w'cll-defended, Dwarven ruin 
contains a Dwemer Schematic needed to complete construction of 
a Tclvanni stronghold. 

IL Two alits. 

12. Elanius Camp; A renegade Ashlander settlement. 

13. Icnith Ancestral Tomb: A large tomb w'iih large loot., .and not 
all that wclUdelended. 

14. Two renegade Ashlanders. 

15. Andulcs Ancestral Tomb: A mid-sized tomb, defended by 
Daedra, and containing a rare mole crab helm. For those times 
when you want to look like a mole crab. 

16. A rat s nest. 

17. This will be called Uvinth’s Grave if you haven’t built a 
stronghold, and Tel Uviriih if you have. You’ll be sent to this 
Tclvanni stronghold in identical Hlaalu and Redoran quests to 
kill wizard Reyncl Uvirith. If this isn’t your home park, watch 
for steam centurions north of the tower. 

18. Shushan: A good-sized bandit cave with a nice stock of gold and 
gems. 

19. Fallen pages; A trail of book pages left by kidnapped hermit 
Jocicn Ancois, w'hom you’ll try' to rescue ii\ an Imperial Legion 
quest. See (26) and (33). 

20. Two renegade Ashlanders 

21. Nammu: In a rather involved Imperial Cult quest, you’ll explore 
this sorcerer's cave to liberate the legendary Ring of the Wind 
and rescue an app-irent prisoner. 

22. Two nix-hounds. 

23. Rats! 

24. Marsus Tullius: Two Ashlanders jumped this guy and took his 
stuff. You’ve been there, right.^ But this Miscellaneous (^ucsi has 
an interesting tw ist. Lcxik before you leap. 5>cc (42). 

25. Zenarbael: Arc they smugglers.^ Arc they bandits.^ Ah, w-hat s 
the diff? There arc four of them, and they’ve got a big, 
interesting cave full of eminently steal-able stuff. An oddity: 
Zenarbael has a pair of mudcr.abs, 

26. More fallen pages from |ocicn Ancois' book. See (19). 

27. Tbiralas Ancestral Tomb: A tiny tomb without much in it. But 
It does have some ectoplasm, w'hich is somewhat uncommon. 

28. Yansirramus: Activate the statue of Molag Bal in this large 
shrine, and you’ll get a quest to kill a lazy Daedroih named 
Mcnia Na. (Circai l(K)t here - with some killer scrolls at the 
back.) 

29. Two nctchcs. 

30. Ahinipalit: A big smugglers cave, with lots ofloot (27 containers 
- including two w ith ash statues) and a glass dagger, a scroll of 
invisibility and potion of Shadow lying around loose. 

3L Missir-Dadalit Egg Mine: A tidy L-shaped egg mine. 

32. Zaintirari: Sarayn Sadus, the target of a Morag Tong “writ,” is 
hiding out tn this all-purpose bad guy cave. Begging to be 
confused w ith the Daedric shrine Zaintiraris, which is located 
south oi Molag Mar. 


33. Still more pages have fallen from Jocicn Ancois' book. See (19) 
and (26). What’s he going to read at the Mabrigash camp? Will 
he even have time for reading.^ 

34. Yakin: You’re sent into this large Sixth House base in a Mages 
Guild quest to capture the soul of an ash ghoul. 

35. Nallit An odd trio: a sorcerer, a savant, and a Dromora. Wanna 
bet the Dremora is the fastidious one? 

36. Ashamanu Camp: Surprise! Three Mabrigash with a icm..,and 
a man! A dead man. A contradictory dead man at that: a pauper 
with a unique enchanted weapon called a Banhammer. 

37. Bensiberib Camp; You’ll be ordered to kill Odaishah 
Yasalmibaal In a Morag Tong “writ” quest. 

38. Andas Ancestral Tomb: Mid-sized tomb w-iih OK l(H)t - 
including an uncommon Redoran Watchman’s Helm. 

39. A nctch colony. 

40. Sobitbad Camp: A renegade Ashlandcr camp. The tent is “Mai’s 
Yurt.” Wait. There’s an Asblandcr najooed “Mai”? 

41. Underground: A north-south tunnd, with a side room that 
serves as a slave holding area. Check it out. Khajiits and 
Argooians aren't the only races held in thrall in Morrowmd. 

42. Bildrcn Arclcth: Apothecary: Your best source for the Tclvanni 
bug musk you’ll need in the Main Quest to help win the support 
of the Zainab Ashlandcr chief. Outside and nearby: Stentus 
Tullius, father to Marsus. (See (24).) If you complete that get-my- 
siuff-back quest, Dad wnll pay you off. 

43. Plot and Plasten If you helped Maurrie Aurmine rendezvous 
with her dashing bandit in a Miscellaneous Quest outside 
Pclagiad, she'll fix you up with oneol her friends. If your 
character is male, that’ll be Emuseite Bracques at this bed-and- 
breakfast. Hubbn-hubba. 

44. Tower: Archmagisler Golhren, in the Upp>er Tow'cr, w^ill give 
you Tclvanni quests, but only through his “mouth” at the 
Tclvanni Council in Sadrith Mora. Y'ou don't have to see him in 
person until you show up to kill him, which you’ll have to do 
sooner or later. In the Living Quarters, you’ll have to obtain 
Sonise Thindo’s Robe of Drake’s Pride in a Tclvanni quest. (The 
Tclvanni operate under principles of pure self-interest, and are 
constantly stealing things from each other.) 

45. Savile Imayn and Falura Llervu: A slave merchant and a slave, 
respectively. Both play significant roles in the Main Quest. 

Imayn sells you Llervu, w'ho you can dress up as a Telvanni lady 
fit to marry the Zainab Ashlandcr chief, who w ill then name you 
Zainab Nerevarine. Imayn can also (optionally) sell you an egg 
miner needed for the second phase of the Hlaalu stronghold and 
marriageable lady settlers needed for the third stage of the 
Redoran stronghold. 

46. DaynasDarys can ship you to Dagon Fcl, Tel Mora or V'os. 

47. Tel Fyn Tlie home of pow'erful wdzard Divayih Fyr, and a key 
location in Morrowind. In the Main Quest, you’ll visit Tel Fyr 
and its Corpeusarium dungeon to take an experimental cure for 
your corprus disease. In a Redoran quest, you’ll free prisoner 
Delyna Mandas to restore her faihcT’s sanity. (See (39) on 
Ald’ruhn Map.) In a Telvanni quest, you’ll deliver messages 
between Aryon and Fyr. (The contents arc cofJctl, but the 
context gives them away.) And the tower is also the source of 
dazzling and barely documented artifacts - one of them at the 
end of long chain of locked chests. 

48. TTiis guy won’t ship you anywhere. But Cinia Umus docs hapjx-n to 
he the “secret master” of Medium Armor. 
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C5: Sadrith Mora Map locations: 

I. Baram Ancestral lotnb: This large crypt is clistingiiished only 
by its size. The '‘rcccnily sbin knight" here is the comrade 
the adventurer who left the note m the Gimothrnn tomb. (Sec 
(9) un Tel Arulin Map.) 

Z Two renegade Ashlandcrs. 

3. Unknown Shipwreck: You'll find four w'eapon crates on the 
lower level. 

4. Two kagouti. 

5. Abanabi: The lair of feared sorceress Draramu Hlgran, whom 
youll have to dispatch in an Imperial Legion quest to recover a 
swurd of legend. 

6. Drcloth Ancestral Tomb: A small crypt. 

7. Sadryon Ancestral Tomb: An only slightly larger crypt. 

8. Tclvanni Council House: The "mouih-s” in the council room are 
the source of most Tdvanni quests. (One mouth, Raven Omayn, 
wilj even give you a vampire quest!) And Lluncla Hieran in the 
Hermitage will bo your principal contact on construction of a 
Telvanni stronghold. 

9. Gals Arcthi: Makes all sorts of trips with his boat - short hops to 
Tel Mora, medium ones to Uugon Pel and Tel Bran«>ra, and 
long ones all the way to Ebonhcari. 

10. Brallion: You’ll need to obtain this wcH-t(j-do slave trader's ring 
in a “Bal Molagmer" quest for the Thieves Guild. 

II. Gateway Inn: The hotel for outsiders. Technically, non-Tel vanni 
arc not supposed to wander or even talk to the locals in Sadrith 
Mora. But for 25 gold. Angaredhel, the CJateway s greeter, can 
provide Hospitality Papers that amount to a hall pass. Mostly, 
you’ll stop in here to iusi put your head down, but occasionally 
you’ll come on business. You’ll get the Belt of Sanguine 
Impaling Thrust - needed in a Morag Tong "Threads of the 
VVebspinner” quest - from Gluronk gra-Shula in north wing s 
second floor. In a Miscellaneous (Juest. you'll have to get rid of 
the ghost that keeps returning to the South Turret room. An 
Aundae vampire quest vtdil ultimately lead to Sinyaraman on 
the inn's second fltior. And Artlarume in the w’est wing is “secret 
master'’ of Mysticism. 

12. Three renegade Ashianders. 

13. Three netches. 

H. Fara's Hole in the Wall: A corncrclub. When you need a fancy 
outfit in the Main Quest, one option is to put the hurt on trader 
Tolvone Sarendas here and take her duds. In addition, in one 
Thieves (iuild quest, you'll steal a cookbook for Fara from 
Llcihri Manor in Ald'ruhn. .\nd, in another, you can put the 
squeeze on Fighters Guild steward Hrundi by determining that 
his lover is Falena Hlarcn, who hangs out here. 

15, Anis Seloth: Alchemist: Your destination in a number of 
ingredient-related Telvanni quests. In a Thieves Guild quest, 
you'll need to steal a recipe for a Dispel Magic spell from the shop. 

16. Morag Tong Guildhall: The headquarters in Vivec may be 
hidden, but the branch guilds hang out a shingle. You can gel 
“writ” quests (assassinations) here from Dunsalipal Dun*Ahhc. 
And you’ll have to get ihe ring Black linx from Alvcn Salas in a 
Telvanni quest. 


17. Tel Naga: del vanni Onmcilor Ncloih’s tower. You'll need his 
vote to become Telvanni Hortator in the Main Quest. But 
mainly you’ll come here to wreak various kinds of havoc. In 
Telvanni quests, you’ll procure for Councilor Dratha the 
Amulet of Flesh Made Whole and dispatch protege "Fast 
Eddie" Theman to collect the Ring of Equity. In a Fighters 
Guild quest, you'll murder a Bosmer mercenary. And you’ll 
need to free hostage Nanise Arobar to secure her father’s vote in 
your campaign to become Redoran Archmagisicr. 

18. Volmyni Pral’s House: In an Imperial Cull c|ucsi, you’ll track 
an embezzling clerk here. (It’s his girlfriend’s place.) 

19. Picriette Rostorad: Apothecary: A reliable source for the Cure 
Blight scroll needed for the second phase of the Hlaalu 
stronghold, and for the Cure Blight jiotion needed in a Telvanni 
quest to relieve blight problems in del \^os. 

20. Wolverine Hall: An Impcriahstylc fortress that houses two 
Sadrith Mora guilds. You can get quests from Hrundi in the 
Fighters Guild and Skink-in-Trcc’s-Shade in the Mages Guild. 
(Skink is also "secret master" of the Speechcraft skill.) At the 
Mages Guild, Icniih wull teleport you to a Mages Guild in 
Ald’ruhn, Balmora^ Caldera or Vivec. The Hall is also a 
frequent quest destination. On a Telvanni quest, you’ll buy the 
Staff of the Silver Dawm from .Yrielle Phienccl at the Mages 
Guild. (Yn .Mages Guild quests, you'll drop in here to collcci a 
potion from Skink and try to root out a Telvanni spy. On a 
Thieves Cruild quest, youdl deliver a stolen recipe to Tusamircil 
at the Mages Guild. And the Miscellaneous Quest to exorcise the 
Gateway Inn’s recurring ghost and an Aundae vampire quest 
will lead you to that guild a$ W'eil 

21. Dirty Muriers Comerdub: The Sadrith Mora Thieves Guild- 
Big Hclende will give you guild quests - in one, you'll escort 
Tenyeminwx from Dirty Muriel's to the docks and you’ll be 
ordered to kill that quest-giver in a Fighters Guild quest. And 
Erer Darothril is “secret master" of the Illusion skill. 

22. Kaushiarari: Biiig shrine to Dacdric god .Malacath. If you can 
just gel rid of the two Ores here, it’s all yours. Note that the raw' 
ebony on the altar is cursed, 

23. Hlcrvi Ancestral I'omb: A tiny, remote crypt wuih neat, W'ell- 
hidden loot. (Check the ledge.) 

24. Strange Shipwreck: It’s only strange this stuff is still here! A 
useable bedroll and rare book (“The Pig Children") can be 
found in the cabin. On the upper level, there’ s a silver claymore 
on a pariially-coneealed skeleton. And on the lower, a load of 
loot, including a chest of soul gems! 

25. Vcrclnim Ancestral I’omb: A big crypt, populated by Daedra 
and blighted rats. 

26. Anudnahia; A sealed Dacdric ruin. You’ll search the Forgotten 
Vaults of .\nudnabia for the Skull-Oushcr warhammer in an 
imperial Cult quest. But you can’t enter the ruin at the site 
itself. You must enter through the... 

27. Omareu Ancestral Tomb: The tomb part's ordinary. The rest is 
quite out of the ordinary. 
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D2: BALMORA REGION 
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D2: BALMORA MAP LOCATIONS: 

1. A drcugh. 

2. The Lost Shrine of Bocibiah: You can sponsor the resurrection 
of this sunken shrine in a Dacdric quest. It wilj turn up at 
Khartag Point, See (12) on Ald ruhn Map (C2). 

i. Ashalmiinilkala: In a Morag quest, you’ll deliver an 
ultimatum to cultist Carccalmo at this huge Mehruncs Dagon 
shrine. You can return in an Imperial Cult quest to recover the 
Scroll of Fiercely Roasting. 

4. You can get into the extensive sewer for the stronghold 
Hlormaren via this seaside entrance. 

5. A barrel loaded with ingredients-almost invisible inside a tree 
trunk in a muck pogl. 

6. Shall On a Mages Guild quest, you’ll enter this cave to kill 
necromancer Telura Ulver. Note the presence of a pet Bonelord. 

7. Ashumibibi: You’ll rescue knight joncis Daloinax from this huge 
shrine to Dacdric god Malacath in an Imperial legion quest. 

8. The three lloating containers are empt>', but a chest full of clothing 
can be found on the bottom right under Balcm Salavcl’s boat. 

9. Vclfrcd: In a Hlaalu quest, you'lJ be asked to get this outlaw to 
pay smuggling fees, or kill him. 

10. Hcran Ancestral Tomb: A mid-sized tomb, defended by 
Dacdra, that offers Ijtilc loot, 

11. Hlormaren: .*\ big, bad rectangular dungeon. Bigger, in fact, 
than most of the strongholds, with an underground level that 
houses slaves ;md a sewer with its own waterside exit. See (4). 

12. Dome: I'he index for the Propylon Chamber at the stronghold 
Andasrcih can be found on a bookshelf in this dome. 

13. Propylon Chamber, You can teleport from here to strongholds 
Andasreth and Maraud us — with the right index. (The right 
index is sitting on the windowsill at Irgola: Pawnbroker in 
Caldera.) 

14. Brilnosu Llarys; Marked for execution in a Morag Tong 
“writ” quest. 

15. Zanabi; Four smugglers arc holed up in this large cave with lots 
of smuggler stufi, a couple of nix-hounds, and a few ash statues. 

16. Fjol: You can get rid of this outlaw in a Miscellaneous Quest. 

17. Three nix-hounds. 

18. A preamer. 

19. FatlcgV Drop Off: You'll visit this seedy little whatevcr-ii-is in a 
Thieves Guild quest to secure some cirdcrcd-but’Undclivered 
Dwetner artifacts. In the cellar (a Camgnna Tong base), you can 
pick up a Miscellaneous Quest. Either escort a Kh.ijiit slave to 
her death in Balmora - or lead her to freedom. 

20. Baleni Salavel’s boat goes from Flla Gad to Fbonheart, Gnaar 
Mok, or Msec s Foreign Quarter. 

21. Munidius Flaeuss House: Flaeus owes money to a nobleman. 
You can gel it back in a Hlaalu quest. See (22). 

22. Fadila Balveps House: Murudius Flacus’s money is hidden 
under this house. See (21). 

23. Okurs House: Okur is being visited by the ghost of a murder 
victim. Jn an Imperial Cult quest, you’ll try to put the spirit to 
rest by avenging her death at the bands of smugglers. Sec (25). 

24. K nice cache of loot, including thid tools, weapons, armor, 
potions, and various odds *n’ ends, 

25. Yasamsi; The smugglers of (23). And masses of Icxit, 

26. Andrcthi Ancestral Tomb: A Berne vampire lair. 

27. Three kagouti. 

28. Odai Plateau, if you haven’t yet built a stronghold. Reth;u) 
Manor, the HUalu stronghold, if you has'c. 

29. In a very few instances, you'll find superb weapons lying 
undefended in out of the way places. This is one. 

30. Unexplored Shipwreck: On the lower level, you’ll find diamonds, 
ash statues and ash yams. Debris from the wreck can be found to 
the southeast-including a chest containiitg n silver longsword. 


31. A tree stump. Inside the stump, a sack. Inside the sack, 100 gold. 

32. Nalcarya of White Haven: Alchemist You’ll put in here often for 
ingredients. C>ccasionally, you’ll even pay for them. But not in the 
Thieves Guild quest m which you're exjKctcd to steal a diamond. 

33. Morag Tong Guild: You can get “writ ” quests here from 
Ethasi Rilvayn. 

34. Ncrano Manor: Qndres Nerano has maligned a inemlKr of House 
Redoran. In a Redoran quest, you’ll challenge him to a duel. 

35. Hlaalo Manon Home of the laic Ralrn Hlaalo. He’s Ixxn 
murdered. In a Hlaalu quest, you must find his killer and settle 
the score. Sec (50) and (60). 

36. Hlaalu Council Manor Y'ou can get Hlaalu quests here from 
Nilcno Dorvayn. Dondos Driler will be your main contact 
during construction of a Hlaalu stronghohi. 

37. Tharys Ancestral Tomb: A small tomb with OK loot. 

38. Shulk Egg Mine: Y ou’ll kill a pair of kwama egg thieves in this 
mine in a Fighters Guild quest. You’ll be back in au Imperial 
Cull quest to harvest scrib jelly. 

39. No, they’re not Ashlandcrs. VV'hat, only Ashlandcrs can stand 
around a campfire looking outraged? These two guys are egg 
miners - and, no, they’re oof the iw'o who'vc been stealing die 
eggs in (38). 

40. Sbiudan-Raplay Egg Mine: You'll have to restore this 
abandoned (,ind blighted) mine to productivity to complete the 
second phase of a Hlaalu stronghold. 

41. Zainsipilu: Big honking bandit cave wnth eight badilics to mess 
up, five slaves to free and 40 containers to paw through. A rare 
Thief Ring can be found on a rock at cave center. 

42. Samarys Ancestral Tomb: In an urn marked “Lord Brinnc,” 
you’ll find a unique artifact called the Mentor’s Ring, 

43. Balmora Temple: Fcldrelo Sadri can induct you into the 
Tribunal Temple. 

44. Fast Eddie’s House: Hey, is this Morrgwjnd or "Happy Days".^ 
Ifyou'rc Tclv.inni, “Fast Eddie” Thcman (aka Fxldie the Rat) 
w^ill become your protege, your “mouth” in the Tel van ni 
Council and, Imally your quest-doer. Ehhh! 

45. Balyn Omarcls House: In a Miscellaneous Quest, you’ll slip 
poison into the food of this Morag Tong member, who has been 
d<iing freelance executions. (Apparently a no-no.) 

46. Caius Cosades’ House: Your boss in the Blades and your 
principal Main Quest contact, until he is recalled by the Empire 
in mid-game. 

47. Dorisa Darvcl: BookscUen Good IxKikstorc. She jjas two of the 
three books Baladas Demnevanni asks you to fmd in a Tclvanni 
quest, and the “Yellow Book of Riddles,” which may prove 
useful in your Tribunal Temple pilgrimage to Mount Kand, 

48. Balmora Fighters Guild: It’s your first stop on the Main Quest 
path, Caius Cosades sends you to learn what Hasphat Antabolis 
knows about the Ncvcrvarinc and Sixth House cults, h will 
become a regular stop if you join the guild; many of the early 
quests come from Balmora guild steward F,ydis Fire-Eye. Even 
if you don't join, you’ll be back to recruit a guard (via Flacnia 
xAmiulusus) if you build a Hlaalu stronghold, and to cither bribe 
Fire-Eye with the Bitter Cup artifact or kill her if you join the 
Thieves Guild. 

49. Heccrinde’s House: You’ll cill on this "secret master” of the 
Security skill in a Thieves Guild quest to beef up defenses at the 
South W'all Corncrclub. 

50. Nine-Toes’ House: Mr. Toes is the initial suspect in the murder 
of Ralen Hlaalo. (See (35) and (60).) He’s also a Blade. He'll 
extend to usual professional courtesies, but also gives you, uh, 
drugs (moon sugar) and proposes that you sell them to Ajira at 
the Balmora Mages Guild or trader Ra'Virr to raise money for 
future training. 
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51. Vorar Helas' House: Did you take the MiscdUmeou^ Quest to 
deliver a slave from Hla Oad to Balmora? (See (N).) If so, this is 
your destination, 

52. Balmora Mages Guild: Ajira and Ranis Aihrys will olfcr you 
quests, Karly in the Mam Quest, Caius Cosades will send you to 
Sham grti'Muzgob for information on the Nerevarine cull. 
(Naturally* she sends you on an errand on her own.) And 
Masalinie Menan can teleport you to Mages Guilds in Akfruhn, 
Caldera, Sadrith Mora, and V'ivcc. 

53. Rithlcen s House (upstairs) and Tyemaillins House 
(downstairs): l\vo more Blades. You guys should start a union. 
.Again, they extend the usual Blade-to-Blade courtesies, and 
f>fTer useful items. The warrior Rithleen gives you a steel cuirass 
and helm, and die healer Tycmaillin a lourncyman s Alembic. 

54. Ra'Virn Trader. Nine-Toes points you to this trader as a likely 
buyer for your moon sugar. (Keep track of who buys illegal stuff 
and who doesn’t; some valuable stuff is illegal.) On the logit side, 
you’ll buy a bowl from him in a Mages Guild quest. 

55. Tsiya’s House: You can return belongings found on Erni! 
Omoran body’s (sec (69)) to Tsiya in a Miscellaneous Quest. 

56. Draraync Thclas’ House: Thelas will rcw,ard you (albeit rather 
uselessly) in a super-obscure Miscellaneous Quest if you return 
the invoice for her pillows from the Abandoned Shipwreck. 

57. Dura gra-Bols House: You’ll whack this Ore outlaw in a 
Fighters Guild quest. 

5H. South WaJJ Comcrclub: If you follow the directions you receive 
when you are released in vSeyeJa Neen, this w'ill probably your 
first stop in Balmora. Owmer Bacola Closcius will direct you to 
Caius Cosades. Later on, he’ll contribute a bottle of Cyrodilic 
brandy to a brandy-gathering Tribunal Temple quest. In 
Fighters Guild quests, you’ll be sent here to recover a codebook 
and kill Sugar Lips Habasi. In a Mages Guild quest, you’ll be 
asked to get Only Hc-Siands-Thcre to stop giving unauthorized 
training in Restoration at the club. In a Miscellaneous Quest, 
this is where you’ll get candidates for the list of the Bad People 
you*re to do in. And, if you join the Thieves Guild, Habasi can 
give you his own quests. This is the Balmora Thieves Guild, 
after all. 

59. The Lucky Lockup: Meril Hlaano has been dissing House 
Redoran at this comcrclub. In a Redoran quest, you’ll try to 
persuade him to be cool. Beniinius Agrudilius will contribute a 
bottle of Cyrodilic brandy to your Tribunal Temple (Juest for 
Brandy. And, finally, Todwendy is the "secret master” in the 
Short Blade skill. 

60. Balmora Council Club: The local Camonna Tong base. You 
may kill a bunch of people in here before you’re through. In a 
Miscellaneous Quest to rid Balmora of Bad People, you’ll 
murder five of them. See (58) and (76). Thanelen V'elas is the 
most likely suspect in the murder of Ralen Hlaalo, (Sec (35) and 
(50),) You’ll probably want to kill him, too. And a few folks 
you’ll just engage in pleasant conversation. For example, in a 
Thieves (fuild que-st, you can get the key to the top floor of 
Nerano Manor from Ncrano servant Sovor Trandcl. (In. 
addition, you can steal from the club’s backroom all five bottles 
of Cyrodilic brandy needed for that branily quest for the 
Tribunal Temple.) 


61. Balmora silt strider port: Selvil Snreloth drives the bug to 
Akl’rtibn, Seyda Neen. Sur.in,an<l V’ivec. 

62. Vassir-Didanat Cave: You can re-discover this lost ebony mine, 
and turn your knowledge into profit, in a Miscellaneous Quest. 

63. Hassoun You’re sent to shut down this nasty Sixth House base on 
a Tribunal Temple quest. (In so doing, you’ll shut down the flow 
of Sleepers and Dreamers in the Balmora and Pdagiad area.) 

64. Eight Plates: In a IVibunal Temple quest, Dulnca Ralaal will 
donate a bottle of Cyrodilic brandy. You'll also |x>p in here in a 
Redoran quest to recover a stolen Founder’s Helm from Alvis 
Teri. And. in a Mages Guild quest, you’ll be asked to escort 
Itermercl from the Eight Plates to the Halfway Inn in PcLigiad. 

65. Nevrasa Dralon This pilgrim has lost her w^ay on a trip to the 
Fields of Kuinmu. In a Miscdlaneous Quest, you can escort her 
there. (See (14) on the Bal Ur Map.) 

66. Lleran Ancestral Tomb: A nondescript tomb, but for one ultra- 
rare item found on a corner of a prayer sifx>l. 

67. Tarhiel: Did you sec him fall? He's been experimenting with a 
new spell called "Icarian Flight.” Also known as “Instant Death.” 

68. Two alits. 

69. The b'xly of Ernil Omoran. You can return the skooma pipe 
and note to Tsiya in Balmora in a Miscellaneous Quest. 

70. A Dreamer. 

71. Adanumuran: Another of those general-purpose-bad -guy caves- 
most notable for its nix-hounds and for a chest of books. 

72. Maurric Auminc: This young lady is smitten with bandit Nclos 
Onmar, w'ho just robbed her. Girls do like bad boys, don't they.^ 
You can find him, and get the two together, in a Miscellaneous 
Quest. (See (6) on the Bal Ur Map (D3).) 

73. Ulummusa: This tiny smugglers cave contains an engraved 
silver bowl, which you can return to its rightful owner in a 
Miscellaneous Quest. 

74. A firebite dagger and 50 gold, hidden in a tree stump in a 
muck pool. 

75. A Dreamer. 

76. Moonmoth Legion Fort: Radd Hard-Heart is an Imperial 
legion quest-giver, and Legion champion Larrius Varo will 
give you a pair of Miscellaneous Quests. (You can also try to kill 
him (Dt chance!) in one of the Morag Tong’s grandmaster-level 
“writ” quests.) Somulis Vunnis can sign you up for the Imperial 
Cull. Auod Peragon will sell both flowers for one of the 
Romance quests. 

77. Foyada Mamaca: A highway to hell. This dry lava river leads 
southwest to the Sixth House base Hassour and northeast to 
Ghostgatc and the Red Mountain crater. 

78. Jufial-Lei's House: This cute little house isn’t important. It 
signals only that yotfve reached the west edge of Pelagiad. 

79. A guar. 





Morrowmd Maps HU nU ^ 



The Morrowmd Prophecies 


D3; BAL Ur Map Locations; 

1. Missamsi: V^asi Sixth House base with the usual gang of nasties, 
but little loot beyond the obligatory Sixth House Bell Hammer. 

2. Snowy Granios: Just because there’s snow on the roof doesn’t 
mean this battlemagc doesn’t still have a fire in his belly. If you 
took the silt stridcr from Sedya Neen, and have been behaving 
yourself, this could be your first real fight. Nearby: Three crates 
containing gold and a barrel of Dwarven ingredients. 

3. Arkngthand: Baby’s first Dwemer ruin. This is the ultimate 
destination on your first Main Quest outing, and the closest 
source of scrap metal for an Imperial Cult quest out of 
Moonmoth Fort. Its huge, with six sections, and you won't be 
able to explore it nil until you get the key from Haspbat 
Antabolis. See (48). 

4. A muderab colony. 


Panau Good-sized bandit cave with four baddies, three slaves and 
one great piece of loot: the Dwarv en Halberd in the first room. 
Halfway Tavern: It’s the Love Shack! Here you’ll find Nclos 
Onmar, the bandit who stole Maurrie Aumine’s heart. (Sec (72) 
on the Balmora Map.) If you pay him off (male characters) or 
kiss him (female characters with bad taste in men), bandit Nds 
LIcndo will turn up here and offer training. (Sec (2) on Vivee 
Map.) If your character if male and alive, you can even find love 
yourself here - her name's Ahnassi - and stan up the Romance 
Quests. The first involves getting the enchanted Belt of 
Sanguine Fleeiness from Hrordis, a guest at the tavern. (This is 
also a Morag Tong “Threads of the Webspinner” quest.) 

Fort Pclagiad: In a Thieves Guild quest, you can blackmail 
Shadbak gra-Burbug to force the release of New-Shocs Bragor. 
And you can join the Imperial Cult by talking to Ygfa. 
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8. Mcbcsiicn Ence: Trader In a Thieves Guild quest, you’ll steal a 
Dwemer Coherer from Knee’s private quarters and use it to 
blackmail Shadbak gra-Burbug at Fort Pclagiad. See (7). 

9. Ahrvassis House: Your girlfriends place. H you play your cards 
right in the Romance Quest, Ahnassi will eventually invite you 
to stay here with her. 

10. Mannammu: In a Fighters Guild quest, you’ll be asked to kill 
Dovres Vcrcthi, the leader of a band of smugglers that operates 
out of this large watery cave, (iood loot. . .and a dreugh. 

11. Saren Ancestral Tomb: Large crypt with decent loot and 
Daedra defenders. 

12. Nissintu: Mid-sized smuggling bandits cave with heroic loot in 
the depths of its innermost room. 

13. Sarano Ancestral Tomb: In a Fighters Guild quest, you’ll have 
to kill the Hunger that’s gotten into this large crypt and recover 
the ebony helm it has stolen. 

H. Fields of Kummu Shrine: You'll make a pilgrimage to this 
p.storal shrine in your first Tribunal Temple quest. Hence, 
you’ll be well equipped to escort pilgrim Nevrasa Drajor there 
in a Miscellaneous Quest. Or vice-versa. 

15. You’ll need a portion of muck in inventory to activate the 
nearby Fields of Kummu shrine. And look what’s here: a cluster 
of muck-producing muckspunge plants! And a little family of 
muderab custodians! 

16. Desolate Shipwreck: On the upper level, you’ll find a crate 
of ebony. 

17. Punammu: You’ll find diamonds in this huge Ixindit cave. 

18. Llovyn Andus and Corky the Guar: In a Hlaalu quest (from 
that slimy Odral Hclvi), youMl be asked to collect 50 gold for 
rent and taxes from two farmers. Andus is one. He can’t piay 
and offers the guar, Corky, in lieu of the money. (See (.31).) 
Lloyn's farm’s also a good spot to pick up any corkbulb that you 
can't find in (24). 

19. Balur^s Farmhouse: You’ll collect marshmerrow at this farm in 
an Imperial Cult quest. 

20. Thoronon His friend wandered off to investigate an odd animal 
sound, and hasn’t returned. You can find him in a Miscellaneous 
Quest. See (21), (22), ami (.30), 

21. Two mating kagouti. “Odd animal sound" issue of (20) resolved- 

22. Notes on kagouti mating habits, made by Thoronor s pal. 

23. Alofs Farmhouse: In a Fighters Guild quest, you’ll look into a 
report of Ore meeting at a Dacdric ruin near this farm. See (29). 

24. Arvcl Plantation: The suggested site for collecting corkbulb in 
an Imperial Cult quest, 

25. Hidcs-His-Foot: You’ll free this slave and escort him to safety in 
a Hlaalu quest. See (41). 

26. Dren’s Villa: In an advanced Hlaalu quest, you’ll have to get 
Ciimonna Tong boss Orvas Dren out of the way through assassi- 
nation, persuasion, or blackmail. In a Thieves Guild quest and a 
Morag Tong “writ" quest, you’ll be ordered to kill Camonna 
Tong enforcers Navil and Ranes lenith. 

27. Three nctchcs, 

28. Two scamps. 

29. Ashunartes: This small shrine to Dacdric god Makicath is the 
source of Ores in (23), (Ores love Malacaih.) 

30. Edras Oril: Thoronor’s pal. See (20), (21), and (22). 

31. Manat Varnan-Adda: The other farmer targeted by Odral Hclvi 
in (18). 

32. Tcris Raledran and Rollie the Guan In a Miscellaneous Quest, 
you'll have to find a place for Rollie to wait and then escort 
Raledran tg X'ivec’s Foreign Quarter. 

33. Two more nctchcs. 

34. Gro-Bagrat Plantation: You can collect willow anther here in an 
Imperial Cult quest, 

35. Suiipund; You'll visit this \ clotlji <lome to persiuidc IJarar Bereloth 
to join the \bgcs Guild in a (duh) Mages Guild quesL 


36. Punabi: And you’ll drop in here to persuade Manwe to pay her 
overdue Mages Guild dues. 

37. Mamndus: A big, brawny dungeon, though on the small side for a 
stronghold, with lots of folks to kill and stuff to take, 

38. You can focus on the stuff-taking by moving directly to the 
enemy-free zone of this rooftop dome. 

39. Propylon Chamber: You can teleport from this chamber to the 
strongholds Hlormarcn and Tclasero, provided you have 
retrieved the necessary index from St. Olms Temple in Vivcc. 

40. Sandas Ancestral Tomb: Mid-sized crypt containing the usual 
imdead monsters keyed to the player’s current level. ..and two 
skeleton champions. Yikes. 

41. Sterdecan: You’ll escort escaped slave Hidcs-His-Foot (sec (25)) 
and fake escaped slave Tul (see (44)) to this aboliuonisi's farm in 
Hlaalu and Miscellaneous quests, respectively. 

42. Piemette’s Farmhouse: You can return the engraved silver bowl 
found in Ulumussa (see (73) on the Balmora Map) to Piernettc 
Bcluellc in a Miscellaneous Quest. 

43. Lelcs Birian is the “secret master" of the Destruction skill. 

44. Tul: A Camonna Tong assassin who pretends to be an escaped 
slave so you’ll leave him to the abolitionist Sterdecan. You can do 
so (and then, we hope, kill him quickly) in a Miscellaneous (Juesi. 

45. Dies Manor. In the Main Quest, you’ll need to win Nevena Ulcs’ 
support (via Orvas Dren) to be selected as Hlaalu Hortator. 

46. Rats! 

47. Paur Maston: In a Miscellaneous (,^icst, you can escort him to 
Molag Mar. 

48. Vandus Ancestral Tomb: A large, lanky tomb, with ordinary contents, 

49. Twoaliis, 

5D. Bal Un You’ll visit this big Molag Bal shrine in “The 
Pilgrimages of the Four Corners” quests for the Tribunal 
Temple and in the final vampire quest. 

51. Two alits. Others roam to the north anti cast. 

52. You can ride Folsi TTicndas’ silt stridcr to Balmora, Molag Mar, 
Seyda Neen, and V^ivcc. 

5.3. Desclc’ 5 House of Earthly Delights: You can recruit retiring exotic 
dancers from this cornerdub to settle at your Redoran stronghold. In 
a Fighters Guild quest, you’ll collect a debt from dub owner 
Hdvianc Dcscle. .And in a Miiicellaneous Quest (received from 
dninkcn bounty hunter lYiric Biclle), you can try to track down 
cKapetJ slave Haj-Ei. 

54. A Dreamer. 

55. Elvil Vidxon: V^idron says he’s the Nercvarinc. Huh! You cjin 
show him the error of his ways - or introduce him to the sharp 
end of your sword - in a Tribunal Temple quest. 

56. Suran Slave Market Dranas Sarthram provides a key piece of 
info in your search for escaped slave Ha j-Ei. See (53). 

57. Suran Tradehouse: You’ll find Ha j-Ei here. 

58. Ibamadad Assimarari: Apothecary: If you don't like swimming, 
you can just buy a portion of muck here for your Tribunal 
Temple pilgrimage to the Fields of Kummu. See (14). 

59. Oran Manon In a Fighters Guild quest, you have to kill the 
leader of a gang of bandits plaguing the village. Suran Serjo 
Avon Oran tells you where they’re coming from. See (62). You 
can also extort 1,000 gold from Oran in a Hlaalu quest. See (64). 

60. Suran Temple- 

61. Aran Ancestral Tomb: Lots of equipment in this lomh- 
induding a Dragonscale Tower Shield. 

62. Saturan; You’ll have to kill Daldur Saiy's, the leader of the 
bandits in this cave, in a Fighters Guild quest. See (59). 

63. Umbra: A wodd weary Ore w-arrior kw>king for death. You can 
grant his wish - and inherit an incredible sword — in a 
Miscellaneous Quest, 

64. Inanius Egg Mine: You have to vihotage this mine by killing its 
kwama queen m a Hlaalu quest. You can also extort gold from 
its owner. Avon Oran. See (59), 
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D4: MOLAG MAR MAP LOCATIONS: 

1. Two nix-houftds. 25. 

2. Two rats. 

3. Pinm: Another huge Sixth Mouse base, with just a smatterijig of 26. 
loot. 

4 . Kunirai: Sizeable gcncriil'pur|x)se-bad*guy cave. Some bandit 
loot, some smugglers loot, and some that isn't cither, but most of 
the best .stuff is lying around loose. 

5. Vansunalit Egg Mine: A lot of egg mines share their names, or 27. 

parts tif their names, with grottos. Bm few of them h;ok like 28. 

grottos. This one dtx;s. 29. 

6. V^ebs Ancestral Tomb: Nice loot in this small-isb tomb. 

7. More rats^ 30. 

8. Mababi: Hour rogue Telvanms have set themselves up in this 

Velythi dome. Check out the extensive library, which contains 31. 

die rare volumes “The Pig ('hildren** and “Nchiinak s Fire and 
Faith" 32. 

9. Tebsero: Y ou're supposed to escort scholar Sondaale of 
Shimmerene into this Dunmer stronghold in a Fighters Guild 

quest. You’ll arrive to discover she s descended without you into 33. 

what turns out to be a large Sixth House base, and you have to 

bring her out safely. 34. 

10. Propylon Chamber. You’ll need the index from Tebseros lower 

level m zap to stronghi>ld.s Marandus and Falen.sarano. 35. 

11. Still more literary breadcrumbs from kidnapped hermit JtKien .Ancois’ 
book. See ( 1^), (26), and (33) on the Tel Anihn Map. 

12. Shashurari Camp: And here, finally, is the camp where Ancois 

is king held by Mabrigasb. You can rescue him m an Imperial 36. 
legion quest. 

13. Ndiulefiingth: Wju’ll explore this large Dw^rven min to Gnd ,i lost 

guide, and an impirtani lxx>k-in a Mages Guild quest. 37. 

14. One more page from jocicn Ancois^ book. 

15. Reeb-Jab: An escaped slave. In n Miscellaneous Quest, you can 

escort him to the Argonian Mission in Ebonheart ...or the Slave 38, 
Market in del .Aruhn. 

16. Arcthan Ancestral Tomb: What is this thing Hungers h,ive with 39. 
ancestral tombs? I hcres one in tbiscry'pi as well. 

17. Assu: In a Mages GuiM quest, you can recover the Staff of 40. 

M.ignus Irom this large sorcerers cave on Mount Kand. 41. 

18. Mount Kand Cavern: In a Tribunal Temple quest, you'll have to 
correctly .insvvcr ridtllcs from three aironachs in these deep, 

dark cave.s. 42. 

19. Linus lulus: \ ou must recover die Silver StafI of Shaming from the 

Uxly ot this long-lost acolyte in an Imperial Cull quest, 43. 

20. Two nix'hounds. 

21. Raviro .Ancestral Tomb: A Berne vampire bir. 

22. Two cliff racers. ( A rarity; these creatures typically work solo.) 44, 

23. You asked (nr it, you begged lur it. so here it is: one more page 

from Mabrigash alxluctcc locien Ancois* copy of "A REALIA' 45. 

Brief I listory r)l‘ the Empire"! 46. 

24. Miiren Ancestral Tomb: You can liberate a great artifact called the 
BUxxJwyrm I felm from a Nord ruiinal Crazy Baioa 



Dilami Androm will drive you from Mi>lag Mar to Suran or 
Vtvcc in his silt sirider. 

Wise Woman’s Yurt: In the Main (^)ucst. Manirai (your one 
semi-friendly contact here) w'ill give you the lay of the land at 
the Erabenimsun Ashlandcr camp. To wit: To lx* namcil 
Nerevarine, you’ll have lo kill the current chief and his 
henchmen. 

RanabiY Yurt: Take on this guy first. 

Ashu-Abhe s Yuru This guy comes second. 

AshkhanY Yurt: Then bc*ai up on Ulath-Pal and his boslyguard, 
Ahaz. 

Han-AmmuY Yurt: Now you’ve just got to persuade this guy to 
take on the chiefs job. 

Asaba'Bentus: Tlic studly young w^arrior whom you'll trade to the 
Mabrigash for abduaed hermit Jocieu Ancois. See (12). 

Tiiui and Hairan: The two Erabenimsun warriors w ho rohlK'd 
Marsus Tullius of his guar hides. (See (24) on the Tel Aruhn 
Map.) 

Alas Ancestral Tomb: In a l>aedric Quest, you'll he sent to 
retrieve Mchrunes DagonY Razor from this crypt. 

Vanjirra: Paur Maston’s business partner. .Shell rewarti you once you 
escort him to Molag Mu. See (47) on the Bal Ur Map. 

Waistworks entrances: Shops and services on Molag M.ar s 
enclosed Waistworks level include a Buoyant Armiger’s 
stronghold w'hcrc you’ll find Giras Indirain. In a Redoran quest, 
you'll need to coax him into paying an overdue hill. 

Molag Mar Temple: Tharcr Rothcloth will give you Tribunal 
Temple quests. .Also here is Dims Drathan. “secret master" of 
the Long Blade skill. 

You might not realize it at first glance, bur Molag Mar has boat 
service. Rindr.^il Dralor can take you to F.bonheart, Tel Bnuiora, 
.and Tel Mora. 

Tusenend: A one- room shrine to Molag Bal. with intercHting 
bits of loot. The ebony on the altar is cursed, 

Mount Assarnibihi: You'll be sent to pray nt this shrine m a 
Tribunal I'empic quest. 

Two cliff racers. 

Heian Ancestral Tomb: Itty-bitty tomb with KKi gold. But the 
real feature here is the three shrines, which can cure various 
ailments and tem|>oranly bexm certain player stats, 

Zebabi: Big old bandit cave with the usual nice Irmt - the 
featured item Ixing a Dw'arvcn battle axe. 

Macsa~Shammu$ Egg Mine: Blight-schmight. .Ml we know is, 
thercY a dead warrior in here w'ith a Dacxlric dai- katana and a 
full suit of Imperial chain armor. 

Nchardumz: Tw'o-lcvel Dwarven ruin, with pretty mundane 
loot. 

Tw'o rats. 

Two a I its. 


I 
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D5: HOLAMAYAN MAP LOCATIONS: 

]. Andalen Ancestral Tomb: An uncommon Colovian Fur Hdirt 20. 

can be found in this crypt. 

I Three renegade Ashlanders. scowling away^ 

1 Matus-Akin Egg Mine: A giant egg mine, with blighted 
enemies and dead miners, 
i Three Mabrigash. 

5. Save! Ancestral Tomb: A super^rare Bonemoid Founders Helm 2 ^- 

can be found in this roomy tomb. {Only three can be found in 

the game.) 

6. Almurbalarammi: None of the individual items on this shrines 
altar are cursed. But the chest is. Sheogorath s always playing 

tricks. 22. 

7. A rads nest. 23. 

S. An alit lair. 

9. A ni^ -hound den. 24, 

10. Two netches. 25. 

11. Ainai: A sizeable bandit cave, with lots of weapons and armor 

mixed into the loot. 26. 

12. Shashpilamat: This ruin has two separate sections, with the 27, 

Maiacath shrine, reached through the western entrance, much 

larger and immensely rich in gold and precious stones. (But 
bew'are of the fiend spear on the altar.) 

13. Nchurdamz: In an advanced Fighters Guild quest, you'll escort 

explorer Larienna Macrina through this extremdy rich and 28. 

extremely wdFdcfended Dwarven ruin in search of a Daedroth 29. 
named Hrelvesuu. 

14. Larierma Macrina: The lady herself. Shc"s a Level 19 Crusader, 

decked out in Imperial armor and whelding a steel tlame&word. 30. 
Maybe she should escort you! 

15. A diffracer nest. 

16. Odiniran: You can play out this scenario trom both sides in 31. 

separate Great House quests. As a Hlaalu, youll try to rescue 

the sister of the expedition's leader from the home of 32. 

necromancer Milyn Fararn. As a Telvanni, you'll go in to lift the 
siege and kill that leader. 

17. Lonely Shipwreck: Potions on the upper level, food and drugs 33. 

on the lower. 

18. Arenim Ancestral Tomb: You'll actually hnd a Miscellaneous 

Quest in this tomb. Help Sacyana find her father's amulet and 34. 

she’ll help you loot the tomb - the fact that it is her family s 35. 

vault notwithstanding. 

19. ZaUdn Grotto; Nothing in this dark, “F”-shaped swimming 
pool save pearls and critters. Depending on your level, theyll 
range from small slaughtcrfish up todreugh. 


A critter lain Again what you Rnd here dc[x;nds on your level. 

If youYe just starting out (and if you are, w4iat are you doing all 
the way out here?), you could find nix-hounds, alits, or rats. If 
youYe at Level 3, you could llnd diseased kagouti, rats or alits. 
Up to a maximum nastiness of blighted alits, kagouiis, or shalks 
at Level 8. 

lUivel Ancestral Tomb: The loot's excelknt throughout this 
large, Daedra -defended tomb, and one item here is unique: the 
ashes of ^'G. Lyngas. ’ Its one of just three instances of named 
ashes in the game. In each case, they keep company wdth potent 
items. Here, it s four of the game’s 16 glass threming stars. 

A rafs nest. 

Another leveLdependcnt critter lair. Low end: rats, kwama 
fotagers, and scribs. High end: “Betty’* netches. 

A kagouti lair. 

Salmantu; No loot at all in this comparatively small Sixth House 
base, 

A netch colony. 

Holaraayan: You'll visit this monastery in middle of the Main 
Quest to get the lost prophecies. You may be back on a TeUanni 
quest to collect three books for Baladas Demnevanni. (All are in 
the monastery s expansive library.) And Taren Omothan is 
"secret master” of the Hand-to-Hand skill. 

Another rat s nest. 

Vevram Aryon's boat only goes from Holamayan to Ebonheart. 
(Not that we would even suggest burglarizing the monastery 
boat, hut did you check out the contents of the rusted chest?) 
Fllerv^u Ancestral Tomb; You'll find a glass dagger in this crypt, 
but the most distitactive thing about the Hlervu tomb is actually 
a scroll: the last words of Malaki the Lightfooted. 

Ahallaraddon Egg Mine: For an egg mine, this feds a lot like a 
grotto. 

Shrine of A2;ura: If you activate the statue in the shrine, the 
goddess will give you a Daedrjc quest: Clear a remote northern 
island of Daedra. 

Ahamabi; You'll visit this cave on an Imperial Legion quest to 
kill Honthjolf, a former legiortnaire w'ho quit to work for 
sorceress Llarusea Andrethi. 

A cliff racer nest. 

Another leveLde pendent critter lair. 
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E2: SEYDA NEEN MAP LOCATIONS: 

1. Aharunartus; This bandit cave is one of two starter dungeons. 

2. Sarys Ancestral Tomb: Anigng the usual tomb creatures, you'll 
find a bf)nc\valker in this crypt (and more potent variants at 
higher player levels). 

Thclas Ancestral Tomb: A starter tomb, with a St. Veloth 
shrine. 

4. Nimawia Grotto: (ust one drowned body in here, but with 
enough loot on it to make it a worthwhile swim for a starting 
player. 

5. A critter jair, with the type or types of critters depending on the 
player's level. 

6. Processus Vitellius: The remains of Seyda Neen's mostly 
iinlamcntcd tax collector. You can track down his killer in a 
Miscellaneous Quest. See (1 1), (14), and (17), 

7. ArrUle s Tradebousc: Jn a Miscellaneous Quest, you can cook up a 
scheme with Hrisskar Flat-Foot to discover where Fargoth (9) 
keeps his valuables and then steal ihem-'including his ring (14) if 
youVe already returned it. You'll also find Elone the Scout. Once 
you're a Blade, she'll offer to train you and give you a copy of 
"Guide to \'vardcnicH- " 

8. Vodunius Nuccius: This fine fellow will refer you to the silt 
stnder p>rt outside town (10) and offer a cursed ring (not 
Fargoih’s) for sale in a very minor Miscellaneous Quest. 

9. Fargoth: In one Miscellaneous Quest, you can return to Fargoth 
the enchanted ring you'll find shortly after you create your 
charncter-only to steal it back in another Miscellaneous Quest. 
See (7), (14) and (16). 

10. ou can ride Darvamc Hleran’s silt stridcr to Balmora, Gnisis, 
Suran. and Vivec. Hicran also tells you that \ odanius Nuccius 
(8) is unhappy on \'vardenfell. 

11. Foryn Gilnith’s Shack: Gilnith killed tax collector Processus 
X’ilellms. Sec (6), (14) and (17). 

12. Indrelc Rathryon s Shack: You can return an illicit land deed to 
Rathry^on (the property’s rightful owner) in a “Bal Molagmer" 
I'hieves Guild quest. 


13. Census and E.xcise Warehouse: You'll be asked to kill Adraria 
Vandacia in a Fighters Guild quest. 

14. Census and Excise Office: Here, you'll cretite your character and 
pick up whatever loose items you can lay your hands on- 
including Fargotb's ring, which is in a barrel in the courtyard. 
(See (7), (9), and (16).) Socucius Ergalla will dispatch you to look 
into the death of tax collector Processus Vitellius. See (6), (11), 
and (16). 

15. Imperial Prison Ship: It brought you to Wardenfell. .And once 
you enter the Customs and Excise Office, it’s gone from the 
game. 

16. A tree stump: Fargoth’s stuff is hidden here. (This is a frequcni 
practice in this part of VA^ardenfell. Always dieck such ['ilaccs 
for hidden caches.) 

17. Lighthouse: It plays a role in your scheme to steal Fargotb's 
stuff. (Sec {7)f (9), (14), and (16).} I.ighthousc keeper Thaverc 
Vedrano was tax collector Processus Vitellius' girlfneiul, and 
can give you a lead on his killer. See (1 1), 

18. An Iron Shardaxe, hidden in a tree stump 

19. A silverware cup and 25 gold in a tree stump. Is all this more of 
Fargotb's stuff? Or someone cise's? Either way, it’s your stuff 
now’. 

20. Remote Shipwreck: In one of the crates on the upper level, 
you'll find a worn Imj>crial key. It opens the secret iloor in the 
shrine below' the Imperial Commis$ion in Castle ElH>nheari. 

21. Addamasartus: The other starter dungeon. This large smugglers 
cave contains another of the game’s few Thiel Rings. 

22. Andrano Ancestral Tomb: In the Main (.}uest. you’ll recover the 
skull of Llcvulc Andrano from this large ami dangerous crypt. 

23. Akimaes Grotto: Just pearls. So tell us again: Why arc we 
exploring grottos? 




IS , 
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E3: VivEC Map Locations; 


1. A Dreamer. 

2. Ncls Llendo: To male characters, he’ll appear as a bandit. To 
females, as 3 rogue with puckered lips. Either way, satisfying 
Llendo is a Miscellaneous Quest. Sec (6) on the Bal Ur Map. 

3 . Abacscn-Pidu Egg Mine: Most of the creatures in this mine are 
blighted. 

4. Assemanu: You’ll search this giant Sixth House base for the lost 
Robe of St. Rons in an advanced Hlaalu quest. 

5. Mudan Grotto: In the final entry on the Scyda Neen Map, we 
asked why we’re exploring grottos. This grotto is the reason 
you’re exploring grottos. 

6. Balur Salvu: You'll gather marshmerrow in this farmer’s fields 
for an Imperial Cult quest. 


8 . 

9. 


10 . 


A pair of bull neiches. In an Imperial Cult quest, you’ll be 
assigned to kill a netch for its leather hide, and the one of these 
tw'o will be the most convenient target. 

Three muderabs. 

A secret underwater entrance to the caves below Castle 
Ebonheart. You may discover it in the course of an advanced 
Imperial legion quest to recover the stolen Lord’s Mail. 

Castle Ebonheart: You’ll be wearing a groove in the carpets here. 
You’ll visit Duke Vedam Dren, the Imperial representative on 
Vvardenfell, for a construction contract for your stronghold, and 
also for advanced Hlaalu quests- Varus Vantinius w'ill offer 
advanced Imperial Legion quests. Ruccia Conician in the Grand 
Council Chamber and Lalatia Varian in the Imperial Chapels 
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E2:VIVEC Map locations (CONTINUED...): 


can $ign you up for the lmj>crial Cult. All Cult quots come from 35. 

qucst-givcrs in the Chapels, aud Lhralam Drcdii provides info 

useful in three of them. You can deliver a letter for Drcdil, and 

receive one back in turn, in a Miscellaneous Quest, In addition, a 36. 

few quests have destinations here. You*ll visit the Imperial 37. 

Commission in a Romance Quest to snatch Elvuls Black 

Blindfold, in an Imperial Cult quest to find the aforementioned 

Lord s Mail (which also leads into the Imperial Guard Garrison) 38. 

and (maybe) in a Camonna Tong-authoced Fighters Guild quest 

to kill Imperial Magistrate Rufmius Allcius. 

11. Hawkmoth Legion Garrison: Frald the White offers Imperial Ixgion 39. 
quests. Sirollus $aoais is “secret master"* of ihe Armorer skill. And 

High Elves I^ndonimc or Fanildil pros'idc useful info in your 

Imperial Cult search for a missing bowl. 40. 

12. Skyrim Mission: You’ll visit this consulate in a fund-raising 

quest for the Imperial Cult, 41. 

13. Argonian Mission: Same deal here as in (12), but m a different 

Cult mission and with addition of an optional, more ruthless 42. 

approach. In a Miscellaneous Quest, you can escort escaped 43. 

Argonian slave Reeh-ja to the Mission. 

14. Othrclas Ancesinil Tomb: A Berne vamjMre lair. This is about a.s dose 
as v;unptres ever get to settled areas in Morrowand, 

15. Vivee Hbalu Compound. See internal maps for detail. 44. 

16. Aren Maren's gondola goes to \^ivcc’s Arena, Foreign Quaner, 

and Temple cantons. 45. 

17. Twomuderabs. 

18. East Empire Company Hall: You may wind up in here quae a 

bit, too. In a Hlaalu quest, one option involves persuading boss 46. 

Canctunian Ponius to buy ebony from your House instead of 47. 

House Redoran. In an Imperial Cult quest, you’ve got to get 

Ponius to pony up a pledged gift, tn Miscellaneous Quest, you’ll 48. 

deliver a letter to J’Zhirr. After success in that quest and one 49. 

other, you can get a third quest here from Bolrin: Get Vivee 

enchanter Audenian Valius’ client list. An alternate solution to a 50. 


Vivee -based Miscellaneous Quest that has you stealing Iiaicw.nrc 
off the boat Chun-Ook at the Ebonhcari docks is to bring the 
booty to Bolrin to point up the holes in security. And another 
Vivcc-bascd Miscellaneous Quest requires you to steal Drcdil’s 
letter to J’Zhirr. Business really is war. 

19. In the Main Quest, Blatta Hatcria’s boat w'ill take you to the 
Holainayan monastery. 


20. Nevosi Hlan’s boat goes to Hla Oad, Sadrith Mora, Tel Branora, 51. 

and Vivee *$ Foreign Quarter. 52, 

21. A critter lair. (Critter types depend on a player $ level.) 

22. Hawia Egg Mine; No surprises in this mid-sized egg mine. 53. 

23. Tarvyn Faren: In a Hlaalu quest, you’ll escort this merchant to 54. 

Pclagiad. 

24. Adondasi Sadavd’s silt sirider goes to Balmora, Molag Mar, 

Scyda Neen, and Suran. 55. 

25. Devas Irano's will fli>at his bo.ai to the Arena and the Hlaalu 56. 

and Tclvanni compounds. 57, 

26. Vivee: Foreign Quarten See Vivee maps for detaih 

27. Vivee: Redoran Compound: See V'ivcc maps for detail. 58. 

2S. Vivee; St. Dclyn Canton: See V'ivcc maps for detail. 59. 

29. Ministry of Truth: In the Main Quest, you’ll rescue .Mchra Milo 
from this Tribunal Temple prison. 

30. A Dreamer. 

31. Ano Andaram sails to Ebonheart, Hla Oad, Molag Mar, and Tel 60* 

Branora. 61. 

32. Vivee; Arena; See V^ivec maps for detail. 

33. Dalsc Adren will ferry you to the Foreign Quarter, the Hlaalu 
and 7'elvanni (“ompounds, and the Temple Canton. 

34. Vivee: St. Olms Canton; See V^'ivee maps fgr <leiail. 


Danso Indules; In the Main Q)uest, this fellow sets up your 
meeting with Archcanon Tholer Saryoni, who, in turn, sets up 
your meeting with Lord V^ivec. See (40). 

Vivea Temple: Sec V^ivee maps for detail. 

A shrine to mark the spot vv'hcrc L>ord Vivee stopped a rogue 
moon from falling on ibc city. You’ll have to activate it in the 
initial series of Tribunal Temple quests. 

The Puzzle Canal: The true entrance to this puzzle room is on 
Level 3. You’ll have to activate two shrines here in the initial 
series of Tribunal Temple quests. 

Two shrines dedicated to the memory of those who died in the 
last wear against Dagoth Ur. YouMl activate them in your initial 
series of Tribunal Temple quests. 

The Palace of Vivee Your meeting with the canldy god Mvee atop 
this great pyramid sets up the Main Quest endgame, 

Talsi Uvayn’s gondola stops at the Arena and the Hlaalu and 
Tclvanni Compounds. 

A chest, partly buried in the sea bottom. Contents: 25 gold. 
Uncharted Shipwreck; A nice varied haul on this ship, including 
ItX) gold in the cabin and a lot of skooma and moon sugar (if 
dealing in these illegal substances isn’t beneath you). Note: For a 
shipwreck, it’s well guarded. 

A critter den, with the type of critter depending on the player’s 
current level. 

Tinos Drolhan: This guy’s just wordless with rage. His escorts 
just ripped him off. You can save his glass in a Miscellaneous 
Quest. See (52). 

Vivee: Tclvanni Compound. See internal maps for detail. 
Fendryn Drclvi’s gondola goes to the Arena, the Foreign 
Quarter, and the Temple. 

Tw'o muderabs, 

Nund: This smugglers cave is kind of small, but it’s just packed 
w'ith stuff to steal. Potions, in particular. 

Aid Sotha; You’ll be a repeat customer at this giant shrine to 
Daedric god Mehruncs Dagon. In a Tribunal Temple quest, 
you’ll be here for the Shoes of St. Rilms. A “Pilgrim.agcs of the 
Four (Corners” Temple quest just requires you to activate the 
statue of Dagon. In a Miscellaneous Quest, you’ll search the 
surface ruin for a rare flower by-product called Roland’s Tears. 
And m a Morag Tong quest, you’ll visit Aid Sotha to kill the 
leader of the Dark Brotherhood. 

Two muderabs. 

Beshara: The bums who stole Tinos Droihan’s cargo arc in this 
big smugglers cave with eight of their pals. Sec (45). 

Two more muderabs. 

Ansi: A large smugglers den distinguished most by it.s circular 
layout, a crate full of boncmold armor, and a rather disconcert- 
ing number of ash statues. 

Three muderabs. 

And again svith the muderabs. 

Sinsibadon: Small bandit cave with nothing amazing in the loot, 
and more slaves than baddies. (Two nix-hound$, t(x? ) 

A critter den. Again, what you are is what you get. 

Omani Manon In the Main Quest, you'll need \’clanda Omani’s 
support to be selected as Hlaalu Hortator. And in a 
Miscellaneous Quest, she’ll pay 2,0()0 gold for the location of the 
lost V'assir-Didanat ebony mine. 

Three muderabs. 

Wondering what happened to all that neat out-of-the-way I«x»t 
you found along die Bitter Coast? Well, that’s more of a western 
Vvardenfcll thing. A smuggler kind of thing. But here's a crate 
of moon sugar that fell off a ship. .And a b.arrel of fossd is 
floating just to the northwxst. 
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E4: BAL FELL MAP LOCATIONS: 

1. Mlnabi: Big, ivvo-scciion Ivmdit cave. Lots of beer. And, in the 
“lair** section, a chest containing 270 gold. 

2. Mzahnch: Dwarven ruin, also with two sections and a fair 
number of Dwemer coins. But no beer. 

3L Hinnabi: Just another bandit cave, 

4. Bal Fell; Massive Sheogorath temple. Virtually no loot until you 
reach the inner shrine, and then. .. 

5. Rclefh Ancestral Tomb; Skinny Utile tomb with unusual loot: a 
rare Tclvanni Dust Adept Helm and a Velothian Shield. 

6 . The talking muderab merchant. (It really does exist.) 

7. Deserted Shipwreck: Worth the trip. Potions (and tons of ‘cm) 
in die cabin, ebony on the upper deck, and a full suit of steel 
armor plus a Steel shield on the lower. 

Two cliff racers, 

9. A ncich harem (three bettys and a bull). 

10. Two cliff racers. 

11. And two more. 

12. Mul Grotto: Decent loot for a grotto - all of it on or around the 
corpse in the large southern chamber. 

13. Yakanalit: 57 containers in this bandit cave. Enough said. 

H. Ashirbadon: Not many quests way out here in the wild 

southwest, but here’s one. You'*II visit tfiis cave on a Mages 
Guild mission to relieve sorceress Vindamea Drethan of her 
Warlock Ring. 

15. Masseranit: Basically, Yakatialit with smugglers. You could 
spend a day cleaning this place out. 

16. Rissun: For a Sixth House base, Rissun is small. Great loot in 
the chest in the final room. 

17. Two cliff racers. 

18. The Wreck of the Prelude; You’re sent here to collect a Daedric 
Wakis^ashi in a Hla.ilu quest. Rut whatever else you find is 
yours to keep. If you survive the Hanking cliff racers, you will 
not be disapp>ointed. 

19. Two more cliff racers. They must have eaten all the muderabs. 

28. .\n alit den. 

21. Three dannfear (Ogrim at Level 1 1). 

22. Zaintiraris: Great loot behind the altar in this small Sheogorath 
shrine, but the ebony and candle on the ahar itself are cursed. 

23. Marvani Ancestral Tomb; An obscure Miscellaneous Quest leads 
you to this remote tomb, w-here a king’s son named Olmgcrd 
was given a V'lking burial. 

24. A muderab and a level -dependent creature (which could be a 
muderab as well), 

25. Three cliff racers, 

26. Redas Ancestral Tomb: In a Redoran quest, you’ll try to recover 
three family treasures from this crypt. 

27. Kaushtababi Camp: A renegade Ashlander secret master! 
AdibacI Hainnabibi is unequalled in the Athletics skill. .And his 
friends arc governed by some passion other than using your 
head as a soccer ball. 

28. A rat’s nest. 

29. Eretammus-Sennammu Egg Mine; Mr>st of the creatures in this 
good-sized mine are blighted. 

30. Two muderabs. 

31. Arys Ancestral Tomb: Do you get the sense someone is using 
this tomb as a storage compartment.^ There’s a fair amount of 
cold, and a member of the bone walker family. 


32. Tw'o cliff racers. 

33. A critter lair. 

34. Hlaalu Ancestral Tomb: With the Hlaalu name and all, you 
might think this would be something special. But apart from 
one of those Tclvanni Mole Crab Helms, it’s pretty standard 
tomb stuff. 

35. Abebaal Egg Mine; The slaves here have revolted. You'll have 
to figure out how to handle it in a Tclvanni quest. 

36. Two nix-hounds. 

37. Two cliff racers. 

38. Nireli Farys' boat goe.s to Ebonhcari, Molag Mar, Sadrith Mora, 
and Vivcc's Foreign Quarter. 

39. Two rats. 

40. Two renegade Ashlandcrs. 

41. A rat’s nest. 

42. Maba-Ilu; Lots of scrolls in this sorcerers lair, along with little 
dashes of cl>ony, glass, and diamonds in the architecture. Future 
site of the Maba-Ilu Mine, we suspect. 

43. Mawia: You'll be sent to this Vcloihi dome in a Tribunal 
Temple quest to kill necromancer Dclvam Andarys. 

44. Kumarahaz; Some neat architectural flourishes in this big 
bandit cave, and a silver claymore in its far reaches. 

45. Tel Branora Upper Towen You'll need Telvanni Councilor 
Therana’s support to become Tclvanni Hortator in the Main 
Quest. Of course, killing her is an option, too - as it is with all 
rcluciant-to-commit Telvanni councilors — and you’ll also be 
given also a chance to kill Thcrana more ofTicially in a 
grandmaster-level writ quest for the Morag Tong. But you'll be 
tempted to kill this eccentric wnzard long before that - for her 
response to the clothes you deliver to her in a Telvanni quest 
and for certain bi;tarre qualities of the single quest she gives you 
(In addition, you can pickpocket her for the key to free the 
slaves in the Abebaal Egg Mine. If that’s too much for you, thc 
key is also in the Lower Tower and in the mine itself. (Sec (35).) 
You’ll also have to climb the tower in a Thieves Guild quest to 
get Felcn Maryon’s enchanted ebony staff. Finally, just outside 
the door to the Upper Tower is MolUmf) of Cloudrcst, who 
gives YOU a Miscellaneous Quest to deal with Trerayna Dakn 
and her party. See (47). 

46. Scthaji's Tradchousc; If you completed the Miscellaneous Quest 
for Maurrie Auminc (sec (72) on the Balmora Map), and have a 
female character, Aumine will try to fix you up with Barnand 
Erclic at this inn. 

47. Trerayna Dalcn: She’s got a bone to pick with Thcrana. Th.nt’s 
not bard to imagine^ Thcrana would be master of tljc 
Eccentricity skill, if there were one. You can wipe out Dalcn 
and her party in a Miscellaneous Quest. Sec (45). 

48. Beran Ancestral Tomb: A deep and lavishly designed tomb. 
Fine loot, including a glass poisonsword. At least one atronacb i 
guaranteed to be among the Daedric enemies. 

49. Arano Ancestral Tomb: An ordinary tomb, defended by 
Daedra, that’s notable most for the number of skulls both inside 
and outside and an uncommon Nordic Bearskin Cuirass. 

50. Seryne Relas: A “secret master” of the Alteration skill. 
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1. Door to Arenii Waistworks 

2. Trapdoor to Arena Underworks 
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I Arena Pit 



1. r>oor to Arena Exterior 

2. DcHjr to Arena Waistworks 
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ARENA WAISWORKS 
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Foreign quarter canalworks 


3 





1. Dcx>r to Foreign Quarter Lower Waisiw^orks 

2. Trapdoor to Foreign Quarter Uncierw'orks 
3- Door to Agrippina Herenma, Clothier 

-4. Door to J'Rasha^ Healer 

5. Door to Foreign Quarter Tomb 

6. Door to Siminc Fralinc, B<x»kscllcr 
1 , Imperial Shrine and I Icalcr 

Door to Jeanre» Trader 
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FOREIGN Quarter Upper waistworks 
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Foreign Quarter lower waistworks 


1. Door to Foreign Quaner Exterior 
Z Door to Foreign Quarter 
Canal works (hidden) 

3. Door to Foreign Quarter 
Upper Waistworks 

4. D<»r to Andilu Drothan» Alchemist 

5. Door to Ararane Frernis, Apoihccar>' 

6. E>oor to Black Shalk Comerclub 

7. Door to Miun-Crei, Enchanter 

8. Door to fobasha's Rare Bix»ks 


71 
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1. Door to Foreign Quarter Exterior 
1 . D(K)r to Guild of Mages 
i. Dour to Guild of Fighters 
A. Door to Ralen Tivur, Smith 
5, Door to Alusaron, Smith 
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High fane 

1. Door to Temple Exterior 
IDoot to Hall of Wisdom (Locked) 
1 LErisTclas, Apothecary 
1 4. Dileno Lloran, Priest 

5. liandris Thirandus, Enchanter 

6. Endryn UctJian, Monk 

7. Archcanon Tholcr Saryoni 
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1. L)oor to Hla.ilu ( !anion Exterior 

2. Door to Elvrn Nations C'ornercJub 

3. I>oor to Curio Manor 

4. Door lu No Name Club 


5. Door to Hiaalu Wcaponsnjith 

6. l^oor to Hiaalu Pawnbroker 

7. Door to Hiaalu Alchemist 

8. Door TO Hiaalu General Goods 
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Hlaalu Waistworks 
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Redoran canalworks 


1. Door lo Redoran Waiisiwork's 

2. Trapd(K)r tQ Redoran Underworks 

3. Door to Redoran Ancestral Tomb 
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Redoran Waistworks 


L Door to Redoran 
Canton Exterior 
2. [>oor to Redoran ('anal works 
3- r>x)r to Redoran Temple 
d. Du<jr lo Redoran Records 
5. Door to Rc<ioran Scour 
Drillma$tcr 

(i. l>oor to The Flowers of 
Ciohl Corncrclub 

7. D«K)r to Redoran Prison Cells 

8. Door to Redoran Trader 

9. Door to Redoran Smith 
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L DtMir to Rcdoran Onnton Exterior 
2. DiM>r to Dralor Nfanor 
Door to Snren Mjiuir 
4. Dixjr to RcJoriin Treason,' 




1. DcKir to Si. Dclyn Exterior 

2. Do(jr to Lucrclinaus Olcinius, Trader 

3. Door to Mevcl Fercrus, Trader 

4. Door 10 Glassworkers" Hall 


5. Dor>r to The Abbey of St. E>clyn the Wise 

6. Dot)f to Tervur Braven, Trader 

7. Do<*>r to Potters’ Hall 
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St. Olms Canalworks 

1. DuortoSt. Olms Waisiworks 

2. Trapdoi>r to St. Olms Underworks 
ilX»or to St. Olms Storage 
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St. olms 
Waistworks 

. Door to St. Olms Exterior 

2. Door to Si. Olms C^analworks 

3. Docjr to Tailors and Dyers Hall 

4. r>x)r to Farmers and 
Latx;rcrs Hall 

5. D(X5r Tanners and 
Miners HaJl 

6. Dx»r to Brewers and 
Fishmongers Hall 

7. Fkrwn Llcr>n» Trader 

8. Nalis Chils, Trader 
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Telvanni waistworks 


. Door to Telvanni Canton Exterior 
1 Door to Telvanni Canalworks 
i. Door to Telvanni Temple 

4, Door to The Lizard $ 

Head Cornerclub 

5. Door to Telvanni Apthecary 
Door to Telvanni Sotecror 

7, Door to Telvanni Mage 
^ Door to Telvanni Enchanter 
9. Door to Telvanni Alchemist 


E 





I 




vSS TKc Morrowind Prophecies 



1. Door to Tcivanni Canton Exterior 

2. Door to Tcivanni Tower 

3. Door to Hlarcn Residence 


4. Door to Tel van ni Upper Storage 

5. Door to Telvanjii Temporan' Housing 
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BOATS 

Boats provide transport between the evast cities in Vvardcnfcll and» 

vben used in conjunction with silt striders or Mages Guild tclcpciria- 

tion, allow access to and from all major cities and towns. 

Khuul (-9,17) - Talmcni Dretlian S’virr 

Goes to: Onaar Mok (-8J) Goes to: Ft. Frostmoih, 
Dagon Fel (7,22) Solsiheim (-9,17) 

Gnaar Mok (-83) - Valveli Ardas 
Goes to: Khuul (-9,17) 

HlaOad (-6,-5) 

Hb Oad (-6,-5) - Baleni Salavcl 

Goes to: Onaar Mok (-83) 

Hbonhcari l2,-13) 

Vivcc, Foreign Quarter 

Ebonheart (2,-13) - Nevosi Hlan 

Goes to: Hla Oad (-6,-5) 

Vivcc, Foreign Quarter (4,-10) 

Sadrjth Mora (17,4) 

Tel Branorn (14.. 13) 

ViTcc, Foreign Quarter (4,- 10) - Ano Andaram 

Goes to: Hla Oad (-6,-5) 

Ebonbeart (2,-13) 

MoUg Mar (13, 8) 

Tel Branora (14,-13) 

Molag Mar (13^-8) - Rindral Dralor 
Goes to: Hla Oad (A-5) 

\^vcc. Foreign Quarter (4,-10) 

Tel Branora (14,-13) 

TdBranora (14,-13) - Nircli Farys 

Goes to: Ebonbeart (2,-15) 

Vivec, Foreign Quarter (4,-10) 

Mglag Mar (13,-8) 

Sadrirh Mora (17,4) 

Sadriih Mora (17,4) - Gals Arcthi 

Goes to: Icl Branora (14,-13) 

Elxinhcart (2,-'] 3) 

Td Mora (13,14) 

Dagon Fel (722) 

Td Anihn (153) - Daynas Darys 

Goes to: Dagon Fd (7,22) 

Vin (12,13) 

Tel Mora (13,14) 

Vos (12,15) - Sedyni Veran 

Goes to: Sadrirh Mora (17,4) 

Tel Aruhn (153) 

Td Mora (13,14) 

TdMora (13,14) - Tonas Tdvani 

Goes to: Sadrith Mgra (17,4) 

Td Aruhn (15.5) 

Vos (12,13) 

Dagon Fel (722) 

Dagon Fel (722) - Huema Farscer 

Goes to: Sadrith Mora (17,4) 

Tel Mora (13,14) 

KliuuJ (-9,17) 

Td Aruhn (15,5) 


SILT STRIDERS 

These giant inscci-like creatures roam the ashlands in 
Vvardcnfcll. The Dunmer have captured them, lohotormzcd 
ihcm, and use them as a means of fast travel among many 
locations throughout Vvardenfdl. Service from each town will 
visit a handful of locations, so to move across large distances you 
may need to take several silt striders, or use them in combinatum 
with available boat service. 

MoJag Mar (12,-8) - Dilaini Andr«tm 
Goes to; Suran (6,-6) 

Vivec (3,-9) 

Suran (6,-6) - Fobi Thendas 

Goes tor Molag Mar (12,-8) 

Vivec (3,-9) 

Seyda Nceo (-2,-9) 

Balmora (-3.-3) 

Seyda Neeix (-2,-9) - Darvame Hlcran 

Goes to: Surao (6,-6) 

Vivec (3,-9) 

Balmora (-3,-3) 

Gnisis (-1 1, ID) 

Balmora (-3,-3) - Sdvi! Sardoth 
Goes to: Suran <6, -6) 

Vivcc (3,-9) 

Seyda Ntx'n (-2,-9) 

Ald'ruhn (-3,6) 

Ald'ruhn (-3,6) - Navam WTan 

Goes to: Balmora (-3,-3) 

Maar Gan (-3J2) 

Gnisjs (-11,10) 

Khuul (-9,16) 

Maar Gan (-3,12) - Daras Aryon 

Goes to: Ald'ruhn (-3,6) 

Gnisis (-1 1,10) 

Khuul ( 9,16) 

Gnisis (-1 1,10) - Pimibi Vahaz 

Goes to: Ald’ruhn (-3,6) 

Maar Gan (-3,12) 

Khuul (-9,16) 

Khuul (-9,16) - Seldus Nerendus 
Ciocs to: Ald’rnhn (-3,6) 

Maar Gan (-3,12) 

Gnisis (-11,10) 

Vivec (3, -9) - Adondasi Sadalvd 

Goes iq: Seyda Nccii (-2,9) 

Suran (-6, -6) 

Molag Mar (12,-8) 

Balmora (-3, -]) 
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GUILD GUIDES 

TeIep:>rtation is available between Mage Guilds 
throughout Morrow^ind. See the individual listed below for 
teleportation service in that guild. Service is only available 
ty the other Mages Guilds listed. 

Caldera Guild of Mages, Emdia Qurynia 
Balmora Guild of Mages, Masalinic Mcrian 
Ald'nihn Guild of Mages, Erranil Icnith 
Wolverine Hall; Mage’s Guild, Sadrith Mora 
Vivec Guild of Mages, Flacassia Fauscius 

Ebonheart Council Chamber, Ascicne Rane (to Mournhold) 
Mournhold Royal Palace, Effc-Tci (to Ebonheart) 


VIVEC GONDOLAS 

Within the vast, ancient city of Vivec, you can use 
gondolas to as a means of fast travel, when w^alking gets 
to be too much. This is a list of available gondoliers and 
the areas that they serve. 

Dalse Adren (Arena) 

Goes to: Vivec, Temple (5-13) 

V^ivee, Telvanni (5, -1 1) 

Vivec, Foreign Quarter (3, -10) 
V'ivec, Hlaalu (2, -1 1) 

Talsi Uvayn (Temple) 

Goes to: Vivec, Arena (4 -11) 

Vivec, Hlaalu (2, -1 1) 

Vivec, Telvanni (5, -11) 

Fendryn Drelvi (Telvanni) 

Goes to: \^ivec. Arena (4-11) 

V'ivcc, Foreign Quaner (3* -10) 
V'ivcc» Temple (3 -13) 

Devas Irano (Foreign Quarter) 

Goes to: Vivec, Arena (4-11) 

Vivec, Hlaalu (2, -1 1) 

Vivec, Telvanni (5, -11) 

Aren Maren (Hlaalu) 

Goes to: Vivec, Arena (4 - 1 1) 

Vivec, Foreign Quarter (3, -10) 
V'^ivee, Temple (3-13) 
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Chapter four: 
Morrowind Main Quest 


|Main Quest Walkthrough 

I he main quest in Morrowind begins innocently enough 
I with a delivery errand. You may not even realise that it 
I has begun. 

l^hcn it starts, you arc basically a nobody - an undistinguished 
iraagcr in a strange land. By the time it ends» you will have become 
|{moic than you can imagine. 


iFicd the Spymaster 


IL 


CAILS COSADES 


Your first task is to deliver a package of 
documents to Caius Cosadcs in Balmora. 

The Census and Excise officer in Scyda 
Neen will put you on the right track, but 
he’s nor Cosadcs’ keeper tiiis week, and 
you’ll need .specific directions. (This is 
often the system you'll use to find your 
way in Morrowdnd.) Stop in at the South 
Wall corncrclub and sjseak with owmer 
Bacola Closcius about Cosadcs. He’ll 
direct you to Cosades’ home: Out the 
door, right up the stairs, and left all the 
wav to the end of the street. 


Kc there, just turn over your parcel iind agree to obey Cosadcs’ orders. 

ongratulaiions. You’re now' a spy. And Cosadcs is your spymaster 

Heinriucts you into the Imperial Iniclligciicc Service, known as the 
Bbclo. You're just a Novice at the start, naturally, but that w'ill 
diangr as you complete quests. 

For starters, Cosadcs advises you to join a guild - depenifing on your 
nuTcm level, he may steer you to the Fighters and Mages guilds, the 
Imperial cult, and the Imperial legion, specifically - and to take up 
the cover of a freelance adventurer. (If you haven't reached Level 4, 
he’ll also turn over 200 drakes in spending money.) 

Ot course, no one’s holding a stopwatch on you. and you don't have 
Duke a beeline north to Ralmora. The road holds a few^ diversion.s. 


For instance, before you 
leave heyda Neen, you can 
run 3 couple ol small 
errands. Voduaicus Nuccius 
.usks you to mention him to 
Darvamc Hlcran, Scyda 
Neen’s silt stridcr caravancr. 
Hlcran, in turn, mentions 
that Nuccius isn’t happy in 
Morrowind. And sure, 
enough, upon your return to 
Nuccius, he’ll offer to sell 

you a cursed ring for 100 


ADDAMAiiARrUS 



drakes so he can buy passage to somewhere more hospitable. (The 
ring is a trifle that adds 5 to your Athletics skill, and knocks 10 
points off your health, for 60 seconds.) 

You can also chat with an elderly High Elf lady, Eldafirc, and she’ll 
pul you onto a smuggler s cave, Addamasarius, ncai Scyda Neen 
sirider port - just a small taste of this community’s seamy underbelly. 

iYou'll also find Andrano Ancestral Tomb along the road southwest 
of Fclagiad. But there’s little urgency about exploring it, as you wdll 
visit it jn the course of one of the early main-quest missions.) 

When you’re ready, and it duon't have to be right now, juH talk to 
Cosadcs and select the “orders” topic to get your first quest. 

You are on your way, even if you don’t know where. 


Antabolis Informant 

Your first |ob is right in the neighborhood. Cosadcs sends you to ask 
Hasphat Antabolis of the Balmora Fighters Guild about two secret 
cults: the Ncrevarinc and the Sixth House. 

In Morrowind, as in life, it is rare to get something for nothing. 
Hasphat requires a favor from you l>efore he’ll help. He w'ants a 
pu 2 zlc box from the Dwemer ruins culled Arkngihand, ItKated in 
the w'ilderness near Balmora. 

To find the ruins, head south out of town, past the silt strider port 
and cross bridges over the Odai River to the cast. 

At the signpost, head north toward Pclagiad- On ilie right, you’ll 
scKin sec a signpost for Molag Mar. lake this old road up the hill and 
cross a bridge over Foyada Maijiaca. (The bridge is guarded by 
Snowy Granius - presumably standing w'atch for the four nasty 
characters you w'ill find in the ruins. He’s a decent opponent in a 
fight, but you should be able to sneak or race past him.) 

Arkiigthand is cast of the ravine and south oi die bridge. A crank on a 
nearby pipe opens die doors. Inside die Hall of Centrifuge, you find 
yourself at the top of a high chamber. Work ymir way down to the floor of 
the chamber, then look to the w'est for a second her above the floor, ('limb 
to rhe second tier, w'hcrc you’ll find a door to the Cells of Hollow Hand. 

You’ll find ihe puzzle box on the back bottom corner of an old 
three-tier shelf in the Cells of Hollow' Hand, in the same room as 
Boss Crito, an unpleasant an<l dangerous man. Snatch-grab-and-runy 
or take Crito down to collect the puzzle box at leisure. 

There is a lot more to see here- These cluttered ruins arc extensive — 
bodi on djc surface and underground. You can’t explore all of them 
just yet, and, given the inex}>eriencc of your character, you may not 
want to probe much deeper. But if you do, it’s worthwhile. You will 
find a Dw'arvcn sp>ear,and the odds and en<ls in the crates can be sold. 


M.orrowind Alain C!^uest 
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iWRWIHANn 

Just bring the box back to Hasphat and a^k him about the culls. 

He'll fill you in on thii story of the Sixth House -how House 
Dagoth betrayed the other Houses in the War of the First Council 
in the First Age and was destroyed for its treachery. He'll also report 
that Dagoth Ur* the source of the curKs that afHia Morrowind, is 
said to live in the^Rcd Mountain crater 

This is getting kind of interesting, yes? 

Hasphat will also give you notes to deliver to Cosa^cs^ Do so, and 
youVe done. 

But note that you can come back to Hasphat afterward, ask about 
the puzzle box and collect a key that opens the lower levels of the 
ruins. It’s not pan of the main quest - just a neat extra* 

Sleepers Awake 

Not a quest, per sc, but event. 

After you start the main quest with the Antabolis Informant mission 
you fu^t completed, you’ll begin to notice suange things happening 
in Morrowind. 

These events, triggered by the broadcasting of Dagoth Urs dreams 
through Sixth House bases, consist of player dreams and the 
appearance of Sleepers, Dreamers, and Ambushers, 

The four dream sequences occur only if you sleep in Vivec, 

Ald'ruhn, or Balmora* Each dream is triggered by the appearance of 
a specific journal entry tn four early missions in the main quest: 
Antabolis informant, Addhiranirr Infqrinant, the Mchra Milo 
segment of Vtvee Informants, and Zainsubani Informant. 

While the dreams foreshadow the conflict with Dagpth Ur, they 
won't hurt you. In fact, they don’t really affect you at all - except 
that they become a conversation topic ^disturbing dreams*’)^ You 
can then relate them to certain characters in the game, who can. 
interpret them for you. 

It s just a storytelling device, and having or not having a particular 
dream has no influence on how the gsune unfolds. 

However, it’s a neat thing to experience? ^d you'll ptubaL-lii- warn to 
have all four drtOms in order to see Morrowind in all its glory. 


But jKitc that tbere^s a certain g^ve and take here. The dreaim tlymsdi^ ■ 
ate haimkss, bot doing whatk required to have them is not iSlaqwfl; Lh 
there saiiK three towns Opens you up to attacks from Aoifauthefi - 
House assassins who assault you from behind as you wake. 

Ainbushericon be avoided by sleeping in the wilderness or in odwrii 
towns, but, when encountered, youU have to kill them. 

This U also the only way to deal with Dreamers - people who Im re 
been turned into monsters by Dagoth Ur^S dre^ broadcasts. 

Dreamers come in two varieties. One type will start ulkiog cra^y 
talk and then attack, Voull find a lot of these folks outdoors. (fA 
instance, one can be found ju$t southwest of Balmora at the I 
crossroads.) The other will atuck you on sight. These are also 
plentiful especially inside Sixth House bases. 

Finally, Sleeper^ are normal people who suddenly start talking ft Mb 
and, later on, may attack you if you provoke them. 

Initially, after the AntaboJis Informant mission, Sleepers are 
harrolw apd just talk wildly - passing on information they ve 
received from Dagoth Ur. 

However, once you complete the Sixth House mUsion, their taUE 
will turn threatening and, as th^ Disposition drops during 
dialogue^ you may find yourself under attack. After the Corprus 
Cure mission, their Disposition will drop even more and their 
inclination to fight increase. 

Il> likp-p Hr capixt p*u n\n if? v^ntrdiung ibout Ehn. the Ikk 

Be thankful that you tan do sametbing about the Slecpcrsu Don't J 
kill them if you can avoid it. They can be cured if you find the lod| 
Sixth House base and kill its priest. Killing Dagoth Hlevul at the 
Assemanu base (on an island weat of Vivcc’s HlaaJu Compound) 
will cure Sleepers in Vivec, Suran, and Arono Plantation. Killing 
Dagoth Fovon at the Hassour Shrine base (at the southwestern eu^ 
of Poyada Momaea, south of Balmora) will stop them in Balmora 
and Pelagiad. And killing Dagoth Draven at the Subdun Shrine (o4 
an island southwest of the Dimmer stronghold Berandaa) will shut fj 
things down in Gnisis, Aid Vclothi, and KJbuul. ^ i 

And what about Ald'ruhn? That’s sUghdy trickier. Visit the 
basement of Hanarai Assudanipal to find a Sixth House shrine. K1 * 
her to save the Sleepers here. 

But don’t think you have to rush out to do all this sniff right We j 

mention it here simply so that you understand what’s going no bwhini^ 
the scenes. Unless you're quite the freelance adventurer, the n 
ptralMhiiP beyond yuu. BeJiifi, CiifcRlf-t iiai aiLL^hn |Ait Cm >iki. 


Itifomual 

Yrm probably noticed that Haaphat’s info 
covered only the Sixth House; He didn’t give 
you the skinny on the Nerevarine. Cosades 
sends you off to Sham gra^Muzgob at the 
fialmora Guild of Mages to get it. 

Ms; Muzgoh must have heard from the 
Fighters Guild about your success collecting 
the Dwemer puzzle box. She wants a favor 
as well: the skull of journeyman enchanter 
Llevulb Andrano. 



Hu:DuiLob 
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f She'll cwrion you against iips^ng local people. They^Te not 

Hi!i necromancy, and don^^t fancy folks poking around in combsir 

^iat is she upxo? If you inquire, ibrll deny being a necromancer 
libiielf add tell yon she can't teach yoa spdU^ 

h methinka she doth protest too much. Maybe it Wouldn't be a bad 
ika hji art^d a little in Mag^ Guild before yov Kt out. Sure 
(Bough, you'll iwl her copy of the bdok "Le^gtotii of the Dead" m a 
ehfia. with the evidence, Muzgrob hnaJJy allows that 

a tjccromartccr and agrees to teach you to Summon Antcsiral 
dost spell if you’ll Iceepa lid on her hobby. (This isn’t required to 
nwiplctc the quest, but hey, a free spdl is a fiee spcIL) 

Ywll finJ ihe vkufl la i1k A^ndiivnii .•\£r»ird TihWi -■ kvafckhril iJic 
wi^iihrvl jufl M4 !k ibr Kriik HtIkiic riBth^hciil ajuIiwch 

kind Scyda Nccnand southeast to Vrvoc; Other skulls may be Ibundu) 
riu ¥JuU jj bin Aivlfiiwi'j u d|fcyHijfii4ihaa hy ly niysl 

You're going to m dead 
people, and you probably 
need an cnchani^ blade 
tqd^l with them, as 
ordinary weapons can't 
touch tomcof tbe spirits 
here. Miucgrohprovide$ an 
dd dagger and some 
icrolU that siwukf help. 

<5et the skull, return it to Muzgrob, and ask about Nerevarine and 
Nerevarine cuh. Like Hasphai, she'll give ypu notes to return to 
ihc spynuster 

Thisll kick you up the Blades ladder from Novke to Apprentice. Be 
me to talk ro dabs about the topic “Blades Apprentice” m get a 
[tuec litde present. If you're Level 3 or higher, your boss already has a 
pew assignment for you. 


^vec Informants 

ycNi''vc done eVjcrytbuig you can do in the fialinora area fot the uitk 
b^g. Now, you'R off to Vivec - a subitaciitial eiqr at the southern 
Dpof Morrowind. 

If jou fancy a bit of dungcoj^^lying 
along the way, note that the road south 
passes by the Adaimmuian and 
Ulummuaa dungrotis. 


In Vjvec, Cocades has set you three tasks. 
You’ll need to obuin information about 
the two cults from Addhifonirr^a Khajut 
operative of ihc Thieves Guild; Huleeya, 
aA Argoniaii jn ihe long; and 
McKra Mdo,a Temple priestc^. 

Ifsa bit involved. We'il take it one step at 
atloii. 


I I 


ADDHIEATSHUI 


Your ftm target is Addhiranirr. She is not easy toBnd. Three people 
lieie know her whereabouts: Sovisa Teran at St. Olms Canalworks, 
ind A<bves Theryn and Aldyae Arcnim, both at $L Ohm 
Waistworks. You may have to throw your money or weight around 
10 get them to open up. 


It tunts out Addhiranirr is hiding in The “Underworks" (Le., the 
sewers) to sv(ud die taxman - a Getmw and Exci^ agent nam^ 
Duvianus ^torius. You can reach her ooiyby swhnniingdowft to the 
exteribf sew^ draimandcnterii^thcsewcfs thcie,os^iiVQ(ie easily, by 
entehiyg through trapdoors founid on theHoon of St. Ohm Cauolworks. 

GotaJktoher. And find out she won’t talk lo you undltMatoriu^ts gqrve. 

In EKort,if$ favor time; Tdcally, you’lj want towaylay or kill the 
taxman, who can he found in the 5 l Olms Waistwoiks. 

If you choo^ the peaceful route (usually a good idei, if you warn to 
keep up your Reputation), just tell him hit quarry has left fur the 
mainland by gondbU. Hc1l tell you he's headed ^at way himself, 
and you can go hack to Addhir^rr with the good news. 

But let's just suppd^ you're uncontforUblc lying to government 
ofFicials — ypu’l] get over that quickly once you start killing them — 
or just fcelidg contrary by the time you run int^ the taxman. 

Wellf, PlatOTius doesn't ask for a &vor, but you can do hi|n one 
any Way, Tbll him whcie Addhiramrr i» hiding out. 

Of course, you’ll annoy the hell out of her, and youH then h^ve to 
raise her disposition to 70 to get her to talk. 

(Beh>re you gec too grumpy about the sewers, note that they conum 
to a particularly unpleasant dungconn Safely first. Stay out) 

When Addhiraniir does talk, its intercstii^ stuff. She reports that 
smagglcrs are working for the Sixth House. She doem’t know what 
they are smugglmg. However, word b Uut the cull wants to get rid 
of the Temple and foreigoers and restore things to the way they 
wem before the Ethpire. 

One down, two to go. 

Fcmnately, your second inform^m is iKi| in hiding. Hiileeya can be found 
in Black Shalk Cmeidid^ lomted in the Foragn Quaita 

Unfortunately, his situation here does not permit the free and open 
exchange of ideas. ;Tlipia= thugs oflfended by the $igbt of a ftee 
AlfEnrUan have sur funded him ifld are making trouble. You have 
to shepherd HuJecya to his friend's store* Jobasha's Rare Bcbkson 
the same Waistwqrks Icvd, where you'll be able to talk in pcaee. 

It's a short trip: ri^t out of the door and then surai|^t west, across 
the atrium. 

But that's easier sakl than done. The thugs area vpbtik and 

leavii^ iJir; viuncf cM» wjlIi your contaa 
mny ignite eqitiaiL Hukeya^ DO 
be do^'t warn to Bght ia hb friend's duh pi 
bewa lwh ha own honor hyluBir^^ 


He suggests you uy to talk seiuc into th^ 

It’s ii good idea. You can boost rlk- thugs’ 
disposition and knock down their 
mcliiiation to fight by talking iq t)f 
qh air the “filthy lizard.'* Then thcVH 
fgr« to leave the Ai'R?*Un iikpfse. When 
you have with Huiceya for the bookstor^ 
iIktt dispositkMi siiU drop, but if you'tr 

previously primed them m conversation, 
they should still keep their cool. 


f 
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On the other hand, if you leave with your contact without first 
talking down the bad guys, fighting may break out. If it does» you 
must protect Huiccya. Kill the thugs if you want to get him out alive. 

At the bookstore, just talk to Hulceyn and hell give you notes to 
carry to the spymastcr. He s not up on the Sixth House, but knows 
something of the Ncrevarine. Apparently the Temples dispute with 
that cult relates to old grievances between the Ashlandcrs ;uid the 
Great Houses. 

Two dow'n, I-ct s go find Mchra Milo. 

She*s actually the quickest of the informants to open up. Make 
your way to the Temple District and then find the library in 
the Hall of Wisdom. Talk to the folks here. They wjl) tell you 
Milo either is in the library or in her room. Find her. She is 
being w atched, and so w'on’t talk immediately, but if you 
follow her to the back of the library, she‘11 tell you about the 
Ncrevarine cult. 


In a nutshell, the Temple considers 
Ncrevar a saint, but treats prophecies of 
his reincarnation as heresy. A group 
called the Dissident Priests dispute 
Temple doctrines on these prophecies. 
An outlawed pamphlet, "Progress of 
Truth,” describes their beliefs. You need 
to get one for Cosadcs. 

You have two options here. The safe 
route is just to revisit Jobasha s Rare 
Books and buy a copy there. The library 
docs have a copy - it s the tall book on a 
shelf in the southeast corner, opposite a 
column - but you’ll have to deal w^ith 
the Temple's Ordinator guards and pay 
a fine if you take it. 

Milo also has one other rather alarming bit of info: She says to tell 
Cosades that she is worried that she is being watched by the 
Ordinators. If something goes wrong, she will leave a message 
under the codeword “amaya”. 

Return to the spymaster for promotion to Journeyman, a reward of 
200 drakes... and a little vacation! Cosadcs needs to peruse all the 
data you’ve provided and doesn’t have anything for you right away. 



MEHRA Milo 


You must gain his confidence with a gift, and your boss has 
provided 100 drakes in expense money for this purpose. 

A gift is trickier than a favor. It’s hard enough to shop for people 
you actually know. Zainsubani is a stranger. You’ve got to get to 
know this stranger a little first. 

Happily, you can talk to the man himself He is staying at the Aid 
Skar Inn. He’ll tell you, rather elaborately, that a gift offered as a 
courtesy by a stranger should reflect the tastes of the receiver. 

For a notion of Zainsubani’s tastes, you’ll need to talk to the 
publican — one Bodcri Farano, who reports that hi$ guest has a lot of 
books in his room. 

That’s a start, but w'hai sorts of books: 

Romance novels.^ Science tcxtlx»oks.' Big 
Little Books? 

Well, you’re the spy. Go do some spying. 

Explore Zainsubanj s room. This 
dow nstairs chamlicr is unmarked, but it's 
the only room wdth bcxiks. Among his 
possc.ssions, you’ll find two volumes of 
poetry: “Words of the Wind,” and “The 
Five Far Stars.” 

Give Zainsuba ni a book of poetry. You can find either of the two he 
already has - and a third, “Ashland Hymns,” w hich he does not have 
~ at Codus Callonus: Bookseller in Ald’ruhn. 

Or you can steal one of Zainsubani’s owm books and return it to 
him as your gilt. Tacky, yes, but Zainsubani won’t recognize it as 
his own, and even if he did, he’s the kind of guy who might 
admire that kind of chutzpah, 

(A third option: You don’t have to give him a gift at all — just raise 
his Disposition to 80 - and he’ll accept your effort in lieu of the 
actual item.) 

In any case, he’s now prepared to tell you about .Ashlandcrs and the 
Ncrevarine, and to turn over the notes Cosadcs requires. Note 
especially his comments about courtesy and challenges among the 
Ashbmlers and their hatred of foreigners. They w'ij] come in handy 
in the next mission. 



Besides, after all that running around in V’ivec, you’ve earned a 
rest. Allow at least a day to pass, and then return to Cosadcs for 
new^ orders. 


Zainsubani Informant 

So what do we know’ so far? A lot, and yet not a lot. We’ve put 
together a fair amount of pointc<l information on the disputes and 
antipathies that rule this world, hut haven’t drawn the lines that link 
those pieces in a bigger picture. 

Here, you’ll start drawing the connecting lines: Cosadcs is sending 
you north to Ald’ruhn to talk to Hassour Zainsubani, an 
Ashlander who has become a w’ealthy trader. Fdc is supposed to 
have information about Ashlandcrs and the Nerevarine cult. 


And, you know', you can do him a favor after all. Zainsubani 
mentions that his son, Hannai, means to explore an ancient 
underground complex at Mamaca, west of Red Mountain. He asks 
that, should you meet Hannat in the course of your travels, you tdl 
him his father is eager for new's of his son. 

Red Mountain... now' w'hcre have we heard that before? 

In fact, poor Hannat is stranded in the Mamaea dungeon. This 
diversion is not required to complete this quest, but Mamaca s not that 
far aw^ay. You can escort Hannat to freedom, and then revisit Hassour 
svith your hand out for a rew’ard. 

Well, that w’as a good day’s shopping. Cosadcs promotes you to Blades 
Finder and gives you a new assignment - and something to chew' on. 




TKc Morrowind Prophecies 


Meet Sul-Matuul 


Nibam Maesa 


It s here that the story begins to take oft. 
Wficn you return from Ald'ruhn, 

Cosades reveals your mission — to meet 
the conditions of the Nerevarine 
prophecies - and gives you a decoded 
version of the documents you delivered ic* 
him at your first meeting. 

You're oft to the Ufshilaku Camp i<t 
speak with chid Sul-Matuul and wise 
w'ojxian Nibitni Maesa. Cosadcs tells you 
to tell them your story aiul have them lest 
you against the Ncrcvarinc prophecies. 


lisa long haul to the camp - all the way to the north coast of 
Vvardcnfell - and tough to find even whth Cosadcs’ directions. 

For specifics, talk to a scout in Balmora and another scout in the 
Maarfian outpnsi. (Nuteoo Tedas can l>e found downstairs l^chind a 
door.) Follow the Foyada Bani-Dad ravine northwest to the sea. At 
the shipwTeck landmark, swim around the headland to the cast. Pass 
through the ruins oi the Daedric shrine Assurnahitashpi, and make 
your way cast to Urshilaku Camp. (Or you could take the .safer but 
longer route, traveling hy silt sirider to V'ivec, then hy ship up the 
west coast to Khuul, then follf>w' the ciMst cast to Urshilaku camp. 

But then you'll miss all the fun.) 

Akwig the way. you will find loads of jK^tential diversions. The 
wine holds not only the usual cncoimiers with monsters hut the 
iofccrcr’s tower Shishi: the Dwemer site Bthuungthumz; the Sha- 
Adnius smugglers cave; and the vampire lair DruscashtL (Not to 
mcniion the Huirat-\ assamsi Fgg Mine near Maar Can route into 
the ravine, the Daedric shrine and shipwreck mentioned earlier, and 
i couple of guys near a campfire!) 


'fhafs practically a career, and you haven't even met the Urshilaku yet. 

Once you do get to the camp, don't be rash. People live here, and 
they have customs and traditions. Respect them. Remember what 
Zainsubani told you and don’t enter the ashkhan s tent (called a yurt) 
without permission. (If you do this by mistake, go have a word with 
Kiirapli the trader.) 

kill the Urshilaku, unless wu want to make your quest a lot harder. 


And follow the pecking order. Stan by talking to the 
garden-variety Urshilaku. BcH»st their Dispositions to 60 by 
I’crsuasion, bribes, gifts (kwama eggs for Tossurradad or 
trama root for Hainab), and you will be sent to talk to the 
gulakhan Zabamund. (Trama roots arc plentiful in and 
around Urshilaku camp.) Ytm ll need to piersuadc 
Zabamund to allow' you to see Ashkhan SuUMaruuI, 

The Ashkhan will send you on an initiation rite — a 
'‘harrowing" through the Urshilaku Burial Caverns to 
rcirievc his father's magical Honebiier Bow. This dungeem 
can be found south-southeast of the camp, through a north' 
facing drjor in a little hill halfway hciwxen the camp and 
the Red Mountain. Pmm the camp, go north to the beach, 
then cast along the ciwst to a cairn (a group of piled rocks), 
then straight south down a ravine. 


Within the c.'ivcrns, the spirits of Urshilaku ancestors guard 
seven burial chamber;>. You can't talk them out of fighting. But you 
can evade them or force your w'ay past them w ith wea|3ons and 
magic. You’ll proceed through Astral liuiial and Kiirnia Burial to 
I^aterus Burial. In Uiicrus Burial, you must make your way to the 
very highest door in this chamber. leading to Juno Buna!, where 
you'll find iIk Wraith of Sul-Senipul. Kill the wraith — <lid you 
bring your enchanted weapon or spirit-searing magic spells.^ - and 
rake the bfjvv Irom his ethefial remain.s. 



1. Door to Urshilaku Leteros Burial 

2. Wraith of Sul-Senipul 

3. Creature spawn point 
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M.in, these AshlancJcrs really put you through the wringer (You 
ain't seen nothing yet.) 

When you bring Sul'Senipuls bow back to Sul-Matuul, he makes 
you a Clanfricnd (a member ol the Ashlandcr faction) and sends you 
off to Nibani Maesa, the Urshilaku wise woman, to be tested. (You 
CaiYt talk to her unless you ‘re a Clanfriend.) 

Maesa says you’re not the Nerevarinc, but could become the 
Nerevarinc. She’ll also tell you about the Dissident Priests, the 
prophecies of the Incarnate, and some Nerevarinc prophecies that 
were hidden, forgotten, and lost by accident or by design. 

How'cver, the I^ivsidcnts have recorded the Nerevarinc prophecies in 
books. If you choose to be the Nerevarinc, Maesa says, bring the lost 
prophecies they recorded back to her, and she'll serve as your guide. 

Basically, she’s Yxla, and she just told you that w>u might be 
Luke Sky walker. 

You may be inclined to start searching for those Dissident Priests 
right away. 

Not just yet. For now, return to Caius ('osades. 

The Sixth House 

So it’s all about you, isn't it? You, you, you. You probably feel 
like swaggering back into Balmora and asking Cosades for 
another promotion. 

Your boss seems nonplussed by tlte w'ord that you may be the 
Nerevarinc, And yet he immediately offers what’s probably your most 
dangcrou.s missioxt yet. 

If you haven't reached Level 6, he'll suggest a leave of absence to 
improve your skills and equipment. 


But if you’re all pumped up w'ith your new potentiahdemi-god 
status, he won’t stop you. 

Remember the Sixth House smugglers that Addhiranirr told you 
about back in the Vivee sewers.^ Well, Buckmoth Fort sent a patrol 
to Gnaar Mok to hunt them dowm. It found a Sixth House base and ! 
shrine and a half-man priest named Dagoth Gares. ' 

Dagotb Anything is bad new's. 

You must find the base and kill the priest. 

Your first stop should be the fort, which you’ll find south of 
AldVuhn’s South Gale. Talk to Champion Raesa Pullia for a report 
on the patrol. It turns out that, fleeing the attacks of cuhists and 
man^beasis, the troopers Ic; 5 t their way in the caves and ran into 
Dagoth Gares. The priest killed all but one trooper, sparing him so 
he could bring back ominous messages about a sleeper awakening 
and the Sixth House rising. 

Disfigured with the corprus disease and mad as a March hare, he 
didn’t last long. 

Pullia wnll also try to help you find the cavern. Called ‘’llunibi,” it’s 
not on the map. She tells you to ask locals in Gnaar Mok to the west 
Anybody in Gnaar Mok can tell you that 'Jlunibi' is the name of an 
old smuggler's cave up on Khartag Point, just north of Gnaar Mok. 

From Gnaar Mok, head north for Khartag Point - a little i.sland just 
north of the village. The cavern opens off the island’s north coast 
Proceed through Saint’s Carcass, Marosvak's Spine, and Blackened 
Heart to Soul’s Rattle (the Chamber of Commerce has a charming 
naming scheme here, eh?), where you'll find Dagoth Gares. 

He’ll make a little speech. It’s one of the privileges of being a "boss” 
monster. Then you can invoke the privilege of being the player 
character: Kill him. 



ILUNIBI Cavern 
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Dagoth GARES 


But this monstrous priest has the last 
laugh. As he dies, he curses you with xht 
corprus disease. Tins fust happens to 
fulfill one of the Nerevarinc prophecies. 

“Even as my Master wills* you shall 
conic to him* in his flesh, and of his 
flesh," he says. 

Creepy. 

There’s also opportunity in this 
mission for some optional side 
adverturc-s as well - including one 
involving a missing companion and a 
mud crab nest. 


I Bm you could be forgiven ifyouVe not in the mood. One quest back, 
you were feeling like king of the hjll. 

i 

Now, youVe just another sick guy wnth a long walk home. 


I Coq)nis Cure 

On your return to Balmgra, you’re promoted to Traveler. If that 
1 doesn't make you fed better, this may: The spymasicr has made 
I; inquiries and found a doctor’ for what ails you. 

L,fegrctrably, the wizard Divayth Fyr, who runs a “('orpnisariam’’ fur 
. those so afflicted, doesn't make hou^* calls. You'll have go find him. 

j Wcall know how miserable it is to travel when you're sick. At least 
f Cosadcs helps the process along a bit with a Dweiner artifact (a gotxl 
gift for alwayS'grumpy w'izards), ],0(X) drakes for potions and spells, 

' and iostruaions to ask a scout in hadrith Mora for directions. He 
I also gives you a couple Levitahon potions, because, as he informs 
you, “Wizards don’t use stairs '* 

1( Sidriih Mora's a good-sized city halfway up the cast coast of 
[ Morrowind. The ss izard can l>c found in the tower del Fyr - a 
I Straight shot southw'esi of Sadrith Mora, on ,in island on the 
j jouihwcst edge of Zafirbd Bay. There's no bout, so you’ll need to 
I iwim, w*alk tm the water or fly, 

f Once in the lower, ralk to the w^ornen. Are these Fyr's wives, 
j daughters or just very close fcnnale friends? Not important. They 
i will tell you where to fine! the wizard and how to avoid making 
^ ktniangcy. 

For starters, do not kill any of the women. (Not that you would, but 
you know how sw'ords can slip and so ond 

Give Fyr the Dwemer artifact to make him less cranky* If 11 kick his 
Dispostiion up to arounti 80 or so. (Alternatively, you can raise it to 
j 70 by other means.) Talk about your disease and brag a litde bit 
1 about how' you may fullill the Nerevanne prophecies. This seems to 
confer celebrity status, and Fyr offers you an c.'cperimental potion. 

; He says it might cure you, and it might kill you. 

Bat first you have logo retrieve a pair of enchanted bools from a 
[ corprus victim named Yagrutn Bagarn down in the Corprusarium — 
f the tower's dungeon. f\'uck. C/orpriis boots!) 


Why do you feel at though you’re doing the wizard two favors, and 
getting half of one back? 

Your task here in the Corprusarium is a kind of reverse-dun- 
gconeering. Do not kill any of Fyr’s patients, regardless of how 
monstrous they may look or how bad-tempered they behave, Use 
stealth and magic to avoid combat, and retreat from any battles you 
can't avoid. 

Better still, find the guarskin drum and give it to Uupse Fyr 
(standing next to Yagram Bagarn). She will i^lay it, soothe the 
inmates’ savage breasts and so smooth your passage. 

Talk to Yagrum Rngam in the 
Corprusarium Bowels. 

Mercifully, he docs not want a 
favor. lie’ll surrender the boots 
and tell you about the disap- 
pearance of the dwarves. 

Return the boots to Fyr, and 
he'll turn over the potion — 
provided you agree to quaff it 
right in front of him, so he can 
observe the effects. 


lust do it. 


Interesting, 


YAGRUM Bagarn 


First of all, you’re still ulive. Second ol all, you’re not exactly 
“cured.” You still have corprus - hut none of its negative 
symptoms. You're lelt with the positive symptom: immunity to all 
disease - another prophesy of the Nerevarinc fulfilled. 

And, hey, you never actually had to spend most of that 1,000 drakes 
dul you? You’re rich, immune, and cured, sort of, and you seem to 
be fulfilling prophecies at every turn. 

Head for Balmora, and strut your stuff. 


Milo Gone 

Your jubilation is short-lived. Cosades has been recalled to the 
Imperial City. While you don't know it yet, thi.s is your last mission 
under his dircciion. 

Bclorc he goes, Cosadcs promotes you to 0[x:raiivc (w*hich makes 
you the ranking Blade in the district). He also tells you he thinks you 
arc the real Nerevarine. and instructs you to find the lost prophecies 
and deliver them to Nibani Maesa - picking up the thread from 
three missions back, 

(Make sure you talk to C'aius about 'promoted to Operative,' because 
that’s when the old spyma$ter gives you some nice things he w on't 
need back in the Imperial City. You get a black shirt with a Fortify 
Sneak enchantment, black pants with a hefty Chameleon 
enchamment, and a ring with Fortify Luck and Fortify Security 
enchantments. These arc going to \yc very helpful in the near future.) 

You’ll need to visit the Hall of WiMlom and Justice iu V’ivcc. Here, 
Mchra Milo will tell you how to get the K>si pr<»phecics. 

But Milo’s wi»rst fears from your previous visit have been realized. 
She has been imprisoned. 
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MINISTRY OF TRUTH 

Cos^ides recalled. Milo behind bars. Do you get the idea something s 
going on: 

Word of her confinement doesn't seem to ha%'e gotten around. Six 
people in and round the library will tell you Milo is either in the 
library or her room across the hall from the Canon Office in the 
Hall of Wisdom. 

Nope and nope. But you want to go to Milo’s Quarters in the Hall of 
Wisdom in any case, as she has left a note to ‘'Amaya^' - the codeword 
for trouble - and two Levitation potions for you on her dresser. 

The note is Milos escape pS.an. She tells you to bring two Divine 
intervention scrolls to the Ministry of Truth - one for each of you - 
and speak to the emrauce guard, Alveb Saram, for admittance, 
(Don't have any DI scrolls on you-^ )anand Maulinie at the Mages 
Guild in Vtvecs Foreign Quarter keeps them in stock.) 

Fly up to the cmrance. Saram gives you the entrance key and 
instructs you not to kill anyone during the rescue. Apparently 
sympathy for the captive and the Dissidents exists among the 
guards, but it will evaporate if somceme dies. Instead, use stealthy 
speechcraft, or limited violence to find the necessary key.s and reach 
Milo s holding cell. 

But which way should you choose? Three doors lead into the 
Ministry. The one next to Saram leads past the Grand Inquisitors 
office (good), but also to a locked and guarded door (bad). The door 
at the ocher end of the platform b a rear entrance, and the patrols 
here can be evaded. (The door on the lower platform is also a rear 
entrance, but it is farther from the door to the Prison Keep, and 
you'll encounter more guards.) 

As you enter the rear platform door, be alert. Guards patrol the 
passage to the Icfc. You want the passage to tlie right. Follow the 
passage up and around to a locked door to the Prison Keep. (Watch 
for a guard, and wait until his patrol carries him away from the door.) 
Getting through the locked doors should be the least of your 
problems. The interior locks are all Level 10, and, with any lock pick 
and the enchanted hand-me-downs Cosades gave you^ you should be 
able to open a Level 10 lock in your sleep. 


I’hc Prison Keep is a real problem. When you enter, a team of ditcl 
Ordinators stand between you and the cell W'herc Milo is 
imprisoned. There are three cells, and Milos cell is the right'Kantl 
one. The walkways make it hard to dash past the guards. You want! 
to go around them, not through them. The second Levitation poDouJ 
Milo gave you w^ill come in handy. Fly over the Ordinators totke 
right’most ceil. You’li take a little punishment as you stand at the j 
dfx>r and try to pick the lock. (The key to the cells is in a desktmtJ 
walkway; if you’re nimble, you might be able snatch the key asyc^ j 
streak for the cell dixan) 

Talk to Milo in her cell and give her a Divine Intervention scroll, 
She’ll tdl you to go to the East Docks in Ebonhean, find a ] 

named Bbtta Hateria, and tdl her that Mehra Milo sent you. Tel! 
Haieria that you want to "'go fishing." She'll transport you to the 
dock at the Holamayan monastery, the refuge of the Dissident 
priests. Milo, transporting to the Imperial Shrine in Ebo nh ear t^ will | 
meet you at Holamayan later. 

Upon your arrival, monk Vevrana Ary on 
w ill direct you to a stone waikw'ay that 
leads north to the monastery entrance, 
w^hich appears only Ixtween 6-8 a ,m. and 
6'8 p.m. (daw^n and dusk, foreshadowing 
a similar event at a key location in the 
next mission). Inside, you'll be pointed to 
the library and Master Gilvas Barelo. Ask 
him about the lost prophecies, and Barelo 
wdll give you passages from the 
Apographa, "The Lost Prophecy" and 

"The Seven Curses” for Nib.ni Moesa. HATERIA ' 

Listen carefully to his analy.scs of these texts - especially his inter- 
pretation of "The Lost Prophecy,” which indicates the Nerevarineb 
an "outlandcrT 

Once again, that could be you. 


Incarnate 

L niay feel strange not to be going back to Cosades' place in 
Balmora, but events have overtaken your work for the Empire. 
You’re about to assume your real role in this world. 

Just don’t let it go lo your head. 

Make for the Urshibku camp again and speak to Nibani Maesa 
about the lost prophecies. 

She tells you to give her a day to decide what to do. We've already 
mentioned all the things you can find to do in this area — especially 
in the Foyada - so go do some of them. When you return, Maesa 
agrees to be your guide on the path of the Nerevarinc. 

You must pass the Seven Tests of the Seven ’V'isions. You have 
already completed two such trials by virtue ol your foreign birth and 
your cured case of corprus. SuLMamul, the Urshilaku ashkhan, w-ill 
send you off on the third. 

The first part, the Warrior’s Testj takes you to Kogoruhn - the 
ancient home of House Dagoth and now a Dunmer stronghold - to 
retrieve three tokens. 
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KOGORUHN 


( To find Kogoruhn, head cast along the coast from ibc Urshilaku 
j camp to a ruined Dunincr strunghold called Valenvaryon. lo the 
\ joutheast, you’ll find the ruined Dacdric shrine Kbcrnanit. 
jKogoruhn jjes south ofEbernanit, 

; The House Uagoth cup can be found on a tabletop in the Dome of 
{Foliock’s Eve on the surface. The corprus ssxepings can be found in 
ihc same room, half-hidden under an urn near the dome’s 
isupporting column. And the Shadow Shield is at the bottom of this 
lUrge, loujh dungeon. 

^To reach it, you’ll need to pass through the Hall of Phisto and the 
'Hallof Maki, the Nabith Waterway, and Charma’s Breath to 
(Bleeding Heart. When you enter Charinas Breath from Nabith 
Waterway, go right. (Left goes to Bad Places; see bclow\) The shield 
I'can be found on the Tomb of Dugoth Morin in the lava tunnels. 

[Along the way, you can avoid fighting if you wish. It’s not required. 
(True enough, killing Dagoth Ulen in the Vault of Aerodc will give 
you the key from Hall of Maki to Nabiib Waterway, but you can 
skip dial ImuIc and use lockpicks or magic instead.) C^ombai doesn’t 
even return much loot. You’ll actually find more booty on pre- 
existing corpses and in Bleeding Heart. 

In addition, complerists should be aw'arc that it’s possible to explore 
this dungeon a bit texj thoroughly and start taking on challenges for 
'which you arc not remotely equipped. If you go left to Bad Places 
^instead of right to Bleeding Heart in Chnrna’s Breath, you may get 
to meet an ash vampire. This is a Bad Thing. And an exit from 
Charna’s Breath leads directly into the Dagoth Ur region, inside the 
Ghostfcncc. Where you'll be V'cry Sad. 

With token.s in hand, return to Sul-Mamul, and he’ll send you on 
Wisdom s Test to find the Cavern of the Incarnate. Ifs different than 
anything else we*ve run into so far. He gives you three verses that 
contain clues to the cavern’s Uxration: 


//je eye of the needle lies in the teeth of the udnd 
the mouth of the cave lies in the sf{in of the pearl 
the dream is the door and the star is the f{ey 

Nice poem. What does it mean? You must question Ashlandcr 
scouts and hunters and Nibani Maesa to find out, (By the way, an 
Ashlandcr seout lives in ilic vurt next to the Ashkhan s yurt in 
Urshilakii camp.) In so doing, you will learn that the \*yc of the 
needle” is a rock column in the V^alley of the W’iod on the northeast 
slopes of Red Mountain. The "'skin of the pearl” is a w^hitc nKk at 
the lop of the Needle. “The star is the key” must refer to :\zura*s 
Star^ w'hich appears only at dawn (6 a.m. to S a m.) and dusk (6 p.m. 
to 8 p.m.). 

Hence, you can enter the Cavern of the Incarnate w-hen the door 
at the base of this white-capped rock colnnin is open between 
those limes. 

7b reach it, travel cast along the coast from UrshiUku camp. Pass 
the Dwemer ruin of Bthuand and the Daedric ruin ofZergonipal, 
and turn south. Tw'q parallel valleys lead south. The western one. 
Dry Camp Valley, isn’t the one you want (though you wdll find the 
Dun-Ahhe dungeon and an outcast camp here). Take the one to the 
east - the one with the entrance marked by two tall spires called 
Airan s Teeth. Pass the Dareleth Ancestral Tomb a.s you follow the 
valley. Climb ig a dead-end, and wait until one of the appointed 
times to enter. 

Inside the cavern, you’ll undergo what amounts to a coronation. 
Approach the statue of Azura to start a cut scene. In this sequence, 
you receive Nerevar’s enchanted ring MfM>n -and -Star, and learn that 
you have passed the firxt three trials, and are, in fact, the Nerevarine. 
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Congr^tubtigoi. YouVc hit a major milestone in the game. 
Naturally* you are also set a scries of tasks. 

You must now go to the councilors of the three Great Houses and 
ashkhans of the four Ashlander tribes of Vvardenfell and show 
them your ring. You must persuade each House to acknowledge 
you as Hortator and each tribe to acknowledge you as the 
Ncrcvarinc. (These are the titles given to the single war leader 
behind whom the Houses and tribes, respectively, unite in times 
of danger.) 

How'ever, you’ll have to show the danger from Dagoth Ur and the 
Sixth House to prove such a leader is needed. And you’ll have to 
show that you are that leader - that the Temple has failed the people 
and is no longer able to contain the threat. 

Obtaming the blessing of the Houses and the tribes arc the fourth 
and fifth trials, respectively. 

After each is complete, you should return to Maesa for guidance. 

What party w'ould be complete without gifts. ^ When the cuiscene 
ends, you can speak with ghosts of failed Incarnates. Each will 
give you two unique items. Peakstar turns over an embroidered 
belt and travel-stained pants. (Thanks, Peakstar, but one w'ord: 
Laundromat. Look into it.) Hon-Ledd: gives you a book (Sithis) 
and a robe. Erur-Dan offers a spear and cuirass. Idrcnie Neroihan 
provides a Master’s Probe and Lockpick, Ane Teria a book ( V) 
Lessons of V’ivec, Lesson J2) and a mace, and Conoon Chodala an 
axe and boots- 

Apparently this is a sort of Thrift Shop of the Ages. 

This transition is an event in much the same w^ay that starting the 
main quest was an event. You’ve suddenly acquired a whole lot of 
enemies and allies. (You’ll discover that your status is posted in 
cf>rnerclubs and tradehouses.) The Temple becomes your enemy, as 
docs House Redoran (unless you are a member) and the various 
factions aren’t too tickled about it, either 

The world has changed, and there is no going back. 

Unify Urshilaku 

You don’t have to complete these seven quests in any sp>cciric order 
Wc’vc arranged them with the fastest and easiest first. 

This one is beyond easy. It’s a given that the Urshilaku wull give 
you the nod as Nerevarine. After all, you’re family — a 
Clanfricn(l - and the tribe’s wise w'oman is your guide on the 
Nerevarine path. 

You have only to return to their camp and talk to Sul-Matuul. 
He’ll explain your new' position (and have you recite its require- 
incnts so that you’re prepared for future encounters), name you 
War Leader of the Urshilaku and Protector of the People. And 
he’ll give you the Teeth, the tribe’s enchanted heirloom and a 
symbol of its decision. 

It could hardly be simpler. 


Ahemmusa Safe 

How'cver, don’t think for a second that 
being in good with one Ashlander tribe 
buys you goodwill with the other three. 

They’re going to make you sing for 
your supper. 

Fox instance, persuading the Ahemmusa 
tribe that you're The One requires that 
you perform an errand with some 
ingenuity in order to help this troubled 

people find a new home. SlNNAMMU MlRPAL 

Ashlander scouts and hunters can direct you to their camp. (It’s on a 
point of land at the extreme northeast corner of mainland VvardcnfclL) 
The chief is wdsc w’oman Sinnammu Mirpah but courtesy dictates that 
you first speak to three gulakhans — Kausi, Dutadalk, and Yenamniu- 
about Nerevarine before you approach her. 

Mirpal is willing to name you Nerevarine, but as alw'ays, there is a 
condition. The Ahemmusa are having trouble with blight creatures 
and need a safe haven. Your job is to create such a haven at Aid 
Daedroih, an ancient Daedric site on an island northwest of the 
camp. Then you'll have to prove to the chief that its safe by 
escorting her there to see a great statue. 

She dex's not define “safe.” Thai’s up to you. 

One obvious W'ay it) make Aid Daedroth safe is to make it — ahem - 
empty. You can simply stomp on everyone you find there w^ho’s 
remotely dangerous 

Guess w'hai ? They're all sort of dangerous. The site is currently 
occupied by our old friends, the Ordinators, and a group of 
Shcogorath I^aedra cultists and their priestess. The tw’o sides are not 
getting along loo w'cll. so just do yourself what they’re planning to 
do to each other - wi|)e ‘cm all out, hoof it back to the Ashlander 
camp and take the chief in tow. 

It’s uncomplicated, it procluccs loot and, once the slaughter is over, 
escorting the old lady is a piece of cake. 

But this requires a fairly advanced and resilient character and a fair 
amount of lime. And since you'll lie killing Ordinators, w'ho are 
basically gotxl guys temporarily on the WTong side, it doesn’t reflect 
well on your character. (The Nerevarine should he a nice guy, right?) 

One alternative is to first wait out the battle between the tw'o sides at 
the shrine. Don’t kill anyone until one side has been w’iped out and 
the other weakened. Then go in and mop up. 

But, strictly speaking, you don’t have to kill anybo<ly. You can also 
play this the diplomatic w'ay. You can lie to the Ordinators and tell 
them you’re here to rip off the shnne. Then they’ll leave yt>u an<) the 
w'ise woman alone. 

The problem is engaging them in conversation to begin w'ith. At 
this point, the Temple and Nerevarine factions are like diesel fuel 
and fertilizer — an explosion waiting to happen. However, (-aim 
Humanoid and Charm spells will take the edge off your relation- 
ship, and you’ll be able to have a chat. There’s also an Qrdinator 
standing guard on the island outside the shrine who’s willing to talk 
first and fight later. 
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On the other hand» negcninung suiccssfully with the Sheogorath 
cultisu means you have to go aU the way to the bottom of the shrine, 
ducking and weaving past hostile cuUiscs^ and talk to the cult 
priestess, Hlireni Indavel, in the Antechamber. If your Speechcraft 
diill is 50 or greater, you cart appeal to the priestess's sense of pit}'. If 
its less than 50, but either your level or reputation is 20 or greater, 
instead offer to spare her life in exchange for providing a haven for 
the iril)e. Or you can raise her disposition to touch her heart. 

In any case, success means the cultists will leave you be. 

Then there’s the old decoy trick. Art.ick opponents along your 
planned escort route and run like hell. Outdoors, leatl them into 
complex terrain tliat will slow them down and then outdistance 
them by swimming, dying, or simply moving last. Indoors, lead 
them to a distant location and then teleport out. 

Finally, the fastest route is to lead Mirpal directly to Aid Daedroth 
and run interference for the wise woman along die way. 

However, there s no practical reason to adopt this approach. Speed 
isn’l relevant, h requires the mt>st flexible tactics. And it’s also 
extremely dangerous - Mirpal being a w^eak old woman. 

In any ease, when you’re ready, just talk to her and have her 
accompny you to Aid Daedroth. Lca<l her to the island and through 
the Outer Shnne to the Inner Shrine and the statue of a bearded god 
with a cane and wai.stcoat. Speak to her again, and she wiU name you 
Nerevarine and give you a magic token called the Madstone. 


' Zainab Bride 

I Next is the Zainab uilx:. As before, talk to Ashlandcr hunters and scouts 
to get directioivs to the camp. It is located M.»uihwc5t (jf the village of \''os 
and southeast from the Cavern of the Incarnate. 

This lime, you don't have to go through 
channels. You can go straight to 
Ashkhan Rausbad. 

However, this doesn’t mean you have an 
advantage in these talks, Raushad is a 
demanding fellow'. For starters, he won’t 
consider your request to be named 
Ncrevarine unless he likes you, and He 
doesn't like you enough. (Maybe not at 
all. He uses the words ’’ignorant 
oullander. ’) You need to boost his 

ASHKHAN KAUSHAO 

There’s a fasc way and a slower way into his affections. See, Kaushad is 
sort of a hypocrite. The 2^inah wise w'oman, Sonummu Zabamat, will 
tell you the cishkhan loves exquisite oullander shoes. Bring him a pair 
10 bump up his Disposition by dO ptjints. (The usual tactics for raising a 
characters Disjxisition in smaller increments will also work here.) 

OK, iiuw Kaushad likes you, and you can ask him to set you a task 
to prove your worthiness. He scods you to kill a vampire in the 
nearby Nerano Ancestral Tomb. 

To find the crypt, head west from Zainab camp until you reach the 
mountains, then turn north. (Keep the mountains on your left for a 
reference point.). When you pass the ruins of Nchulcft, start 
watching the cast for a tomb cnrmnre flanked by two trees. It’s on 
the western slojoe of a hill in the center of the Grazelands. 


Calvario, a Level H vampire, is a difficult but not impossible 
opj>onent. And don’t forget to pack a few Restore Strength and 
Restore Endurance potions, just in ease you should run into a 
Greater BonewMiker. 

Did you think you were done.? I told you Kaushad was demanding. 
He comes up w'lih one last requirement: a gift. It’s noi just some 
trinket, either; Kaushad is asking for a pguy among presents. He 
wants a high-born Tclvanni bride. 

And she’s got to be pretty and plump, w ith big hips. 

It’s not going to happen. Si>eak to the Zainab wise w'oman, 
Sonummu Zabamat, and she tells you that a lugh-born Tclvanni 
lady would not even consider marrying an Ashlandcr. 


Hiwvevcr, this wise woman is full of 
surprises. She sends you to her friend, 
Savile Imayn, slavcmistrcss of the Festival 
Slave Market in Tel Arubn off to the 
southeast, 

Imayn will sell you a pretty Dunincr slaw 
girl, tell you what clothes to buy for her, 
and then dress her up like a high-born 
Tclvanni lady. You then have simply 
escort the slave to the Zaiuab camp and 
present her to Kaushad. 

By George. I think you’ve got it. 

Well, almost 


It’s 3 long haul from the Zainab camp to Tel Aruhn. If you learned 
your lesson from escorting the Ahemmusa wise w'oman, you’ll scout 
the route licfore you travel it with a tender young thing in low. Figure 
out a path iltat involves the least jxissiblc danger, and kill any 
wandering enemies (particularly tuitcast Athlanders) that might 
hanker for the Slave Girl Blue Plate Special. (A Heal Cc'inpanion 
spell will come in handy, too.) 

Sure enough, Im.ayn says vhe has just the right slave. She send.s 
you off to Elcgnan: Clothier in Tel Mora to buy a fancy shin, 
skirt, and shoes. 

Return to Imayn with ihe clothes and she’ll dispatch you again in 
search of Tclvanni bug musk. (Yes, it sounds aw'ful. but it’s 
perfume.) You can get this stuff in lots of places, but the closest arc 
Bildren Ardeth the Apothecary in Tel Aruhn and lolda the 
AfX>thccary in Tel Mora. 

Finally, you have to arrive at a price for the slave, Imayn asks 1,200 
drakes, but if you have a Mercantile skill of 40 to 80, you ran get 
away w'ith as little as 600. And if Imayn likes you (Disposition > = 
60), shell settle for 1 lOf) drakes. 

Imayn will give you the key to your slave’s cage. Cove the clothes 
and bug musk j>crfumc to the young lady (who has the di.siinctly 
siripper-likc name of Falura Llcrvu) and she'll follow' you all the 
way to Kaushad ’s yurt. 

As mentioned, it’s a haul. Keep an eagle eye on Llcrvu, She’s a good 
swimmer — and that’s a good thing, given all the open water along 
the way. But she’s not exactly a master of self-defense. 
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Imtde the yurt, speak to Llcrvu and then Kaushad. Hes a happy 
camper (though he manages to work in a conipiaim about his 
intended 5 hip)* He names you Kcrcvarinc and gives you the Zainab 
Thong, an enchanted hcirlwm oi the tribe. 


Personally, I don't have much use for a used thong, but it's the 
symbol of your seleaion as Nerevarine. (Let s just assume it's a 
sandaUiyp thong. OK?) Run lo the Eralxnimsun camp, before 
Kaushad assigns you another little task. 


War Lovers 



Tlie Erabcoimsun camp, located to the 
south in the Great Scathes, is the most 
remote of the (our Ashlander settlements. 


This is true both in a physical sense and 
in a spiritual one. 


manirai 


Located northmorthwest of Mount 
Assiirnibibi, and southwest of the 
Corprusarium, this camp is located far 
from towTis and other convenient 
reference points. Difficult terrain may 
make it difficult to find. As usual, your 
best bet is to ask djrecrifins from 
Ashlandcr scouts and hunters. These 
guys know’ everything. 


When you do find the camp, you’ll discover the Hrxibenimsun arc 
remote as w-ell. They don’t like ouilandcrs, and they don’t like 
Nccevarines, and vou’rc both. Many of them aren’t helpful or 
pleasant. Some of them will treat you like diriand threaten you. If 
you persist m trymg to talk to them, some of ihcin will attack you. 
Fine. Attack them right back. To death. No one will hold it 
against you. 


Those Erabenimsun who talk civilly with you w'lll recommend you 
sec wise woman Manirai. She's the one ctxjprativc person here. 


Naturally, she has an agenda. 


She tells you have no hope of being named Nerevarine by the current 
Erabenimsun regime. To prevail, you'll have to kill the current 
Ashkhan, Ulath-Pal. and three of his gulakhans (Ahaz, Ranabi. and 
Ashu-Ahhe). She '>fFers advice on how' to approach each opponent. 


You'll fight each haiilc m a tent, so ranged splls and missile w’capons 

arc useless. 


Ranabi is the weakest of the gulakhans. Kill him first. He'll 
summon a skeleton, but you can .avoid him by leaving the yurt. 
When he's toast, get his j-Kji.soncd dagger. 


Fight Ashu-Ahhc next. He’s a gtx>d challenge, giving and meting 
out heavy damage, but you shouldn’t be at risk in this battle. 


On the other hand, you'll have to fight Ahaz and Ulath-Pal 
together. This is the toughest fight you1l have with the Ashlandcrs, 
Take on Ahaz first, and beef uo vour defense before vou start in 


Onte you’ve completed this dirty work, go hive a char with 
Manirai's candidate for ashkhan - the gubkhan Han^Ammu, son of , 
the former chief. He's in his gubkyurt. 


It turns out he doesn’t want the diicf s job. (Nor docs his tribe want , 
him as chief.) You will have to persuade him. 


It's a confidence issue. Manirai has anticipated this. She suggests ih< 
if Han-Ammu had tokens recognized as conferring sircngili, will, 
and intelligence, he wwild have the confidence to accept the respon-^ 
sibilities of leadership. (Presumably, they’d earn the respect of the 
tribe as well.) 


.Now, it jusT so happens th.at. in your massacre of the top tier of 
Erabenimsun government, you now have access to three items that 
fill the bill. These arc the War Axe of Airan*Ammu, Sanit-Kil’s 
Heart of Fire and the Robe of Erur-Dan the Wise. 


Give the items to Han-Ammu to persuade him to become ashkhan. 
If your Sj-icechcrafi skill i$ 70 or greater, it s enough to simply show 
them to him and you’ll get to keep the cool stuff. If you’re not an 
accomplished talker person, but you’ve raised Han-Ammu s 
Disposition to at least 90. he'll allow you to keep the third item you 
give him. So il you have a fnvome, save it for last. 


Once Han'Ammu assents, speak to him again and he’ll name you 
Nerevarine. Vfisii the wise woman one last time to collect the tribes 
enchanted token, the Seizing of the Eral>crtim5un. 


That does it for the tribes. By hook or by cnx)k, they have 
universally acknowledged you as Nerevarine, ,^nd you have 
completed the fitih trial. 


The three Great Hi>usc$ are quite another matter. 


Redoran Hortaior 


You can have iwu very different 
cx[Terienccs with House Redoran. 


If you joined this (action before you 
became Ncrevarine-eleci back in the 
(bvc of the Incarnate, you’re pretty 
much in like Flynn. 


lust pay a visit to Athyn S,arcthi at 
Sarethi Manor in Ald’ruhn and ask to be 
named Redoran Horator. If you already 
arc a member ol his House, Sarethi 
supports you, and tells you that he can 
persuade all but one of the other 
councilors to do the same. 


ATHYN SARETHJ 


Bolvyn Venim won't toe the party line. With that name, you just 
knew he wouldn't. Talk to him and you’ll learn he won’t even 
consider you for Hortaior. 


Howxvcr, if you didn’t join House Redoran earlier in the game, 
you’re pretty much a pariah now'. Without Sareihi’s support, you 
will have a si^nific^mt orohlcm talkim? to Redoran folk w'lthout 
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I As you'd expect, Sarethi 5 support under these adversarial circum- 
lltanccs is not a given. You must re.scuc his son, Varvur, from 
Vtium's dungeon without killmg ihc councilor and, if possible* 
without killing his guards. (Sec ** Rescue Sarcihi" in the Redoran 
;«ction for the solution to this challenge. And you’ll still need to kill 
i Veiiim bter in a formal dud.) 

Once this task is complete and Sarcthi s support is secured, you'll 
find dealing with this House much less punishing. 

Indihcr ease, Sarcthi will bring the four other councilors on board, 
but you’ll still need to talk to each of them. And to talk to them, 
)'ou1I have to find them. 


' Happily^ there's a sort of Redoran councilor directory. You can 
, find their names and residences in the “Red Book of 3E 426,” 
'Neminda, at the entrance to the Redoran Council in Ald’ruhn, 
will give you a copy. 

I Now you just have to do some running around between the 
•councilors’ respective manors and quarters in Ald’ruhn. Miner 
Arobar, Garisa Llethri, Brura Morvayn and Hlaren Ramoran each 
will concur and name you Hortator. 

But what about Councilor Bolvyn Venim.^ You could |ust kill Venim 
outright. But donY If you do, you’ll never win the approval of the 
other councilors. 

I To be sure, \Ynim s a bad guy and he must be killed, but honorably, 
in a duel. Talk to Venim in his private quarters in VYnim Manor 
i (alst) in AldVuhn) and accept his challenge to a duel in the Arena Pit 
; m Vivcc. 


Expect to spend carefully hoarded potions and scrolls on Bolvyn 
Venim. Protected by a full suit of ebony armor, and armed with a 
fearsome Dacdric dai'katnna, strong and skilled, Bolvyn Wnirn 
can kill many characters in a few' blow's. Only a very powerful, 
j wdl-armored, well-armed player character can hope to stand tr>c- 
I lo-toc with him in the Arena Pit. 


How'cver, mages and rogues with a more fle.xiblc sense ol honor can 
perch on the railing abt;ve the Arena Pit and drop rocks on him. He 
has no spells or missile w'capons, and is a sitting duck for ranged 
attacks. Shooting fish in a barrel is a completely respectable way to 
resolve this affair of honor. 


When you have honorably dispatched Bolvyn Venim in the Arena 
Pit, return to Sarcthi to be formally named Redoran Hortator, and 
to receive the Ring of the Hortator. Sarcthi also gives you a sealed 
pack.igc. The note w'ithin indicates that, should you succeed in 
being designated Hortator and Ncrcvarinc, you're invited to a 
I private interview w'ith High Archcanon Saryoni. Hang on to this 
note; it will be useful later. 




Interesting. Suddenly, the Temple wants to talk to you. 


Hlaalu Hortator 

You're still ,1 couple of missions from a sit-dow'n with the 
Archcanon. But, as it happens, you're headed for Vivcc anyw'ay. 

Bringing House Hlaalu around to the cause is a relatively simple 
chore, though somcw'hat expensive. 


As in Ald’ruhn, so in V^ivec: You’ll learn 
the names and addresses of Hlaalu 
councilors from a copy of the “Yellow 
Book of 3E 426.” Nileno Dorvayn at the 
Hlaalu Council Manor in Balmora 
provides a copy. 

If you're a member ol the Hlaalu faction, 
Crassius ('urio, found in Curio Manor in 
Vivee, will take a little sugar or 500 
drakes (300 if you bump his Disposition 
up to 70) to name you Hortator. If youVe 
not a member, buying his good opinion 
costs 1,000 drakes. 

Yngling Half- Troll, at St. Olms Yngling 
Manor, will take 1,000 drakes if you’re 
Hlaalu and 2,000 if you're not. 



But you can save yourself some money by just killing Yngling 
Half-Troll. Really. Go ahead. No one seems to care. (In fact, two 
other councilors endorse the idea.) If you taunt him into 
attacking y<»u, you w'on'i even have to pay the com|?ensaiion that 
would be due if you’d murdered him. 


Dram Bern at St. C)lms Haunted Manor will name you Hortator, 
but he says that the two remaining councilors are Orvas Dren’s 
creatures. If you arc in House Hlaalu, or if .she really likes you, 
Nevana Ules (in Ules Manor across the river from Suran village) 
will frankly admit she’ll do nothing without Orvas Dren s okay; 
other w'isc, she just gives you a cordial run-around. Velanda 
(Ymani (in Omani Manor, on Olmas Island cast of the Vivee 
cantons) just acts puzzled. But multiplication tables are a big 
challenge tor V'danda. She docs suggest you explain it all to her 
advisor, Orvas Dren. 


To get these last two councilors to name you Hortator, you must ktH 
or blackmail Dren or oiherw'isc force him to step down as head of 
the Camonna Tong. 

You can kill Dren (found in the villa on his plantation). But Dren is 
w'cll-arjued and armored, strong and skilled, and supported by two 
very* lough and able bodyguards. Moreover, unlike Bolvyn Venim, 
Orvas Dren is not easy pickings for ranged attacks, because Dren’s 
Villa is small and cramped. 

Characters playing a stealthicr game may prefer to take the 
blackmail route. To do so, you’ll need papers hidden behind 
locked doors in his basemcjxt. Uren’s bodyguard, Galos Faretbi, 
has the key to the locked doors. Nobel Peace Prize candidates 
may prefer to raise Dren Disposition to 70 (not easy!), giving the 
option of saying you want to be Hortator to protect Morrow'ind 
from the Empire. Dren will agree to name you Hortator if you 
select this option. 

Speak with Velanda Omani and Nevana Ules again after you’ve 
taken care of Orvas Dren. Once every btxly’s on board, return to 
Curio to receive the Belt of the Horator. It’s probably not the most 
fulfilling experience - more politics than anything - but it did get 
the job done. 

Now, you just have to deal with the Tclvanni. 
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Orvas DR^N 


Telvanni Hoitator 

A strange quest. 

Killing one of thr Tdvanrii councilors is 
necessary to be named Horucor by this 
Housc» But you don’t have to stop there. 
You can kill any of the councilors. You 
can kij) just the ones you can’t persuade, 
Heck, kill them all of them if you want 
to, and then name yourself Hortaton 

lerjouslvj as long as your rep can stand 
the pressure, anything goes. This is how 
the Telvanni settle their differences. 


Master Aryon in Td Vos may have kjwwn this going Jn. He 
designates you Hortator without conditions. Sjnart boy. He also 
advises you that the other councilor^ except Archmagister Gothren, 
can be persuaded to accept you. Of course, Aryon is not exactly Mr. 
Innocent,, Aryon admits Gothren stands in the way of hts 
advancement within the House, and you’d be doing him a favor if 
you removed this obstacle. 

Mistress Draiha, found in the Upper Tower in Tcl Mora* also gives 
you unconditional support - if you’re a woman. If youVe a guy, 
you’ll have to nudge her Disposition up to SO and make a little 
scene. (Mcniion that Azura is your patron to impress her) But if 
you’re a guy, and not a member of House Telvanni, then chances arc 
you CANT raise her Disposition to SO — with negative modifiers 
for membership in other factions, she may be very hard to persuade. 
If chat case, it may have to be over her dead body. 

The flighty Mistress Therana, found in the Upper Tower in Tel 
Branora, needs to be in an identically got>4 mood. But she'll also 
accept you if her Disposition is as low as 30^ provided you have a 
Spcechcraft skill of 30 and use it to charm the lady. 

Master Neloih, at Td Naga in Sadrith Mora, is a grumpy guy, but 
names you Hortator if he has a Disposition of 70. 

Master Baladas, a: Arvs-Drden in Gnisis, may become a Telvanni 
councilor if you’re a member of the House. He s easy, requiring only 
a Disposition of 30 to name you Hortator. 

And what to make of Gothren? 

When you first visit him in the Upper Tower in Tcl Aruhn, he 
appears persuaded but asks for time to reflect. 

But gifvin^ him time doesn’t help. He’s against you, and more time 
just makes him more specific about why he’s against you. He even 
threatens to kill you if you keep bugging him. 

Aryon was idling the truth, Gothren isn’t giving you any choice. 

You will have to kill him. But it won’t be easy. 


When Gothren is dead, and all other councilors have either voted 
yes, or died, Aryon will give you the Kobe of the Hortator. 

You’re Hortator and Nerevarine both. 

Now it s time to go to church. 


Meet Vivee 

Back in the days when House 
councilors were people to be 
respected, rather than extermi- 
nated, you got a note inviting you 
to arrange an interview with 
Tholer Saryoni once you became 
Hortator of the three Great Houses 
and Nerevarine of the four 
Ashlandcr tribes. 

That time is now. You’re to speak 
to Danso Indules, the healer of the 
High Fane of Vivee, to make the 
arrangements, Indules can be found 
in Vivec» in the north-south tunnel 
through the exterior of the High 
Fane. He tdls you to talk to 
Sar^'Oni in his private quarters. He 
also tdis you to avoid trouble with 
the Ordinaiof s. VFVEC 

Saryoni’s private quarters arc inside the High Fane, in the cast wing. 
Problem is, the door Is locked, and an Ordinator is standing right 
there, watching. But there is a back entrance from the Hall of 
Wisdom, That door is locked, too, but there’s no vigilant Ordinator, 
Whip out your lock picks or your spdl or scroll of Ondosi’s 
Unhinging and pop open the door. 

Speak to Suryoni. Basically, he blinks - allowing that the Temple’s 
unenlightened Nerevarine policy may change. Agree to a private 
meeting with Lord Vivee. The Archcanon gives you two keys^ one 
to his own back door (which alloivs you to exit through the Hall of 
Wisdom) and the other to a secret entrance to Vivec’s FaJacC^ 

Inside the palace, speak to Vivee, Accept the Wraithguard from 
him and swear to dedicate yourself to the destructian ofDagoth 
Ur and the preservation of Morrowind, Vivee then teaches you 
how to use this powerful artifact, offers to answer questions and 
gives you documents describing Dagoth Ur's pUns and his own 
suggestions fw i3ea^liii|; With the enemy. 

Oops 

OK, weVe all the same page, right? 



Gothren has a nasry spell that paralyzes you for several rounds while 
it burns, freezes, poisons, and shocks the meal off you. And while 
you’re paralyzed, his two Dreniora bodyguards will pound on you 
merrily. Hi» quarters offer no room for ranged attacks or maneuver. 
There is no single elegant and cunning solution to this combat, and 
no alternative peaceful resoluiion. One hint may help: rennember your 
Shadow Shield - go invisible lo stop combat^ then move someplace 
safe to heal, restore, and plan the next phase of your batde. 


Right? 

Uh-oh. 

There arc a couple of reasons you might noi be on the same page. 
One of them involves doing something wrong. T*he other involves 
doing something that’s simply different. 
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Here, we'll gel you sorted out ;ind then move on into the endgame. 

You can botch things up in any numl’ier ui ways in the earlier stages 
' of ihc game. The possibilities are kgion. Somehow, somewhere, you 
step oft the Main Quest trail into the wilderness and never quite find 
j the path again. 

I Be thankful that the game has a kind of guide rail. 

Provided you have become the Nerevarinc, have a Reputation of at 
Icasi 50 and arc at least l^vd 20, you can return to the path of the 
righteous by talking to Archcanon Tholer Saryoni. 

Of course, without help, you might never bump into this guide rail- 
I So signs directing you to it have been spread all around Morrowind. 
Six familiar characters can steer you to Saryoni: Athyn Sarcihi of 
House Redoran, Hlaalu (Councilor Crassius Curio, the wiziird 
Divayth Fyr, Ashbndcr wise woman Nihani Maesa, Mchra Milo 
] from the Temple library or Master Clilvas Barelo from the 
' Holamayan monastery. 

! Each asks why you haven’t fulfilled the Nerevarine prophecies and 
points you toward the Archcanon. 

Sar)'oni, in turn, will put you back in the saddle and in touch 
I !' with Vivcc. 

, But this is not to say you have to play the game as we’ve outlined. 

One of Morrowund 5 s^pecial qualities is its opcnnv$:?. As such, you 
an skip the Main Quest almost entirely, and still finish the game. 

I Think of it as a vegetarian Thanksgiving: No turkey for me, 

^ please. Aunt [uniper, hut please pass the yams, the green beans and 
' ihc cranberry sauce. \'ou can live off the side dishes. 

I 

In so doing, its possible to create a ’‘backpaih” character suffi- 
I j dently powerful to acquire the key to Vivec's Palace and then get 
j j hold of Wraithguard and the necessary documents without 
! |. following the story. 

} i Ah, but there is a hitch, li'you take this route and want to use the 
I j Wraithguard, you're going U) have to wait for dessert a bit longer 
I f than if you’d followed the story. 

, I 

! I You’ll recall an earlier reference to V’ivec showing you how* to use 
I j the Wraithguard.^ Well, if you kill Mvec, this doesn't happen. 

1 *WHAT? Kill Vivec-^ You gotta be kidding. He’s a g<xl.'‘ 

i 

I Right. He is very, very, very, very hard to kill. Don’t even think about it 
j unless you ve got a plan that will handle an opponent with thousands of 
I Health, Magicka, and Fatigue points. Bui he can be killed. 

j Anyw-ay, like I was saying, d you kill Vivex, V(?u can take Wraithguard 
I from his corpse, but it's an inactive VVVaithgiurd, and you won’t know 
j whom to turn to for help turning it on anti c-quipping it You won’t even 
j I know if there’s anyone who can help. 

I You won’t even know what it is. 

At this stage, ,'ind under these circumstances, it’s simply a unique hut 
I useless Dwemcr artifact. 

I Do you think we’d let that happen to you? 


Oh, maybe for just a little while, so we can w'atch you sweat, thrash 
around, beat up on innixeni characters. 

OK, that’s enough. 

In fact, there is one other person in 
Morrowind who can help you activate and 
equip Wraithguard- 

Remember Yagrum Bagarn from the 
Corprusariurn.^ You got some enchanted 
bools from him for Divayth Fyr and 
chatted a bit about the disappearance of 
the dwarves.^ And maybe he did a 
translation for you.^ And you maybe you 
borrowed his book, “Tamriclic Lore,” 
vs'hich gives the background for a lot of 
cool items in the game? (Wee’ll talk .about 
the book in another chapter.) 

Bagarn once worked with the great Dwarven inventor Kagrenac. 
If you take the artifact to Bagarn, he’ll identify it as the 
Wraithguard in dialogue (though it remains “unique Dwemcr 
artifact: in youc inventory). 

No, it’s not ifuit simple. 

Ymi'II have to meet one of three conditions just to gel the dwarf to 
agree to help you. You’ll need a Reputation of 20 and Bagarn a 
Disposition of ‘X), or a Reputation of 30 (with no Dis|x>sition 
requirement), or the documents “Dagoth Ur’s Flans” and “The Plan 
to Defeat Dagoth Ur” in your inventory. 

(If you’ve got the Wraithguard, the documents will be a piece of 
cake. They’re on a p(K-)ium on the south side of Vivec’s chamber.) 

OK, Bagarn’s in. 

But while he helfKxl make the W'raiihguard, that doesn’t make him an 
expen on its operation. He sitys he might be able to figure it out with 
Kagrenac’s Planbook and Kagrenac’s Journals .and suggests that the 
player search Dw'cmer ruins for them. 

The l^lanbook is in Kagrcnacs Library in Red Mountain citadel 
Turcynulal. Kagrenac’s fournaJs arc in his study in the citadel Endusal. 

Bring these books to Bagarn, and the last dwarf will enable the device. 

Naturally, there’s this one other hitch. You’ve backed into the 
ending, and can’t expect everything to come ofTlikc clockw'ork. So 
the first time you use this jury-rigged Wraithguard, it will 
backfire. Bigtime. When it backfires, it will do bciwcen 201 and 
225 points of damage to the player. The only way you can 
guarantee your survival is to have more than 225 hit points and be 
at full health. 

If you have 202 or more hit points, you should save your game 
someplace safe, and work through the backfires until you survive one. 
If you have 201 or fewer hit points, you are out of luck, and w'ill need 
to level up before you can proceed. 

But from this point on, the artifact performs exactly like the 
real WTaithguard. 
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GllOSTGAlTi 


Vivec’s Plan 


If not, Uthol is m Kogoruhn s Charma s Breath section. Even though 
Kogoruhn is located outside Red Mountain and well north of 
Ghost fence, this level is reached most easily through Red Mountain. 

Next are Dagoth Endus at Endusal and Dagoth Turcynul at TureynulaL 
Get their amulets of Hearirime and Hearithrum. ^es^Krctlvely. 

You’ll take on the remaining ash vampires as you dose in on 
lYagoth Ur, 


Keening 

WeVe close enough to the end to taste it - but not 
quite ready. You need to recover the artifact blade 
Keening from citadel Odrosal. located just northeast 
of Ghostgate. 


In the meantime, follow Vivcc's plan. It is a blueprint for winning 
the game. It consists of five broad steps leading up to the climactic 
battle with Dagoth Ur. 

First, you’ll need to make probing raids inside the Ghosifcnce. Your 
purjKnse here is to kill off non-respawning m<msters and to learn the 
lay of the land. II you’ve spent much time inside the Ghostfcncc. you 
know it is not an orderly w»or!d, and it will take a while to learn 
how If) gel around. 

You should get some help from folks in Ghostgate. With the end of 
the Meet \"ivec quest, your relationships with the Temple and 
House Redoran shoukl finally coo! down. This moans services 
previously unavailable at CJhoslgatc should become available. And 
Buoyant Armigers in Ghostgate arc now under orders to provide 
maps and intelligence on the region within the Ghostfcncc. 


Jt’s a straightforward mission. To reach the citadel, 
head north from Ghostgate to the highest point of the 
terrain, then turn east and peer down into Odrosal. 

An interior door leads to the tower. Naturally, it is 
locked, and, naturally, Dagoth Odros has the key. Kill 
him and claim his Amulet of Hcartfirc. In the tower, 
climb the ladder and retrieve Keening. 

Now, be careful. We know youVe eager to get on with things.. 
But don’t equip Keening without having Wraithguard equipped 
first. This super-weapon, and its companion Sunder, can waste 
anything Morrowind throws at you. But Wraithguard is the 
buffer that protects you from their awful power. 

Sunder 


It’s nice having friends again, isn’t it? 

While you’re getting all comfy-co«y on the enemy’s doorstep, it’s 
also not a bail idea to create a local headquarters where you can 
sleep safely and ferry supplies. Clear out one of the enemy citadels 
for this purpose. Stock up on all the amsurnablc resources you’ll 
need for a protracted campaign ^ restore health, fatigue, and 
niagicka potions, repair tools, and in particular, restore attribute 
jxJtions. Magical attacks of the Sixth House enemies often burn your 
anribuie$ to nubbins, and you’ll need more than nubbins to deal 
with Dagoth Ur. 

Your second step should be to take down the remaining ash 
vampires, and recover artifacts from their btxJies, 

Each ash vampire has a special enchanted item that w^ill help you 
defend yourself m the final battle. The hitch is that getting those 
artifacts means you're going to have to fight a wEolc bunch of 
increasingly nasty bc>sses pretty much in a row. 


Retrieval of the hammer Sunder is a bit 
trickier. Like Keening, it’s in a citadel — 
Wmynal - on Red Mountain inside the 
Ghosifcnce. and guarded by Dagoth Vcmyn, 
a high-level Ash Vampire. Kill him to get the 
real Sunder and the Amulet of Hcarthcal. 

Now' that you’ve got Keening and Sunder, if 
you have any kxise cash, consider a little 
excursion back to civilization to train with 
Blunt Weapons and Short Blade if you don’t 
already have those skills at high levels. If these 
skills arc below 20, paying for training is cheap, 
and tormenting hapless wilderness creatures 
will quickly raise the skills through practice. 



A Detour 


Ash Vampires 

Tackle Dag<uh Uthol first. It’s the easiest of the seven ash vampires 
to kill Indeed, if you w-ere incredibly thorough in your exploration 
of the Dunmer stronghold of Kogoruhn, you may have already 
killed it and recovered its Beit of Hcartfirc. 


Wc’vc been fighting the ash vampires in order of strength, and it’s all 
been laid out in pretty convenient fashion. Of the seven ash vampires, 
five are found in Red Mountain citadels and the one in Kogoruhn is 
reached more easily through the volcano thaji through the stronghold. 

Naturally, one of the strongest is off on his own. It’s possible you 
found Dagoth Araynys if you ventured into Mamaca (located east of 
the stronghold Berandas) on the Miscellaneous Quest to rescue 
Hannat Zainsiibani. 
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[tsalso possible that you got your ass kicked all the way to Gnisis. 

1 1 Araynys is a monstrous opponent - a Level ash varnpire with 400 
If health, 500 spell [XJints, wildly high stats and the ability' to do up to 
100 points damage w'lth a single blow. 

If you’ve already managed to eliminate him and liberate his Soul 
Ring, wc bow' to you. If not, now's the time. We know you have your 
eyes on the pnre. But inconvenient as this detour may be., its impact 
on your battle w4th Dagoth Ur will make it worth your while. 


Destroy Dagoth 

Let stake ,*! quick lo<ik at what we’ve achieved. 


V 


Dagoth ur 


In Keening and Sunder, you have 
the two artifacts required destroy 
Dagoth Ur. And in the 
Wraithguard, you have the means 
to use them w'ithout killing 
yourself. And you have beefed up 
your ow'n defenses substantially by 
salv.aging artifacts from Dagoth 
Ur’s ash vampire brethren. 

You’re not quite ready for the 
big bad guy himself, bm you’re 
ready to knock on his front door. 
Enter Dagoth Ur s citadel. 

How' do you get in.^ The door 
appears to be a sphere, but no 
activation message is displayed 
upon your approach. U’s just like 
the door to Arkngthand^ your first 
Dwemcr ruin outside Balmora. 
There’s a crank on a pipe to the 
left of the door. Turn the crank, 
run back before the sphere closes 
I again and entex the citadel. 

The last a$b vampire is here. Kill Dagoth Gilvoih in the Lower 
Facility and recover the Blood Ring from his remains. 

You’re now as w'di protected as you're going to be. It’s time to fight 
' the big bad guy. 

Make your way through the citadel to the Facility Cavern. Speak with 
Dagoth Ur. You’ll bn^th have a chance to ask and answer questions. 

And then, a,s your journal entr)- says, the time for w'ords will be past. 
Dagoth Ur is a well-bred supers illain; he leaves it to you to take the 
first blow. So take the opportunity to prepare for this climactic haidc. 

If you have any summon creature scrolls or enchantments, summon 
them to soak up Dagoth Ur’s attacks. Then cast all the enchant- 
mems from the ash vampire artifacts, and any other spells or 
enchaniments you Ivave that bcMWt attributes or skills or protect from 
magic or physical damage. When all your summoned servants and 
magical enchantments are ready, attack Dagoth Ur, and keep 
attacking him until he vani.shes. 

The game isn’t over. He’s not dead. He can’t be killed as long as the 
Heart of Lorkhan sustains him. But he docs leave his very nice 
enchanted Heart Ring on the floor of the spherical Dwemcr door as 
his disembodied spirit flees to AkuUkhan's Chamber. 


Enter Akulakhan s Chamber. Within, you will find the towering 
bulk of Akulakhan, a titanic metal automaton that Dagoth Ur plans 
to use to conquer the w'orld. The Heart of Lorkhan, which is to 
serve as the power to animate Akulakhan, hangs inside Akulakhan’s 
torso. You need to get down to heart, strike it. once with Sunder, 
then five tunes with Keening, in order to destroy the enchantments 
and sever Dagoth Ur’s life line. 

W'hcu you enter the chamber, you are immediately confronted by a 
re-embodied Dagoth Ur and Sixth House enemies. It would be 
smart to avoid them il you can. (Pcakstar's gift of Travel-Stained 
Pants or the Shadow Shield might come in handy here.) A stylish 
feat of derring-do would be to leap from the upper platform down 
to the rope bridge to Akulakhan 's torso. 

DON’T forget to have VWaithguard equipped before you equip 
Sunder or Keening. Or you will die very fast. 

When the enchantments on the Heart are destroyed with Sunder 
an<i Keening, Dagoth Ur dies the final death. And so do any ash 
vampires you haven’t already sent to their makers. You’ve also 
triggered a catastrophic collapse of .Akulakhan, so you might want 
to gel off Akulakhan and back up to the ledge w'hcre you can w atch 
the fun from a safe perch. After you’ve watched Akulakhan 
collapse, leave the way you came in. (You’ll need to fmd a standard- 
issue Dwarven crank on a nearby pipe to open the exit doors.) 

In the Facility Cavern, you'll meet the spirit of your patron, Azura, 
and receive her well-deserved praise and a reward (a ring) for 
destroying Dagoth Ur. Dagoth Ur is gone. The Blight is gone. You 
have achieved your destiny. 

Now what? 

That’s up to you. The story has ended, but the game isn’t over. U’s a 
big world out there, Nerevarine, and it is yours for the taking. 



lU 


AKULAKHAN 


Morrowind Main 
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QKsipter Five: 

Morrowind Faction Quests 


Faction Quests 


So what do you do in Morrowind when you have nothing to do? 
{Shat happens when Caius Cosadcs or antither of your mentors 
j along the path of Morrow'ind s Main says you’re not quite 
I f rody for prime time? 

You perform Faction Quests. While the Main Quest is a binder that 
fhoids everything together, the Faction Quests give Morrowind its 
|twrarc. If the Main Quest is the stuff of heroes, the Faction Quests 
tare more the stuIT of life. 

IVvardcnfcll has more special interest groups than you can shake a 
jiick at, and, throughout the game, they’re all shaking sticks at each 
other. Yoiill forge connections with many of these groups — tlic three 
Great Houses, the three Guilds, the Tribunal Temple, the Morag 
Toag assassin’s guild, and so forth - and grow in standing, w'e,nlth 
land power by performing their errands and receiving rewards. 

I They start simple - retrieving an item or escorting a merchant - and 
I more on to maior tasks like building a Stronghold, IcKaiing 
|impossihly obscure sites, killing off the officers of a rival Guild, and 
[ cvcQ attempting lu solve one of the games deepest mysteries. 

!|onward,and downw'ard. 


OUSE HLAALU 


j i House Hlaaju has always lieen loyal to the Emperor and the Empire. 
r | Hlaalu welcomes Imperial law and the Legions, and freedom of 


Dorvayn says you sound just like a dead 
Rednran — Rchnerea Saram (if you’re a 
woman) or F'dsen Sethandus (if you’re a 
man). She proposes to lake advantage of 
the similarity by sending you to Ald’ruhn 
in a Redoran helm to take orders from 
Redoran quest-giver Neminda. 

Clever, this Dorvayn. 


1 Faction Reaction 





Hated enemy 

Enemy 
A shlandcrs 
Clan Aundae 
C'lan Berne 
C^ilan Q)uarra 

FdOSTlLE 
House Redoran 
House Tclvanni 
Thieves Guild 

Friendly 

Mages Guild 
Imperial Cult 
Temple 

Camonna Tong 
Fighters Guild 
Imperial Legion 

ALLY 

BEI.OVKD AJLLY 


I Advancement 


Rank 

Speed 

Agility 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Hireling 

30 

30 

0 

0 

Retainer 

30 

30 

10 

0 

Qitlmian 

30 

30 

20 

0 

Law'man 

^0 

30 

30 

5 

Kinsman 

30 

30 

40 

10 

Hourse Cousin 

31 

31 

50 

15 

House Brother 

32 

32 

60 

20 

House Father 

33 

33 

70 

25 

Councilman 

34 

34 

80 

30 

Grandmaster 

35 

35 

90 

35 



trade and religion. They respect the old Dunmer ways, die ancestors, 
the Temple, and the noble houses. 

Once you’ve joined FJouse Hlaalu, your initial quests can be obtained 
by talking to either Nilcno Dorvayn or Edryno Arcthi, These two 
scries of qucst,s are not inter dependent, and you can follow them 
either concurrently or separately. 


Nileno Dorvayn’s Quests 


Disguised Armor 

You’ll find Nilcno Dorvayn at the Fijaatu 
Council Manor in Balmora. Foi your fust 
quest, talk to her, select “business”, and then 
“say that again.** 


Favored Skills 

Speechcraft 
Mercantile 
Marf^sman 
Short Blade 
Light A^ynor 
Security 


Morrowind Faction Quests 
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Nemindii can be found at the entrance to the Redoran Council in 
Ald’Ruhn, Make sure you’re wearing the helm, then talk to her 
using the code phrase ”Urphan of Arnesia” and collect a parcel. 
You’re suppfjsed to carry it to Maar Gan, but you're Hlaalu so it 
goes back to Dorvayn in Balmora. Talk to her again on the topic 
“Orphan of Arnesia" and give her the scroll to complete the quest. 

Note that if you’re an Argonian or Khajitt, Nileno I>nrvayn will not 
ask you to put on such an unbelievable disguise. Instead, your first 
quest will be.. . 


Bad Chemistry 

This time around, when talking to iXirvayn, select “business*' and 
“alchemical formulas.” You'll learn that there’s a new alchemist in 
town and that she’s been stealing business from a loyal Hlaalu 
alchemist. You're to steal one of the newcomer’s formulas to help the 
Hlaalu compete. 

Make your way to Auranc Frernis: Apothecary on the w'est side of 
\*ivec*s Foreign Q)uartcr I.ower Waistw'orks and steal a recipe scroll. 
There's one in plain sight on the table, one in a chest (locked and 
trapped) at the foot of the bed, and a third on Auranc Frernis 
herself if you're good ai picking pockets. Hoof it back to Balmora, 
turn any of the recipes over to Dorvayn, and you’re done. 


Egg Mine 

Dorvayn w'ants you to undermine (so lo speak) a rival named Avon 
Oran. His wealth is based in the Inanius Egg Mine, located across 
the mountains cast of Suran, and Dorvayn wants you to kill the 
kwama queen there to wreck its operations. 

You can also get a little extra cash along the way by using the threat 
to extort up to 1,000 drakes from Oran — and then kill the queen 
anyway to get 500 drakes more from Dorvayn. Nice, devious work 
if you can get it! 


An Offer You Can’t Refuse 

Now you’ve got to play wiseguy. You're supposed to persuade Rolasa 
( )ren, a vendor in \’ivcc. Foreign Quarter Upper Waistworks, to buy 
imported Hlaalu guar hides instead of Redoran ones. 

Initially, she won't go for it at all - the imported hides aren't fresh 
and she’s been getting Redoran hides for years - but with either a 
successful Intimidation or a Disposition of SO she’ll agree. (Killing 
her will get you through the quest as well, but it’s not going lo help 
the Hlaalu guar herders.) 


She Spy 

On this quest, you're the comaci for a House spy named Bivale 
Teneran — ostensibly an Ald’ruhn clothier - and must deliver her 
new orders. Tcncran’s shop is inside the giant crabsheJl, on the 
ground level, [ust talk to Teneran about “scroll" and turn over her 
orders. (She’ll give you a lavish outfit, to bcKit.) Get back to 
Dorvayn to complete the quest. 



Retaliation 

Your first elaborate quest for the Hlaalu finds you looking into the 
murder of a nobleman named Ralen Hlaalo. Dorvayn w'ants you to 
find the guilty party and kill them. 

Start by asking around in Balmora. You’ll hear a range of different 
things — among them that the killer is Nine-Toes the .Argonian. 

Pay Nine-Toes a little visit at his house in Balmora. He denies 
committing the murder, and suggests you seek out any remaining 
servants at Hlaalo Manor. 

You’ll find Uryne Nirith at the Manor. (Just as a point of interest, 
you should be able to get this quest from her dirccUy, without going 
through Dorvayn if you find and examine Ralen Hlaalo’s body.) 

Uryne Nirith says Hlaalo w^as murdered by a young Dunmer man 
with red hair, boncmold armor, and a Dwemer war axe. 

Now' you have a “murderer’s description” you can use in conversa- 
tion. Ask around some more, and you’il hear that the murderer 
sounds like Thanelen \'clas (of the Camonna Tong), who is at the 
Balmora Council Club. 

Talk to V^elas if you w'ani - he’s sure it’s a coincidence - or simply 
kill him. If you’re not sure V^clas is the one, you can kill Nine-Toes 
instead. And if you can’t make up your mind, hey, kill ‘cm bcjth. It’s 
OK. The rules of evidence don’t apply, lust make sure somcbtxly 
dies. Get back to Dorvayn to finish the quest. 

Make Up Your Mine 

This time out, you can take the quest in iw'o very different directions. 
Talk to Dorvayn about “ebony trade" and she’ll lay out your options. 

You can convince Canctunian Ponius at the East Empire Company in 
Ebonheart to buy ebony from House Hlaalu instead (>f House Redoran. 

Or you can shut down the Redoran mine in Sudanii. 

Tile first option is shorter if you’re skilled in good talking. You'U 
find Ponius in the Company Hall. Cet his Disposition up to 75 and 
he’s in your jxxkct. 

To find the mine, follow the path between Ald’ruhn and the 
Buckmoth Lxrgion Fort cast to the Ghostfence, then bear south until 
you find the mine. Kill Darns Tedalen to shut dow n operations, and 
make your w'ay back to Dorvayn. 

n you do both of these — kill Dans Tedalen and convince Ponius 
Nileno w'ill give you a suit of Glass Armor. 
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jEDRWO ARETHI’S QUESTS 

\ 

I Buried Treasure 


Edryno Arcthi s house is on ihc south side 
of the Hlaalu VVaisrw'orks. In your first 
quest for her, you're doing a little 
“collections” work. Munidius Flacus of 
Hla Oad apparendy owes Hlaalu 
nobleman Briras Tyravcl a gexx! amount 
of money. If you collect the loot, you’ll 
keep half. 


Meet and greet Flacus at his home in this 
seaside community, southwest of Balmora, 
and talk to him about “debt money.” 

Initially, he is unaK)peraiive. Rut with 
some persuasion - well, actually, a whole 
lot of persuasion (up to a rolling-on-the-fl«x)r-laughing-and-kicking 
I Disposition of 90) or any successful Intimidation - he’ll give you a 
key and confess that a chest is hichlcn under Fadila's house near the 
Hla Oad docks. You just have to find it and take the money. 


EDRYNO ARETHl 


You can skip the persuasion part and just pickfxsckci the key and 
find the chest on your own. 


In fact, you can skip this deadheat entirely. Talk to people in town 
about him, and you’ll learn that he often goes swimming near 
Fadila's house. Follow his example, find the chest on your own, 
and pick the lock. With money in hand, get back to Arcthi to 
wrap up the quest. 


Bank Courier 

A simple dispatch job: You’re carrying sealed orders to Baren Alcn 
lithe Hlaalu Treasury in V'ivec. Just talk to Alcn when you get 
there and turn over the orders. 

Don’t open it. Really, First off, you won’t be able to read it - it’s in 
code -and, second, Alen will notice. As a result, you’ll sacrifice 
your reward and compromise your good standing with Arcthi. If 
pu’re good at Security, you can open some letters like these, and 
then attempt to reseal them, but if you fail, the seal is broken and 
Baren Alen will notice. 


Escort Merchant 

Another fairly simple mission. You’re escorting the merchant 
Tarvyn Farcn to the Halfway Tavern in Pelagiad. You’ll find him 
just north of Vjvcc’s North Landing on the road to that town. Talk 
to him and sdcci “travel together.” He’ll agree to follow' you, and 
you’re off! Go slow, so the trader and his pack guar can follow' you. 
In Pelagiad, Farcn will say farewell and you can report back to 
Arcthi for more work. 


It’s a rather tricky journey, and Arcibi suggests you make for 
Holamayan, w'hich is actually farther away, and then follow' the 
trails southwest. 

There are survivors. In fact, the Hlaalu force has done OK for itself, 
and most of the sorcerer’s minions arc dead. 

How'ever, you’ll learn from leader Remasa Oihril that the sorcerer 
bim.sclf remains at large ;md has taken hostage Othril’s sister, Wdelca. 

Y’edelea w'on’t try and follow' you until you’ve killed the w'izard. So 
track dow'jt Milyn Faram (he’s in the Odirniran Tow'er section 
upstairs) and kill him. Get the key from him and go back to Vedelea. 

Talk to Vedelea, click on “travel together” and she'll follow you back 
to Remasa. Head back to Arethi and complete the quest and pick up 
your rew'ard — 500 gold if you simply killed Faram, and another 500 
if you saved the girl. 



The Exterminator 


A w'cird little mission. A Hlaalu councilor, Yngling Half-Troll, 
raises game rats to fight in the Arena. A rival has put some diseased 
rats m with his game rats. You have to kill the diseased rats w'hilc 
sparing the hcaltliy rats. 

Find your w'ay to Y'ngling Manor — it is at the top of St. Olms 
Canton, near the statue - and make your way to the basement and 
kill the diseased rats, which arc aggressive to you. The healthy game 
rats will only attack if you attack them first. 

Y^’ou can get away with killing one healthy rat in the process. 

Y^^ou can also visit the Manor proper if you want to talk to Yngling 
(provided you haven't already whacked him - an option in the Main 
Quest). Then check in with Arcthi to finish the quest. 


Ashlandcr Ebony 

Jf you discuss “ebony trade” with Arethi, you’ll learn that the Zainab 
tribe of Ashlandcrs has a source of that precious commodity and is 
selling it to the Empire. House Hlaalu, w'hich had a mono|X)ly on 
those sales, has had to lower its prices to compete. Your job i$ to 
jKfsuadc the Zainab to deal only with House Hlaalu. 

The real burden here is the long trip. (The Zainab Camp is due 
southwest of V^os/Tcl Mora.) Chat w'ith an Ashlandcr or tw'o at the 
camp, and you’ll be directed to the yurt of Gulak han Ashibaai. 


Odirniran 

■' The Hlaalu arc fighting an evil Telvanni sorcerer at Odirniran, 

I located east of MoJag Mar. Y ouVe to travel there and either help the 
■ survivors or take revenge upon the Telvanni. 


Just talk to him. TTic dialogue will be precry elaborate, as only dialogue 
with Ashlandcrs can be, but in the end you should be able to convince 
him to trade w'ith the House by choosing the following dialog options: 
Choice 1: The Zainab are now^ strong enough to sell ebony. Choice 2: If 
we both sell ebony the price drops. Then make your way back to Vivec 
to complete the quest - and snag your share of future profits! 
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Sunken Treasure 

V\' 3 rdcnfcll has a lot of shipwrecks. Arethi has a particular interest 
in the wreck of the Prelude.* east of Bal Fcl. An enchanted Dacdric 
Wakiznshi can be found on its lower level. Return it to Arethi to 
rompictc the quest. Any other loot you recover (and there s a lot!) is 
yours to keep. 


Guard Merchant 

Ralcn Tilvur s smithy shop in \'ivcc s jMarket Canton has been 
broken into three nights running. 

Guess w^ho s been elected to play security guard. 

Ralen s sliop is the one in the southeast corner of the Foreign 
Quarter Plaza. 'Ttlk to Ralen and the chief, Drarel Andus, will 
arrive. Once you’ve dispatched him, get back to Aredii to svrap up 
the quest and collect your reward. 



I Am Curious, Crassius 

If you haven’t already figured it out 
Hlaalu councilor Crassius Curio likes you. 

He really likes you. 

But mostly he’s subtle about it, 
expressing his affection in little 
endeannents and overblown rewards. 

Well, he’s done being subtle. 


By now% Ixrtweeii Dorvayn’s and Arethi’s quests, you should have 
reached at least Rank 5 within House Hlaalu. Once you try to 
advance farther, people will tel! you need a sponsor, and some of 
thern will suggest you talk to Curio. 


Ftv your first quest, he wanu yoi* to t.sike 
the opflcrs, not lo Treasury Clerk Barcn 
Alen. as you’ve done in the past, but to 
Assistant Clerk Tenisi Lladri in rhe Hlaalu 
\’au!is (part of the Treasury) in V^ivcc. You 
simply have to udk to Lladri, give her the 
<»rdcn and return to Caldera. 

Ah, hut that’s the simple side of things. 

Heivi seems to hiding something, and 
you’ve gotten yourself embroiled in 
some Hlaalu intrigue. 

No few'er than three additional people will accept the orders from 
you: Alcn, Hbalu noblcm.in Rovonc Arvcl at the Arvcl Plantation 
in the Ascadian Isles, and Hlaalu counciloT Curio. All of them 
regard the orders with suspicion. 

(Wherever your loyalties lie, it’s worth at lea.st experimenting wiih 
giving the orders to Curio. He’s a scream.) 

However, Ik advised that vvhile these alternate routes still complete 
the quest, Hdvi won’t like it and his Disposition toward you w'ill 
rake a significant drop. 

But, as you’ll learn Irom the orders’ unintended recipients, he has 
bigger pmhirms. 



ODRAL HELVI 


Capture Spy 

Whatever the tensions in tlii.s relationship, your new^ boss has 
another job for you. Someone has stolen Caldera mining contracts. 
You’re to recover the documents and kill the thief. 

I^coplc in town suggest vou talk to the tw'o newest people in tow'n: the 
pawnbroker Irgola and Klmuss;i Danmn. 


Curio wdll sponsor you, all right. He’ll sjKnsor you if you lake your 
clothes off 

Seriously. And that $ all of your clothes. No rings. No amulets. 
(Lucky for you the game doesn’t let you take off your underwear.) 

While you’re in the altogether, talk to Cmno again. You’ve got a 
patron. Pudding. 


Irgola flatly denies respinsibilitv- D.ainori is less convincing- Her 
denial is defensive. (.Mot ‘*1 didn’t do ii’^ but “You have no proof.’’) 
She's got lockpicks in her house. 

.And if you can nudge her Dispysition up to 80 (or you belong to the 
Thieves Guild), she’ll admit the theft and surrender the documents. 

But she’ll plead with you not to tell Heivi. 


When you hit Rank 4, your patron w'lll point you at Oiiral Heivi. 

ODRAL HELVrS QUESTS 
Bank Fraud 

More scaled orders. Will you open them this time.? And, more to the 
point, will you give iJicin to ihe right person.' 

You’ll come back to Curio scx>n enough. But for the moment, your 
new quest-giver is Odral Heivi, whom you’ll find in the Governor’s 
Hall in Caldera * a rieh mining town a short w'alk north of lialtnora. 

He's as crookcii as the dav is long. 


You actually have more options than you 
may have guessed. You can kill Damori 
as ordered or let her go. You can tell 
Heivi the truth — at the cost of any 
standing you may have with the Thieves 
Guild, which commissioned the theft - 
or tel) him a lie (which he'll swallow il 
you get his Disposiiion up to 70). 

Once again, it is w-orthwdiik talking to 
Curio before you complete the quest. He 
siigge.sis you spare the thief - he wants to 
talk to her himself ~ and lie to Heivi 
abiDUl the contracts. 
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life as a member of House Hlaalu h.is suddenly gotten complicated. 

As you may already know% V’aryon s a 


bsn't k? You can complete the quests in a range of w'ays. The real 

big-time smuggler. Traffic in raw 


[quesiion is how- you w^ant to play it a$ a person. 

ebony is illegal. 

V 

1 And the irony is that the real spy here is you. 

If you’re simply an errand boy, just 

*. » 

talk to Varyon, give him the ebony 
and report hack to Hclvi to complete 


Replace Doc.s 

the quest. 



Tilk to Hdvi about “erroneous dncumenrs" and hf will tell you he 
has found a serious error in the Kind deeds for the Ascadian Isles. He 
I gives you a new land deed to put in Hlaalu Reconls in Vivee and 
asks you to bring him the old one. 

You can do as Helvi asks. 

Or you can bring Curio in again and give him the take deed while 
'Itctutning the real one to Hclvi. U you don’t want to steal from the 
Treasury and ri*%k being expelled* you can speak with Baren Alen 
about "erroneous documents’’ to get a copy of the land deed. This 
only works after you’ve given the fake documents to someone. Once 
again, you can also deliver the documents to Rovone Arv-cl* but 
ihercs no real k neht to going out <if your way to do this, 

' Scancone’s building a case. 


Rent Collector 

Now, mysteriously* Hdvi wants to collect rent and taxes 1 rom 
Manat Varnan-Adda and Llovyn Andus - two farmers in the 
Ascadian Isles. 

He wants 50 gold from each. And if they won’t pay, he wants you to 
kill them as an example to others. 

You can reach V'a man- Adda’s farm by heading west out of Suran, 
crossing the isthmus and then bearing south. Andus’ farm is larther 
west, past the Drcn Plantation. 

Neither has the money, though iJovyn Andus will offer you his 
guar. Corky. (Jf you manage to lead Corky all the vv^jy up to Drulcnc 
Falcns herd she will pay you 200 drakes for him.) 

You can kill the farmers as ordered, but you don’t have to. Why do 
this crooked man s bidding? 

Instead, have another chat with Rownc Arvcl. He tells you he’ll 
bok into the matter himself, and gives you 100 drakes to cover what 
the farmers owe. Curio’s more specific: He thinks Helvi just wants 
the farmers dead, and suggests you pay the bill yourself. 

Any of these solutions is OK. (let back to Helvi and either tell him 
the farmers ate dead {you must have kdlcd them) or pay 100 drakes 
to complete the quest. 


Ebony Delivery 

It sending, finally. You can play it out as a simple errand boy lor the 
bad guy, or as an undercover cop. 

Talk to Helvi about a “shipment of ebony.” and he’ll ask you to take 
five pieces of raw" ebony to Drinar V’aryon in Ald’ruhn. 


If you’re an undercover cop, go see Curio instead. He’ll tell you to 
take the ebony to Segunivus Mantediu,s at Fort Buckinoth. 

Do so, and both Vary on and Hclvi w'ill be taken out of circulation. 

Now just report back to Curio - your new quest giver — to complete 
the rni.s.sion. 


Stronghold 

By now. Curio roay already have mentioned to you something ai>out 
a stronghold. Once you reach Rank 6 or 7 in your I louse, councilors 
and quest-givers will tell you who to contact to build this structure, 
and where to find them. (However, you don’t have to w'aii to be told, 
and can start the process on your own any time after R.tnk 4.) 

Stronghold is a sort of maxi-quest, but it isn’t simply a quest. It 
reflects a change in your status w'iihin the House and the way you 
exi.st in the game world. You’re not going to be just a wandering 
hero any more. You will have a base of operations. {Remember w'hcn 
you finally earned enough money to buy your own house in 
Daggerhill? Ifs a little like that. You’re getting a place of your owm.) 

Stronghold construction always has three stages, and it's handled in 
a similar way from House to 1 louse. Hut the details in each are a 
little difTercnt. 



Odai Plateau Stronghold 
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In House Hlaalu, you^ll start the first phase by talking about 
^‘stronghold’’ with Dondos Driler at the House s Council Hall in 
Balmora. Think of him as a general contractor. He will be your 
principal contact during the construction. 

For now, he just needs a construction contract and a land deed. 

See Duke Vedam Drcn in the Fbonheart’s Grand Council Chamber 
about the contract. He’ll ask. only tor your vow to help Ins people. 
Agree, and he’ll give you the document. You’ll barter tor the deed 
with Baren Alen at the Hlaalu Treasury, in the Hlaalu Waistworks 
in V'ivec, 

Take these tlncumcnls to Driler, ami you’re on your way. 

Now you need to play the waiting game for a bit. D<3n’t sit around 
and bite your nails, ( io knock off a quest. You won’t mi.ss anything. 

In a tew days, you’ll l>e prompted by a journal entry to talk with Driler 
about the stronghold. He provides the location (on the Odai Plateau 
south of Balmora on the northw'cst bank of the Odai River) and asks 
that you check in with site foreman Durbul gro-Rush. At the site, 
you'll learn from that work should be complete within a week. 

Report back to Driler. Allow a few more days to pass, and another 
journal entry will report that Stage 1 of the stronghold i$ complete. 

Start picking out a tile pattern for the kitchen. 

On to Phase 2 of Balmora Estates. Check in with Driler again. He 
says you need to improve business near your stronghold, and 
suggests you restore productivity the abandoned Shurdan-Raplay 
eggmine that’s located nearby. 

(Jnce again, it'.s a two-step process. The eggmine is abandoned for 
gotxl reason: l*he Kwama queen is blighted- You have to cure her 
and then rccruu miners. 

Talk to Driler about “Shurdan'Raplay.” He'll give you its general 
location — it s across the Odai from your stronghold — and a couple 
of sources for Cure Blight .scrolls. (Hetman Abclmawda in Gnisis 
and Picrlcttc Rostorad in Sadrith Mora both have them in stock.) 
Descend into the mine’s lair — it’s different w'alking through a mine 
when it’s yours, isn’t ii.^ — and cure the blighted queen. 

Talk to Driler again about “recruit some miners,” and he’ll mention 
unemployed ones in Gnisis and Tel Aruhn. Possibilities include 
llaMlur Tansumiran (v\*ho lives on the north side of Goisis between 
the Temple ajid the mines) and Llaals Ores (a former miner, now a 
slave; Tcl Aruhn slave trader Savilc Imayn w'ill sell him to you for 
200 gold, and with a “go<xl riddance” attached!) 

When one miner signs on, go see Driler again to launch the second 
stage of construction. 

Once you reach Rank 7 in the House, and Phase 2 of construction is 
complete, talk to Driler yet again about “stronghold.'’ He'll tell you 
that, to encourage people to settle here, you nccdl to get rid of the 
^Kindits preying upon commerce in the area. Specifically, you need a 
guard. He’ll point to the Balmora Fighters Guild and the Imperial 
Ix-gion at nearby Fort Moonmoth as potential sources of recruitment. 


The Fort doesn't have anyone to spare, hut check with Flaenia 
Amiulusus at the Guild. She has one candidate named Fjorgeir 
available for 1,000 g<;ld. Hire him and meet him at your stronghold.' 
Finally, talk u> him about “guard against bandits” and he'll tell you 
where to find them - a small cave calle<l Zainsipilu, across the river 
and over the hills to the south - and volunteer to fight them with 
you, (You can also have him patrol the stronghold.) 

Head for the cave with your mercenary. Z.iin.sipilu turns out to be 
pretty gtK>d-sized, and fairly thronging in bandits. Wifx* ‘cm out, 
and go see Driler to begin the third and final phase of construction, 

Once the third stage lias begun, wail a few days and your journal j 
will be updated that your stronghold is complete. It's moving 
day... your castle awaits! 

ILMENI DREN’S QUESTS 


Literacy Campaign 

Unlike many of the Hlaalu faction quests, which deal in a currency 
of corruption and intrigue, the three from llmcni Drcn (the 
daughter of Duke V'edam Dren currently slumming in V'ivec at Sl 
D clyn Canal South-One) deal in swial issues. You can start these 
tasks once you reach Rank 4. 

'lalk to Dren on the topic “people cannot 
read” to gel the first quest. She complains 
about literacy rates, and rcf>oris that 
teachers in the Mages Guilds often don't 
have enough books. You're dispatched to 
find two - “ABCs for Barbarians” .and 
“The .Annotated .Anuad” - for the school 
in the Ald'ruhn Mages Guild- 

These can be found at better booksellers 
everywhere. Buy them. <leliver them to 
V ala C^airaso at the Ald’ruhn Mages 
Guild and check back with Dren to 
complete the quest. 


Twin Lamps 

Maybe it’s because it’s an island, but V'vardenfell is not the most 
enlightened place in the Empire. Slavery still exists here — as docs an 
anti-slavcrv' movement called The Twin Lamps. The abolitionists 
need your help, and you’re off to Aid Velothi to render it. 

Seek out and speak v\dth Galyn Arvel by the docks. She reports that 
a Khajiti slave named fSaddha was supposed to meet the abolition- 
ists at their boat. (The Lamps often spirit escaped slaves away to the 
mainland.) 

The slave didn’t make it. He’s hiding in Daedric ruins to the east. 
Three slavehunters are prowling the town. 



ILMENI DREN 


This guy knows everything. 
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Different apprcmbcs should work here. You can kill the slave- 
hunters outright, but diis is murder and you may be caught. You can 
also try to sneak )*$addha into tow-n. 

And, with some diligent spcechcraft, you can send the hunters 
off on wild goose chases* If you can get each slavehuntcr's 
Disposition to 60. you can waylay them individually (and only 
one at a time) by telling one that PSaddha is in the ruins or has 
left town. Off that hunter will go. This is best directed against 
Sadal Doren, as it’s comparatively easy to sneak the slave past the 
1 oikcr himters. 

I 

1 Once the W'ay is dear, have J’Saddha travel with you and bring him 
safely to Galyn ArvcI. Then get back to pren to wrap up this 
i mission and take on another assignment for the Twin Lamps. 


! Twin Lamps Relit 

i This time out, you’re off to the Dren Plantation to free an Argonian 
I slave named Hides- His-Foot and shepherd him to Sterdecan’s Farm. 

You’ll find him outside* The guards will attack if they see what 
1 I you’re up to, so you may w'ant to consider a tw'o-stcp process ^ a 
I ^ preemptive strike to take out the most difficult guards, folluw'cd by 
I the actual rescue. Just talk to the slave and have him follow you. 

' Once you reach Sterdecan’s (which isn’t that far), the farmer wnll 
; take over. You just have to report back to Dren. 

I This may seem a very minor sort of quest, but it has a very subtle 
j ; purpose. Hidcs-His-Foot knows something. Once you deliver him 
' ^ to the farm, ask him about “little secret’’ and you’ll discover he has 
I dirt on his former employer. There’s damning evidence in a locked 
room in Orvas Dren’s cellar. 

' It’s also extremely W'dl -guarded dirt - behind heavily-locked and 
I ! trapped doors and defended by Camonna Tong enforcers- You’ll need 
to visit the villa sooner or later. (If you’re in the Thieves Guild or the 
1 Morag Tong, you’ll have to take the enforcers out in a quest later.) 


Crassius Curio’s 
Quests 

Nord Smugglers 

Jf you've reached Rank A in the House, 
and have completed the Odral Hclvi 
missions Bank Fraud and Ebony 
Delivery, you’re ready to work for 
Curio himself. 

Discuss “Vclfrcd the Outlaw’^ wdth the 
colorful Mr. Curio. He asks you to get 
the outlaw to j:>ay the appropriate 
smuggling fees to House Hlaalu, or 
kill him. 



CRASSIUS Curio 


Now go find V’elfrcd and cither wipe the flcx>r W'lih him or get him 
to listen to reason. Initially, he’s unwilling to cut in the Hlaalu - 
he’s already paying off the Empire - but boost his Disptjsiiion to 75 
and he’ll see the light. 

Get back to Curio to wrap up the quest and collect a rew^ard of 500 
drakes (if you killed Velfrcd) and 1,000 if you persuaded him. 

And get called “dumpling.” 


Destroy Tel Uvirith 

A hit, more or less. Curio sends you off to kill Tclvanni sorcerer 
Reynel Uvirith at the stronghold Tel Uviritb, located in the 
.Ashlands w'cst of Tel Fyr. Note that this quest is virtually identical 
to the Redoran faction quest Attack Uvirith. When your 
stronghold goes up, so do unchartcred Redoran and Tclvanni 
Strongholds. Each Great House has two faction quests in which 
you launch attacks on its two rivals. 

These people never stop fighting. 


Bero Support 

Curio now' tells you that you need the support of another Hlaalu 
councilor. He puts forw'ard Dram Bero - Bero apparently being 
the only one hardy (or foolhardy) enough to defy Orvas Dren. 

(Orvas Dren, a wealthy man w'ho secretly runs the Camonna Tong 
syndicate, is the gray eminence behind the Hlaalu Council.) 

But Bero is hard to find. C^urio suggests you start your search in Vivec. 

It’s good advice. If you ask around on the streets, you will 
eventually he directed to the St. Olms Plaza. All the houses up here 
seem straightforward enough, except for the “Haunted Manor.” 

Put aside your main question (“So, Mr. Bero, w'hy arc you 
living in a haunted housc.^”) and talk to him about “support on 
the Council.” 

As you know by now, no one on Vvardenfdl docs anything for you 
without you doing something for them first. Bero w'ants to see 
what you’re made of by pitting you against his champion, Carding 
the Bold. He’d prefer you knock him out — a sleep spell will do the 
trick - so try not to kill him. Garding will also concede if he gets 
low on health. Once Garding is out cold, talk to Bero again to 
confirm his support, and then talk to Curio to finish the quest. 


Destroy Indarys Manor 

Another hit - this one against House Redoran. Curio w'onts you 
to put the bag on Lord Banden Indarys at Indarys Manor — along 
the Ald’ruhn-Maar Gan highway. Get back to Curio when the 
job is done, and he’ll turn over 1,000 gold and promote you to 
“pudding pie." 


C/i 
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And that's about all he says. Curio docs not knuw Vclfrcd’s exact 
! whereabouts, but he suggests that you try Hla Oad. Talk to people 
there about Velfrcd and bis ship, the Grytewake. You’ll eventually 
karn that Velfred’s ship is at a secret d<xk to the southwest. 
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Duke vedam Dren’s Quests 


Win Saryoni 

Hlaalu faction quests don’t get any more 
advanced than this. If youVe reached 
Rank 8 in the House, you’ll be able to 
get these last two quests from the Duke 
in the Grand Council Chamber in 
Rbonheart- 

By nu\^^ you have <loubtless had painful, 
first-hand experience with the 
zealousness ol the Ordinaiors, And 
apparently you’re not the only one. Tlie 
Temple's security force, under rhe 
direction of Ik-rd Sala, has a bad habit of 
making unfaithful Hlaalu vanish. 

The Duke wants to rein them in* Select ‘'control the Ordinators” in 
conversation with him, and Dren will ask you to speak with 
Archcanon Tholcr Saryoni on this subject. 

Make for the High Fane in Vivcc and have a chat with his 
holiness. In conversation, select “troubling times” and then 
“Ordmators have failed.” 

Saryoni, who is a decent fellow, acknowledges the failure and gives 
you an opportunity to do something the Ordinators couldn’t — 
recover the lost Kolx of St. Roris. 

it’s m a chest at the Assemanu shrine — a lavishly designed Sith 
House Base, with Dagoth Hlevul at us end, on an island m the 
swamplands on the way to Scyda Keen. Saryoni will give you 
directions. You w'ill face scjjne lough battles here. 


The robe is in a chest on a ledge in the room Dagoth Hlevul is in. 
The ledge is just above the Sixth House bells, but inaccessible from 
the ground. You’ll need to levitate or U5e telekinesis to open the chcfl. 

Givc Saryoni the Rolx* and he'll agree to control the Ordinators. 
Then go see Dren to complete the quest. 


Win Camonna 

It’s all down to one last quest. The Duke tells you that you must \vm 
control of the criminal syndicate Camonna Tong from his brother, 
Orvas Dren, in order to truly assume the role of Hlaalu 
GrantJmaster. You need to do this anyway to get the Hlaalu ('oundl 
behind you for Hortalor. 

How to bring it about. ^ 

Well, there's killing. But Orvas Dren is exceptionally hard to kill. 

There is Persuasion. In dialogue, you can make Dren see that 
you’re a worthy successor. Orvas Dren. A few hints here and there 
will let you know that Orvas Dren is a nationalist and want to 
drive the Empire out of Morrowind. If you tell him you want to be 
Grandmaster in order to do this, he’ll agree unless he really 
dislikes you. 

And there s blackmail. Remember what Hides-His-Foot told you. 
The note Iroin the basement of Dren’s villa, implicating him in a 
conspiracy to kill the Duke, would make him look really bad. 

Go have a talk with the druglord to settle accounts. He’s upstairs in 
his villa at Dren Plantation. Once you’ve succeeded, and Dren has 
died or stepped dow'n, make your way back to the Duke to be 
named Hlaalu Grandmaster. 
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OUSE Redoran 


Hou«r Redoran prizes the virtues of duty, gravity, and piety. Duty is 
ui one's own liunur, and lo one's family and clan, ( iravity is the 
essential seriousness oflife. Life is hard, and events must be judged, 
endured, and reflected upon with due care and earnestness. Piety is 
respect for the gods, and the virtues they represent. A light, careless 
life is not worth living. 


Neminda’s Quests 

YourinimI House Redoran quests arc offered by Neminda, w'ho can 
be found at the entrance to Redoran Manor in Ald'ruhn. She is the 
only one who can recruit you into 1 louse Redoran. To loin. dick on 
"Join House Redoran” and say you want to join. 


Muderab Nest 


Courier 

Once yr»uVe taken care t>i the muderabs. you're good to go for this 
simple errand. Talking to Neminda, select “duties” and then “cure 
disease potion,” Neminda will ask you to deliver the pcjtion to 
Thddyn Y'irith at the CXitpost in Aid \ elothi. Simply talk to Virith, 
give him the potion and report back to Neminda, 

Now, just suppose for a moment that you’re unwell, and need the 
cure disease potion yourself. 

That’s OK. Quaff away. You can use any cure disease jx.>tjon to 
fulfill the quest. However, no one in Aid Vdoihi sells potionsS, so if 
you drink your cargo, youll have to find a replacement elsewhere. 

Note Viriih’s remark that he might have duties for you later. He’s 
the source of five relatively mild quests. Once you’ve finished this 
one, return to him when you have time or il the core Redoran quest) 
seem a bit too tough. 


In conversation with Neminda. select ^‘duties” and then "hostile 
imudcrabs." Neminda will tell you that some muderabs have 
attacked Drulcnc Falen's guar herd. Follow her directions to the 
shepherd’s hut. 

Filcn will confirni the attack and rq^rt the muderabs dr.agged a 
guars body off lo the southwest. Follow them. You’ll find a dead 
guar and two muderabs nearby. Kill the muderabs, return to Falen 
fora rcw'ard ofHaekle-lo leaf and then report to Neminda to 
complete the quest. 

Note that while you have to belong to House Redoran, to undertake 
most of these missions, ihb quest and the other involving Falen 
(Guard Guar Herchh don't require 1 louse mcmbcivhip. 


Find Dalobar 


You proved your mettle as an errand boy. 
Now, how about as an escort.^ Talk to 
Neminda about “Mathis Dalobar." 

Dalobar is a trader who’s gone missing. He 
passes through Ald'ruhn occasionally, but 
he’s not here nuw’ and hasn’t turned up in 
Maar Gan or Gnisis, his likely destinations. 
Go get him! 

Y'our best bet is to visit those two 
communities and ask after him. The folks 
in Gnisis aren't much help; they say only 
that Dalobar 15 exfxrcTcd. 



Mathis dalobar 


Faction Reaction 





Hated Enemy 

Enemy 

Ashlanders 
Cbn Aundac 
Clan Berne 
Clan Qujirra 

HOSITLE 
Mages Guild 
House Hlaalu 
House Tclvanni 
C.amonna Tong 
Thieves Guild 

Friendly 
F ighters Guild 
Imperial Ixrgivn 

.ALLY 

Temple 

BELOVED ALLY 


Advancement 


Rank 

Endurance 

Strength 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Hireling 

30 

30 

0 

0 

Retainer 

30 

30 

10 

0 

Oathman 

30 

30 

20 

0 

I^awman 

30 

30 

.^0 

5 

Kinsman 

30 

30 

40 

10 

Mouse Cousin 

31 

31 

50 

15 

House Brother 

32 

32 

60 

20 

House Father 

33 

33 

70 

25 

Councilman 

34 

34 

80 

30 

Archmaster 

5S 

35 

90 

35 


Favored Skills 

Athletia 

Spear 

Lrmg Blade 
Hcat/y Annor 
Medium Artnor 
Armorer 
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But in Maar Gan, youU get; a sense of what might have waybici the 
trader: an ash storm. And u'hile discui>^mg that topic, a few viUagers 
mention scemg someone near the Rothan Tomb. 

Go south. You’ll come upon two guar. The cave is nearby. Inside, 
kill the two bandits. You can head straight back to Neminda to 
complete the quest or drop in on Falcn again to collect more of that 
yummy Hackle-lo leaf. 

The tomb is on the right side of the road as you head back toward 
Ald'mhn. You’ll find Dalobar near the entrance. Sure enough, he got 
stuck in the a.sh storm and when you click on “travel together,” he’ll 
agree to follow you back to Maar Gan. Dalobar should stop following 
you when you near the temple* If you like, have another chat with 
him before you say adios, and report back to Ncminda in Ald'ruhn. 

Note that, as in the Muderah Nest quest, you don’t have to join 
House Redoran to perform this mission. You can just go through 
Falen directly. 

Guard Sarcthi 

Founder’s Helm 

In this last quest and the Founder’s Helm mission, you’ve proved 
yourself as a defender of property. Now, provided you’ve completed 

This quest is somewhat more complex. Ncminda will tclJ you that 
Alvis Tcri has stolen a Founder's Helm. The guy’s not too subtle 
about it. He brags about the theft and even wears the helm at the 
Eight Pbics in Balmora. 

those quests, you’ll Ik asked to defend a person. 

Talk to Ncminda about “Aihyn Sarcthi.” This will become very 
familiar name in time. 

You’ve got to get the helm back without murdering Teri, as tiiis 
would bring dishonor on the House. 

As you may have already learned. House Redoran has some serious 
interna] problems and Sarethi.an influential Redoran councilor, 
needs a bodyguard. 

Head for the Eight Plates corncrclub and talk to the thief. 

Visit Sarcthi Manor in Ald'ruhn. You’ll find the guards dead* 

Hes not just unsubtle. He is rude. You’re going to have to use force, 
subterfuge or persuasion to recover the helm. 

Uh-oh. 

There are two ways to go here. You can use persuasion or spells to 
make Tcri like you. If you get his disposition high enough (75 or 
better), he'll just give you the helm. (But he’s still rude.) 

Don’t worry^ you’re not too laic, Sarcthi still lives. But there has 
already been one assassination attempt, and Sarcthi tells you more 
may follow. 

Also, you can taunt Tcri into attacking you, kill him, and take the 
helm. This won’t be that hard. Tcri is predisposed to fight, and he’ll 
want to kick your buit just because you belong to House Redoran. 

And how. The moment you stop talking to Sarcthi, two assassins 
appear. They’ll attack Sarcthi, but he’s a hardy soul and likely to 
survive. Help him as much as you can and, once the assassins are 
dead, talk to him again. 

But w'hoa there one second. Wouldn’t killing him dishonor 
House Redoran? 

Sounds like you've g<g a potential sprmsorl 

No. The prohibition only extends to murder. This may seem like a 
semantic dislmction, but you'll find it useful throughout Morrowind- 
You can kill Tcri and maintain the Redoran honor as long as your 
victim strikes the first blow - which you, uh, lure him into striking. 

It’s probably not the first you’ve heard about sponsors. Once you 
reach Rank 3 in House Redoran, Neminda and the other Redoran 
quest-givers in this section wdll tell you that you need a sponsor to 
advance further in House Redoran. They will usually suggest you 
talk to either Sarcthi or a Redoran councilor. 

Gel the helm back lo Neminda and we’ll explore less morally 
ambiguous territory. 

Now you’ve done that. In the future, you can report directly 
to Sarcthi. 

Guard Guar Herds 

But back to Ncminda you go, one last time, to complete the quest. 

Like protecting animals. Nothing morally ambiguous about 
protecting animals. 

Theldyn Virith’s Quests 

If you’ve killed the inudcrabs and recovered the Founder’s Helm, 
you’re eligible for this quest. 

Old Blue Fin 

Talk to Ncminda about 
with bandits” to learn 
Druicnc Falen (from the 
Muderah Nest quest) is having 
problems have 

made with some 

\Ysit the shepherd's hut and have 
another you 

the can be found a cave 

You can start getting quests from V'irith, found at the Outpost in 
Aid V'clothi, as soon as you finish Ncminda’s Courier quest. 

We said earlier on that these w'erc mild quests, and they are. in this 
one, you’re going after a fish. It’s a slaughterfish called Old Blue 
Fin, and it’s apparently been annoying the dreugh hunters around 
the Aid Vclothi docks something awful. You’ve just to go whack it. 
Once it’s fish food, report back to Viriih. 
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Ashimanu Mine 

j Youll need to complete more of NemincLi s quests before Virith 
J offco you iiiioihcr one. Once you've finished Founder i Helni, talk 
10 Viriih about the Ashimanu Mine, 

Locarrd along the Gnisis-Ald'ruhn iradc route, the mine has lx:cn 

invaded by a dise-ased Shalk. It's been infecting miners and kwama 

and work has been abandoned. You've got to go in and kill it. No 

I biggie. There s ^ast the one, and it*s not quite as tough as other shalk. 

\ 

t 

) Once it’s dead, head back co Virith for af)oiher job* 


Kagouti 

j Once the Shalk is history, Virith gives you another assignment in 
j that neighborhood — to take out the Kagouti who have been 
harassing merchants on the same road. However, note that V'irith 
also mentions the Kagouti in his instructions for the Ashimanu Mine 
i c|ucst,so vou luav have already have taken care of the problem. 

Shishi Report 

Now, Virith is worried about some soldiers he sent to Shishi - a 
Vcloihi tower where the Tcivanni have set up a base. He asks you to 
gusccif dicy'rc okay and to get a report on the assault. 

Again, this i$ pretty .simple. At Shishi, all you have to do is tajk to 
Brerama Srias to get the report and book it hack to Virith. 

However, you can play this one a bit more elaborately. While you’re 
here, also talk to Temis Romavel to learn that the troops may not 
have killed all the TeJvanni. He keeps hearing sounds from the 
I room below. 

But how m get down dierc.^ Activating the skull on the table in the 
room above opens a secret door that’s located under the platform near 
Temis. Kill the Telvanni wizard Faves Andas within and return to 
Virith for a better reward than you would other%visc have received. 


Cult Elimination 

Your final assignment from V^irith is an assassination, but he'll only 
give you this quest if you've earned the Rank of House Brother, Talk 
to him about “Ashalmawia" to learn \'iriih wants iXacdra 
worshipper Gordoi killed for unspecified crimes against the people 
of Aid Vclotbi. You’ll find the shrine on a high rock just cast of that 
‘ town. Make the hit and report back to Virith. 


Athyn Sarethi's Quests 

Rescue Sarethi 

If you’ve reached Rank 4 in House Redoran, Athyn Sarethi will 
send you on this quest to rescue his son, V'arvur. He’s been accused 
of murder ,ind is imprisoned in Venim Manor. If you get him back. 
55arethi will serve as your sponsor in ilic House. 

However, note that this faction quest is also part of Morruwind's 
Main Quest. Ifvou'vc already performed this task in your attempt to 



be nominated Horiatur by House Redoran, 
you’ll skip over this step and move directly 
to the next quest - Clear Sarethi. 

To rescue Varvur, head for V'enim Manor in 
Ald'ruhn. Once inside, make a right and 
then go through the first duc>U 

X'arvur is being held in a mom behind a 
tapestry along the right wall. (If you get 
c«nfuscd,a note and a key are on a bench 
here. The note mentions Varvur’s location 
and the key gets you through the door.) fust -AHTYN SARETHI 
look behind the tapestry, open the door, 

lalk to \ arvur, and agree to have him follow you- Once you get him 
back to his Dad, he’ll stop following you and you can talk to his 
father again to complete the quest. 

There’s one problem en route: the guards in Venim Manor. If they 
see Varvur, they’ll attack. 

It s not a big problem. You should be able to run the gantlet of 
guards and get out of the manor without V’arvur taking too much 
damage. However, if you don't wont to feel anything to chance, fed 
free to kill them or put them to sleep before you attempt the rescue. 


Clear Sarethi 

Now you just have to clear Varvur’s name. It’s the most elaborate 
Reduran quest you’ve fated to date. 

Basically, you’re playing detective. 

Start by talking to the grateful Athyn Sarethi about "Bralcn 
Carvaren” - the murdered man. He asks you to find out what 
actually happened. 

V'arvur says he’s innocent — chat Hralcn was a good friend. 

He also mentions he's been having had dreams. 

Talk to Athyn Sarethi again to learn that he thinks his son may 
have been under a spell. He asks you to search V'arvur's room. Do 
so and collect an ash statue. Keep it in your inventory. Varvur now' 
tells you the dreams began when he got the ash statue, and asks you 
to take it away. 

Question Athyn Sarethi about the statue. He chinks it may have 
influenced his son, and asks you to take it to Lloros Sarano at the 
temple. 

Go to the Ald'ruhn Temple, talk to Sarano about Carv’arcn and 
give him the statue. He will cell you to ask V'arvur Sarethi to meet 
writh him. TVo so, and then talk to Athyn Sarethi again to receive 
his thanks. 

Note that this story isn’t finished. After you've cleared V'arvur's 
name, Sarano will give you the first of four quests: To find out 
where V'arvur got the ash statue. (Sarano’s quests arc listed 
separately farther along in this section.) You can jump directly to his 
Si.xth House Base quest now, or save it for later. 

Either way, Athyn Sarethi has a new job for you. 
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Honor Challenge 


It 5 a shon step from clearing one member of House Redoran to 
avenging slander on another Talk to Sarelhi about '‘slander” and 
learn that a certain Ondres Nerano has maligned a member of 
House Redoran. Sarethi wants you to defend the House’s honor by 
challenging Nerano to a duel 


V’^isit Balmora and ask around town to find Nerano Manor. (You 
should ceaily know your way around Balmora by this stage of the 
game, anyway.) Within, talk to Nerano about “slander” and accept 
his challenge of a duel. You win if Nerano is knocked out, his health 
drops below 50, or he dies. 


Oh, it’s OK to kill him - as long as a challenge was issued. (There’s that 
Honor thing again.) Then report back to Sarethi to complete the quest. 


Shurinbaai 


Another quickie, Sarethi has heard of smugglers operating out of a 
seaside cave called Shurinbaai, and orders you to shut them down by 
killing the leaders. It’s a small cave, as these things go, and easy to find 
smugglers Dartnlcr and Enjine. Do the deed and return to Sarethi. 


Mad Lord of Milk 



Arethan Mandas, a Redoran noble, has 
gone bonkers. He s holed up in a cave 
called Milk, and demands tribute from 
travelers. (Milk money, I suppo.se.) 


This doesn’t have to be complicated. 
You can visit the cave, kill, evade, or 
sneak past his guards, and then kill 
Mandras himself. 


Arethan \L\ndas 


But there’s another way to deal wnth him. 
It’s a much longer solution, but much 
more humane, and with a better reward 
at the end. 


When he makes the assignment, Sarethi mentions that you might 
want to speak wnth Arethan s father, Llcrar, in Kbonheart, (>rand 
Council Chambers. 


Llerar Mandas tells you that Arethan w'ent mad after Divayth Fyr 
kidnapped ArctKin s daughter (who is named Delyna), and tliinks that 
his daughter’s return might cure Arcihan’s madness. 


So, once again, you’re off to the Tower of Tcl Fyr on an island in 
Zafirbel Bay. Make sure you bring a scroll of Open, as otherwise 
there’s a lot ol key-finding at the end of this quest. 


You’ve probably already dealt wdth Fyr on the Main Quest. (He’s the 
demanding and cantankerous wizard who semi-cured your Corprus 
disease.) And you can deal with him again on the current matter, 
though it’s not required- (Wizards operate on a whole other plane, 
and he doesn’t really care if the girl escapes.) 


Delyna can be found behind a locked and trapped door. However, 
mercifully, Fyr scrimped on the lock and a scroll of open (a la 
Ondunsi'j Unhinging), or picking the lock should open it without 
any problem. 


Delyna will agree to accompany you back to the tower entrance. 
Once there, talk to her about her father. She will give you an amulet 
to take back to him with word she is safe. 


OK, it’s not the girl herself, but it’s the next l>cst thing. Go talk to 
Arethan Mandas and give him the locket. He svill pick up some of 
his scattered marbles and promise to stop demanding tribute. 
Then return to Sarethi for a respectable reward - not to mention 
a boost to your reputation within the faction and improvements to 
the disposition of all Redoran councilors. This will come in handy 
in the next few quests and in your attempt to be named the 
Redoran Hortator. 


LLOROS Sarano’s Quests 


Sixth House Base 


A sequel to the Athyn Sarethi quest 
C'lcar Sarethi. 


Sarano has an inquiring mind. He 
wonders where V’arvur Sarethi got that 
ash statue, and asks you to go talk to him 
again and sec what he remembers. 


V’arvur tells you he got it from Galtis 
Giivron at The Rat in the Pm Cilornerclub 
in Ald'ruhn. Go talk toGuvron, He w^ill 
attack you immediately when you bring 
up the statue. 


Galtis Gu\hon 


Well, that isn’t good. You didn’t gel anything out of him, and 
now he’-s dead. But y<uril find on Guvron’s corpse a note on him 
signed “Hanarai.” 


Sarano thinks it refers to Hannrai Assutlanipal, who has a house in 
Ald’ruhn. (You may figure this out yourself if you’ve explored the 
town* You don’t have to go through Sarano to confirm it.) 


Talk to Hanarai about the statue. Ack? She attacks vou, t(K>! 


Think you're onto soincllung.' When she’s dead, search her house. 
Pay special attention to the cellar. Some j>copIc have rumpus rooms. 
Some people have train sets or p>ooI tables.. Han*'irai Assutlanipal has ' 
a Sixth House shrine. Report back to Sarano. 


Find Tharen 


Sarano’s other three missions involve 
finding various lost (or dead) people. 


The first of these involves a pilgrim 
named Fedris Tharen. He was supj>osed 
to be heading to Koal Cave - a popular 
destination for pilgrims — but no one has 
seen him. 


The best place to start is the beginning. 
But in Gni$i$, you’ll learn only that 
Tharen has already left for the cave and 
not returned. 
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Vmt ihc cave. (ll‘$ $«uth ofCinisis* silt stridcr f>ort.) Tharen should 
bcikcarby, next ro a tree along a path northeast of the cave entrance. 
Heshek and can’t make it back to Cinisi^^and asks iliai you report 
his location so he can be cured. 

[However, the best solution is to cure him yourself with a spell or 
Kfoll. (In dialogue, Tharen will also accept store-bought cure (liscasc 
potions - but not home-brewed ones.) You can also report back to 
Sarano, who says he'll send someone out there to cure Tharen. but 
[ youllgct a better reward if you take the DIY approach. 

Find Giladrcn 

Pilgrims seem to be disapjx-aring right 
and (eft. One named Beden Giladrcn has 
vanished on the way tu Maar Gan. Lloros 
wants you to visit that town and sec if 
you can find him. 

Folks in Maar Gan will steer you to 
Tralas Rendas at the shrine. Rendas 
mentions that Ashlandcrs recently visited 
town demanding a ransom for a noble 
with a similar-sounding name, He cells 

Beden giladren v®" 

Go to the Ashlander camp and talk to leader Manat 
IShimmabadas. Manat says Giladrcn is a famous noble and 
Fdonands 5,000 gold in ransom. 

I You can simply pay the ransom. (Yeah, right.) You can kill the 
*Ashlanders. Or, once you've gotten Giladren to admit that he's not 
I rtally a famous noble, you can persuade their leader that Giladrcn 
ii just a regular guy. (Giladrcn apparently thought the Ashlanders 
were going to kill him and made up a story that made him more 
nluable alive.) Shimmabadas then dramatically revises the 
nnsom downwMrd to.. .5 drakes. 

That $ almost an insult. 

ij Lost Banner 

Finally, Sarani; sends you w'cst to discover the fate of four Redoran 
soldiers who went to the stronghokl Andasreth and have not 
rtturned. He w’ants you to rescue them, or, if they are dead, bring 
back their House Redoran shields. 

Rtgrettably, dtey are indeed dead. 7*hcy’vc been deposited in a 
locked rexim on die west side of this enormous fortress* lower level- 
Find the guards, take their banner shields and deliver them to 
Sarano to complete the quest. You’ll receive a shield of your own for 
your trouble. 

Stronghold 

And now, ^ message from your .sponsor: By now, Athyn Sarethi 
should have told you that you need to get the support of more 
councilors and build a stronghold. 

As in the other Houses, construction has three stages. The first is 
pretty simple. In House Redoran, you visit Galsa Gindu at her home 


in Ald'ruhn’s Manor District (known as “under Skar“), pay her 
5,000 gold to cover labor and materials, and provide her wdth a con- 
struction contract. 

The contract will have to come from Duke \ edam Dren in F.bonhcart. 
You'll find him in the Grand Council Chambers. Simply promise to 
protect V'vardcnfdl s |*K:opIe, and he'll lay a contract on you. Take the 
money and contract to Gindu and she’ll begin construction. 

A few days later, you'll find a new journal entry prompting you to 
talk with Gindu about the stronghold. She tells you where it is (east 
of the road between AUl'ruhn and Maar Gan) and asks that you 
sjK*ak wuth the foreman to make sure w'ork is on schedule. At the 
site, you’ll learn from liugdul gro-Kharbu.sh that the stronghold 
should be ctHTiplcie within a w'cek. 

Report back to Gindu. After a few days, you should get 
another journal entry reporting that the first stage of the 
stronghohl is complete. 

How^ about that? You’ve got a house. 

But it s not exactly a suongbold yet. Gindu won’t order further 
improvemeiKs unless the structure is well protected. She asks that 
you speak w ith Pcrcsius Mercius at the Fighters Guild and hire 
some guards. 

Mercius will hire some men out to you. But, naturally, he wants a 
favor first. You must rescue his friend, Frclcne Acques, from the 
prison of the Hlaalu C'ompound in Vivec. 

The prison can be reached through a door off the HJaalu Trca.su ry. 
First deal with the guard — w ho will otherw-isc attack when you try 
to release Acques — and have a little chat w'iih the prisoner. She will 
agree to travel wdih you out of the area. Once you're clear of the 
Treasury, Frclene will thank you and tell you she can make hcrowm 
way back. Or, you can steal the key to her cell - there’s one on a desk 
nearby — an<l give her the key. 

Return to Ald'ruhn and talk wdlh Mercius again. Hcdl send men to 
yr»ur stronghold. Now you just need to talk to Gindu to gel her to 
start on the .second stage of construction. After a few' days, a journal 
entry will leH you that the second stage is complete. 
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The third stage is somewhat more involved and you won't be able EO 
build Stage 3 until you are a Counctlor Tliis time, Gindu sends you 
to speak w'ith Hetman Guls from your stronghold's small village. 
Apparently you need to attract more settlers - specihcally marriage- 
able women settlers. 


Tax Collector 

Councilor Hlaren Ramoran has the same requirements for this 
simple quest. You just have to go get the taxes from Hetman 
Abelmawia in Gnisis, off to the northwest. 


[ust tsvo wives wil] do, and several different approaches will w^ork. 

There area couple of candidates in Ald'ruhn. Talk ro Fathusa Girethi 
at the Aid Skar Inn. At first, she waiTles befu'ecn uncomprehending 
and unwilling, but if you can bump her Disposition up to 90, she'll bile. 

Same deal with Aryni Orethi, who can be found outside her house 
in AldTuhn. 

Alternatively, for 200 gold, you can buy two slaves through slave 
trader Savile Imayn in Td Aruhn. 

A more ethical route is to deal with ,abolitionist Galyn Arvel in Aid 
Velothi. She will agree to send escaped slaves to your stronghold. 

Finally, you can visit Helviane Desdc at Desele's House of Earthly 
Delights in Suran. Get her Disposition Up to 70 or better, and she’ll 
tell you some of her dancers are ready to retire, and that she’ll 
suggest they retire to your stronghold. 

Aliy one of these will do. Get back to Hetman Guls for his OK and 
to Gindu to get her to begin work on the last stage of the 
stronghold. After a few days, a journal entry will idl you that the 
third Stage is complete. 


Redoran Councilor quests 


Once the stronghold is built, you 
need to earn the respect of the 
other councilors. 

While you've been building your 
home, Mistress Brara Morvayn has lost 
her home and her husband. Located on 
the noriheasi side of Ald'ruhn next to 
the crabshelf, Mon^ayn Manor has been 
overrun by Corprus monsters drawn 
by an ash statue like the one that got 
Varvur Sarethi into such trouble. 

If you've completed Uk Mad Lord of 
Milk quest and reached Rank 6 
within the House, Mistress Morvayn 
will send you to recover the sutue. 

The abandoned house is very dark and spooky and those 
Corprus Stalkers are everywhere. Lucky for you, you don't have 
to search too hard, h’s its an upstairs room in plain sight. Take 
the statue to our old friend Lloros Sarano at the Ald'ruhn 
Temple for destruction, then return to Mistress Morvayn for a 
reward (an amulet). 


Morvayn Manor 



Abelmawia can be found in his hut. Talk to him, and he’ll givey 
60 gold and return to Ramoran. 

You can give the councilor the full 60 or just 50. Be honest, h’s just 
10 stinking gold pieces. Besides, if you short him, Ramoran won’t 
give you his support, or the next quest, and you won't reach the 
House’s highest rank. So there. 


Old Flame 


But if you’re straight with Ramoran, he'll send you ou a personal 
errand. He wants to find what’s become of Nalvilie Saren — a girlbf, 
loved in his youth. 


In the real world, this is usually a mistake. 
They're not who they were. You're not 
who you were. But hey, it’s none of your 
business. The guy asked you, so just do it. 

Ask around in Ald'ruhn, You’ll eventually 
learn that Saren is in Vivec. In V^ivec, 
you’ll further learn that she has a shop in 
St. Dims Canton or that you can ask her 
family on top of the Redoran Canton. 

And, sooner or later, you'll find her store 
on the south side of the St, 01ms Canton’s 
Canal works level. 



Nalvilie saren 


But Saren refuses to speak w'idr Ramoran. £>oesn't matter how^ persuasive 
you are, Doesrt’t matter if you don't shoplift whUe you're in her store. She’s] 
absolutely not interested. This is all you need to <Jo. Report back to 
Ramoran and he’s disappointed, but he’ll still give you his support. 


Maybe there’s an alternative. Who know's a councilor better thantht 
councilor's personal guard r Talk to Ramoran 's bcxlyguards. One of 
them is Naivyna Sarinith. The name’s tra> similar to the councilor's 
beloved to be just a coincidence. On top of that, she acts a bit odd 
when you mention her boss. 


Think she might have a thing for him? 

Oh yeah. It you take up the topic ''Nalvyna Sarinith" with Ramoran, 
you can convince him to live for today and not for the past. He decides 
he doesn't want you to find haren after all, and gives you his sup^xirt. 


Caldera Corrupt 

Councilor Garisa Llethri wants to shut dowm the Caldera Ebony 
Mines, but risks the blouse’s good name if he irics to do so without 
evidence. He will send you off to get the goods on House Hkalu's 
corrupt operations there. 

The mine is southeast of the village of Caldera, which is halfway 
between Ald'ruhn and Balmora. 

The slave Dahleena and Cunius PeleJius will tell you w-here to look 
for the evidence - if they like you. (Secunia, who helps run the mines, 
wil! need to like you a lot; you’ll have to ratchet up his Disposition to 
a giggling-like-schoolgirl 90 before he’ll spill the beans.) 
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JBasically, there arc two ledgers. One b a fake for public 
MDSumption. The other is hidden (but not that well hidden, its 
Optiairs IQ Odral Hclvi’s chest) and contains the evidence of 
lEotTUptton. Cart the true ledger hack to J.lcihi u 


i Caldera Disrupt 


I JJcihri sends you straight back to the mines — this time to shut the 
t place down. 


Talk to folks in Caldera to get a sense nf your (Options. You can free 
iDdilcrna. Without her, the other slaves wi\[ not w'ork as hard and may 
revolt. You can kill her with similar results. (But why kill her?) Or you 
C 2 Q kilt mine operators Sccunia and Silennius \'ibaio. This last option 
p\'cs )tiu a smaller reward. A slave key can he found at the top of the 
lUard tower. Then pjp hack to LIcthri, and Hnish things up. 


Arobar Kidnap 


|Evcryhf)dy else gave you a job. Kveryone ebe lined up behind you. 


BuiRcdoran Councilor Miner Arobar is uncooperative. He refuses 
ttoftipporl you on the council. In fact, he acts rather angry and 
[doesn't talk wuih vou much at all. 


rWhal’s wrong with this fellow*? Go back to Athyn Sarethi for some 
linsight. He thinks House Tclvnnni is influencing Arobar. I Ic asks 
you find out how, and to di.spcl the influence. 


Head for the Tclvanni town ofSadrith Mora - you can get there 
using the Mages Guild's tcleporiaiion service — and talk to the 
people on the street. Yuu’II eventually learn that Tclvanni councilor 
Master Neloih is holding Arobar's daughter, Nartise, as a hostage in 
Tel Naga. 


Kidnapping people s kids seems to be a regular vv*av of doing business 
here. You need to pull off another rescue, and it won't be quite as easy 
as spiriting Delyna Mandas out of d el Fyr. She is in the lower levels of 
Tel Naga on the right side as you enter the main door. Be careful, as 
shcLs wclhguarded ami the guards will attack as you try to escape 
with her. 


Nartise will agree to travel w'ith you to the Sadrith Mora docks, and 
finds her own w'ay home from there, (jo see Sarethi and learn that 
Miner Arobar is no longer under 1‘elvanni iniluencc. And, if you like, 
you can revisit Arobar himself to collect to his thanks and a rew^ard. 



Archmaster 


The only thing standing l>ctween you and 
the post of Archmastcr of House 
Redorsn is ihc ob|cctionable person of 
councilor BoU’vn V^cnim. 


You could just kill him, hut you’d also kill 
your supfwt from the other councilors, 
w'ho w^ould see you as a usurper. 


BOLVYN VENIM 


However, if V'enim were to die in a duel... 
Yeah, that’s the ticket. 




If you've reached Rank 8, built a Stage 2 Strongliold, and earned the 
support of the other councilors, pay another visit to Athyn Sarethi. 
He says Venim will fight a duel w ith you. Go to Venim Manor in 
Ald'ruhn and issue your challenge. Venim agrees to meet you in the 
\'ivcc Arena. Defeat him, and you instantly reach Rank 9. (Note that 
this duel can also be handled as part of the Main Quest.) 


Congratulations, Archmastcr' 


And the Rest 


Two other Redoran figures whom you may or may not have met 
in your travels have quests for you. Neither of them fit directly 
into your rise up the Redoran ladder - tlicy're not connected to 
its n\ain story — so wc*vc dealt with them separately here. 
However, you'll probably want to play some these quests earlier 
in the Redorurt sequence, when the experience they offer will 
prove more useful. 


Faral retheran’s Quests 


A short series of quests can be undertaken by talking to Faral 
Retheran at the Redoran Treasury, Redoran Waistworks in V'ivcc, 
The early quests don’t have any special requirements beyond 
completion of their predeecsstw, but later quests can't be undertaken 
until you have finish the first phase of stronghold construction. 


Hlaano Slanders 


They talk a fair amount of smack in Morrowind, and those that do 
sometimes get a smack right back lor their trouble. 


For instance, Retheran has heard that 
Hlaano noble Mcril Hlaano has been 
slandering House Redoran at the Eight 
Plates in Balmora. He w*ants you to 
convince him to knock it off. 


The hardest part is the distance. 
Shorten it by traveling by silt strider to 
Fialmora. Find the cornerclub, talk to 
Hlaano and use Persuasion to boost his 
Disposition to 75, and he’ll withdraw* 
his slanders. (Rilling him works, too, 
but obtains no rcw*ard aside from the 
brnent to your reputation.) 


Meril HI-AANO 


Return to Retheran to complete this gig. 


Redas Tomb 


The last heir of the Redas family has died and, apparently trying to 
take it wdth him, has left the family treasures in the tomb. Retheran 
wants you to go to the Redas Ancestral Tomb south of Molag Mar 
.and recover the Redas Chalice, the Redas War Axe, and the Redas 
Robe of Deed s. 


The robe and chalice arc straight ahead from the entrance. TTie axe 
is in the last room, and to reach it youT have to hop in the pool with 
the slaughtcrfijh and swim ihcfc- 


You can deliver the items back to Retheran. But, then again, this is 
precious stuff and you may not want to give it up for a w'hilel 
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Coward’s Disgrace 

A junior member of House Redoran, Rothis Ncihan, has chickened 
out of a scheduled duel with Rrethas Dcras. You’re to find Ncthan 
and convince him to be a stand up guy ^Jnd fight the duel. 

Nethan is at the Flowers of CJold corncrclub (how appropriate) in 
the Redoran compound in V^ivec. He pleads that he has no chance 
against Dcras, svho 19 a well-known ftghtcr. 

But he's willing to fight if the player brings him 10 standard jxitions 
of healing to level the playficid, and you get his disposition to 50. 

leer., Nethan, how about if you just bring a gun, too? 

You shoultl be able to scrape together the potions by visiting a Mvee 
alchemist or two. As with other quests in Morrowind. homemade 
pfjiions won’t work. Or, at Rothis' suggestion, you can talk to Reims 
Cjilvilo at the Redoran Temple in Vivee, He always has 10, (Has 
Ncthan pulled tins stunt before?) 

Give the potions to Nethan. He asks you to be his ‘‘second” and 
meet him at the Arena in V'ivec. Watch the duel and, at its 
conclusion, report back to Rethcran. 


Dagoth Tanis 

A Dagoth [ They do turn up occasionally outside the Main Quest. 
Rcthcran asks you to kill the ascended sleeper Dagoth Tanis, which 
holds court in a stronghold called Falasmaryon, located close to the 
Ghostfence to the northeast of Maar Gan. Tanis is in the lower level 
near the Sixth House altar. 

A tough fight. 


Attack Uvirith 

Once you’ve established a stronghold, Rethcran has another two tasks 
for you. The first: Go to the stronghold of Reyncl Uvirith, a Tclvanni 
wuzard in Tel Uvirith, and kill him. This parallels a virtually identical 
Hlaalu quest. Destroy Uvirith. (Once you huild your stronghold, 
comparable ones appear for the two other Great Houses. In other 
words, if you were a Tclvanni, tliis would he your stronghold!) 


Attack Rcthan 

The same deal - except this time you’re after a I Ilaalu lord named 
Raynasa RetJian who lives on the Odai Plateau southwest of 
Balmora along the Odai River. 

Whaicha trying to do, start a war? 

Tuveso beleth’s Quests 

This lady, whom you'll meet at the Redoran Manor in Ald'ruhn, 
ulfcrs two rather personal quests - looking after her son and bill 
collecting - that rcc]uirc somewhat advanced rank w'ithin the House, 

Koal Cave 

Here Belcih basically hires you as a babysitter. Everyone know’s that 
babysitters have to be responsible, and you won’t be sufficiently 
responsible to perform this quest unless you’ve reached Rank 3. 


Tuveso's son, Deval, wants to make the 
pilgrimage to the Koal Cave. Belcth 
doesn't think her son should go alone, and 
asks you to escort him. 

Talk to Deval (he’s right next to his Mom) 
and he’ll agree to travel with you to the 
cave. It’s a long trip, but not a dangerous 
one. When you near the cave, Deval w^ill 
Slop lollowing you, and you can report 
back to Bcleth. (Deval says he will W'ait for 
another pilgrim and travel back to 
Ald'ruhn on his own). 

This probably annoys the heck out of his 
Mom. and perhaps it 5 not just a 
coincidence that she doesn’t have another 
quest for you until you hit Rank 5. 


I * 


Tuveso Beleth 


Bill Collect 

This lime out, Beleth w'ants you to collect debts owed by Giras 
Indaram for armor repair. 

Sounds ordinary enough, right? 

Not quite. Indaram is connected, Tw'o of his brothers are among the 
best of the Buoyant Arinigcrs - the Temple special-forces unit that 
(among other things) guards the Ghostgate. So you can’t just drop 
by Molag Mar and hand him his head. There could be serious reper- 
cussions. 

Perhaps Indaram knows this. Because even when you lay it on really 
thick, he still refuses to pay what he ow-cs. 

Ah, but you can find a back door into his w'allet. Ask around Molag 
Mar to learn that Giras' older brothers have to bug him to get hioi 
to do anything. 

Find and talk to his brother, Tidros. He’ll tell you to tell Giras that 
Tidros said to pay the debt. This time, Giras agrees to pay, but you’ll 
have to prove he ow'es the money in combat. 

Accept the duel As usual, it ends w^hen Giras is dead, knocked out. 
or takes a fair amount of damage. Despite his heritage, Giras is 
something of a wdmp, and it shouldn’t be hard. 

However, do not kill him. His brotJiers will attack you, and Beleth 
will not allow you to shovel her drivew^ay. 

When you win, talk to Giras and he'll give you the money and you 
can report back to Beleth. 

A safer route for players prone to killing characters they're supposed 
to just defeat: Ignore all this and just pay the debt yourself. Tlie 
reward is a poor return for your investment, but you’ll avoid doing 
anything foolish in the heat of the moment. 

What’s next? Fix the furnace? Clean the gutters? 

No. We were just kidding about shoveling her driveway. You’re 
done with Beleth for good. 
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fyfouSE TELVANNI 

■ iTiadiiionally isc^lationisr, moitl House Tdviinui wiznrd-lords pursue 
wisdom and mastery in solitude. But certain ambitious wizards-Iords, 
their retainers, and clients have entered whole’he'artly into the 
|«mpctition to control and exploit Vvardcnfdrs land and resources, 
building towers and bases all along the eastern coast. The TeK anni 
think that wisdom confers power, and p<nver confers right. 

The Tdvanni make getting quests exceptionally easy. Of the six 
initial quest-givers — those that don’t require the player to have first 
jjicliicvcd a particular rank tn the House - five are in the same room. 

I These quests are all given by “Mouths” - sjxikespeoplo for the 
|€ouncilors w'ho actually conduct the day-tO'day business of Telvanni 
’'government while their patrons dabble in less tangible spheres. 

Raven Omayn’s quests 

Muck 

Raven Omayn is the second from the left of the five “mouths” you 
secar/ayed before you as you enter the Telvanni Council House in 
i Sadrich Mora. 

1 

I If you VC already joined the House, Omayn will start you off with a 
I simple ingredients hunt. She w%ints five portions of muck to make 
' podons of Cure Disease. 

You can buy this .slime inexpensively at most alchemist shops - 
I including Anis Seloth s shop in Sadrith Mora - or harvest it from 
I muckspungc pools in the wilderness. 

j However. \T)uVe belter off buying it, unless you fancy a really long 
! walk. Even if you don’t propose to buy the muck from Seloth, talk 
I to her about it Ui learn that it grows in the Azura’s Coast region to 
the south and in the West (hish region far to the west. 

Faction Reaction 


Deliver the giKxjs to Omayn, and you'll get 1 00 gold for your trouble, as 
well as' the opportunity' to learn the Cure Disease sjx:II. 

Black Jinx 

Omayn next asks you to obtain a ring 
called Black jinx fur Telvanni councilor 
Dratha. Its supposed to be in Sadrith Mom, 
and that's alx)ut all you get out of her. 

If you simply ask around enough in 
town, youll learn the ring is in the 
jHissession ol a shadowy league of 
assassins called the Morag Tong. 

There’s a Morag Tong Guild in Sadrith 
Mora. The only person here who’s even 
heard of the ring is Alven Sala.s, and he’s the 
one who aaually has it- 

You can’t steal the ring. Morrowind characters automabcally equip their 
lx*st Items, and you can't steal an equipped item. YuuU have to cither kill 
5y,ilas or knwk him out. (This carries less of a criminal bu rdenj hut it's 
inckier.) 

Rut there's killing and then there's killing. If you first get Salas' 
Disposition up to 6f), you can challenge him to a duel, and ihu.s avoid 
becoming a criminal. 

.Another interesting wrinkle: If you've been playing as a member of 
the Morag Tong and have already made Grandmaster, Salas wdll 
.simply give the ring to you. 

Return to Omayn to wrap up the quest. You’ll now have a chance to 
learn the Demoralize spell. 
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Advancement 


Rank 
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Hireling 

30 

30 

0 

0 

Retainer 

30 

30 

10 

0 

Oathman 

30 

30 

20 

0 

Lawman 

30 

30 

30 

5 

Mouth 

30 

30 

40 

10 

Spdlw right 

31 

31 

50 

15 

Wizard 

32 

32 

60 

20 

Master 

33 

33 

70 

25 

Magistcr 

34 

34 

80 

30 ' 

Archmagister 

35 

35 

90 

35 


Favored Skills 

Mysticum 

Conjuration 

Illusion 

Alteration 

Destruction 

Enchant 
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arara Uvulas’ Quests 

Sload Soap 

Arara Uvulas is the second 
Mouth from the right as you 
cuter the Tdvanni Council 
House. Provided you’ve jjoined 
the House, she ll give you the 
first of two relatively light quests. 

It’s similar to the errand yf>u may have already received from 
Raven Omayn. Basically, you’re going to the drug store for your 
Morn. Telvanni councilor Neloih needs five portions of Sload 
Soap for ^‘research.” Uvulas gives you gold and asks you to collect 
the soap at Anis Sdoth’s alchemist shop. 

Unlike the muck you picked up for Omayn, you can’t find Sload 
in the wild, so just get over to the alchemist s shop and deliver the 
soap to Uvulas. You’ll learn it's a component for an t>intment used 
by the elderly Ndoth. 

And Mom lets you keep the change. 



Silver Dawn 

Ndoth now wants the Staff of the Silver Dawn. Uvulas 
understands that someone in the Mages Guild in Sadrith Mora 
has it, and asks you to get it. 

Again, this is a simple retrieval errand. Visit Wolverine Hall and 
talk to the people in the Mages Guild. They’ll direct you to 
Aricllc Phiened (on your left as you enter the Guild), who 
confirms she has the statT and is willing to sell. Buy it for 300 
gold, return it to Uvulas and receive a Steel Jinkhlade dagger. 


Felisa ulessen’s Quests 



FELISA ULESSEN 


Therana’s Clothes 

Felisa Ulcsscn is the Mouth on 
the far left when you enter the 
Tdvanni Council House. If 
you’ve joined the House, she'll 
start you off with what seems 
like a standard delivery: She has 
a new skirt for her patron. 
Mistress Therana, and asks you 
to bring it to her in Tel Branora, 
at the southern tip of the Azura’s 
Coast region. 

It’s not a standard delivery. 


You need them. An eccentric Level 44 mage is a very dangerous 
thing. You don’t want to wind up as a pile of smoking embers, 
and you’d be wise to plot out an escape route ahead of time. 

Head south to Tel Branora. Thcrana’s in her room in the Upper 
Tower. Make sure you have a Levitate scroll, or you won’t be abl 
to reach her. (Learn this spell itself as quickly as you can; it mak 
visits to these stair-less Tdvanni towers much less frustrating.) 

Everything should go OK until you talk to Therana about “new 
clothes.” She’s concerned that the Khajiit fur skirt you’ve 
delivered might be cursed and asks you to wear it. 

Do so, and she attacks you. 

Don’t stick around to see how it ends. Make your escape (you can 
take the skirl with you) with one of the Almsivi Intervention 
scrolls (which zap you to the nearest Tribunal Temple) or by uiher 
means, such as a Recall spell. (If so, you should set it in motion 
before you enter the tower.) 

Get back tu Ulessen for a reward and the M.ark and Recall spells. 

There’s a way around this attack. It’s not especially kind, as it 
makes a victim of an innocent and especially vulnerable party. 
Near Therana you will see a Khajiit shave named Ra’Zahr. Talktoi 
him about “new clothes” and have him wear the skirt. Therana 
will attack him instead. 


Slave Rebellion 

Another quest that tests your moral compass. 

The slaves in the Abebaal Egg Mine have revolted. Ulessen asks 
you put down the rebellion. 

You can handle this brutally or humanely. The brutal approach: 
go to (he mine, which is northwest of Tel Branora, and kill the 
rebel leader, an Argonian named EIccdal-Ld. He’s well inside the 
mine, but Abebaal is very linear in layout, so he’s easy to find. If 
you take this route, you’ll have to fight his followers as well. 

I’hcn report back to Ulessen and receive rings of Fire Storm and 
Toxic Cloud. 


The humane approach: talk to Elccdal-l.ei instead. He seems 
prepared to die, but offer to free him. 

You’ll have to find the key to his slave bracers. This key can be 
found in three places: on Thcrana’s person, on a desk in the 
Lower Tower in Tel Branora, and in a container in the mine near 
the Kwama queen. 

Once the rebel leader is free, head back to Ulessen to report the 
slaves missing anti learn the Command spell. 


Talk to Ulessen about “new clothes” and learn that Therana can 
be a difficult mistress. She gives you two scrolls ot Almsivi 
Intervention — just in case. 
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Baladas Demnevanni’s Quests 


Book Worm 

BalacLas Demnevanni is a fixture 
throughout the House Telvanm 
quests. Though he's the only early 
quest-giver who doesn't operate out 
of Sadrith Mora, youVe guaranteed 
to come in contact w'ith him sooner 
or later. 


Baladas demnfv'anni 


If you do it 5 (H)ner, as we propose, it 
will make dealing with him later that 
much easier. 


You'll find the sorcerer at his spartan home, Arvs-Drclcn, on the 
■ aorthwest fringe of Gnisis. The first quest you'll perform for him is 
[ actually three separate sub-quests - each with its ow n impact on your 
, ! Reputation and the Demnevanni's Disposition. He asks you to find 
the books **Nchunak's F'ire And Faith,” “Chronicles of Nchulefi,” 
and “Antecedents of Dwemcr Law.” 

■| 

This is easier than it may sound, VVhilc some of the books arc rare, 
none of them arc unique. And while you can retrieve some hooks 
from dangerous places deep under the earth, you don't have to kill 
( yourself to get them. 

[ 

You don't even have ro go that far. All three books can all be found 
in both the Holamayan monastery (reasonably close to Sadrith Mora 
IS the cliff racer Hies) and in the Tribunal Temple's secret library in 
Vivec. Granted, in each case, you’ll pay for the convenience of 
. f finding dtc tKxiks together with inconveniences in actually getting 
! ibcm. Holamayan's entrance appears only at dawn and dusk. ,\nd 
I stealing from the Temple means running aloul ol its Ordinaior 
;! guards. You can try to divert the guard by picking up something 
(eg., a cup) on the other side of the room, paying the fine when Jic 
I comes to arrest you, and then stealing the book that you want. 

If you have the money, the simplest route involves going through two 
bookstores. You can find “Chronicles” and “Fire” at Dorisa Darvcl: 
Bookseller in Balmora, and “Chronicles” and “Antecedents” at 
jobashas Rare Books in Vivec, Foreign Quarter Lower Waistworks. 

Whichever way you go, get the boi^ks back to Demnevanni. You’ll 
reap the reward later. 


Dahrk Mezalf 

The sorcerer never tells you expressly why he wanted the books. But 
as their delivery is the prerequisite for this next quest, we can only 
assume that he used them to locate Dahrk Mezalf. You must be 
f Rank 4 (Mouth) or higher to get this quest. 

Demnevanni tells you that Mezalf worked as a smith for the great 
dsvarven inventor Kagrcnac. He wants one of Mczalfs summoning 
rings, and believes it can be found in the ruined Dwemer village of 
Bthungihumz, near the Foyada Bani-Dad (an old lava flow ravine). 

From Maar Gan, follow the Foyada north and west. When you see the 
ruins of Druscasbti looming over the eastern edge of the ravine, bear 
cast at your earliest opportunity and follow a trail of vast dead silt 
striders to the door of Bihungthumz. 



Its quite small and you’ll have no trouble finding Mezalf, but 
perhaps a good deal uf trouble dispatching bis restless spirit. You'll 
need a good enchanted or silver weapon, or good spells, \i) deal 
with the ghost. 

'Take the ring back to F>emnevanni for nn extraordinary reward. 

Unless you've already killed the creature, he sends his Centurion 
guard to help you - a retainer who, if well maintained, can fight at 
your side for the rest the game. 


Malta M Ryon’s Quests 


Spy Baladas 

If you’ve joined House Tclvanni, Mallam Ryon, the middle Mouth 
in the Tclvanni Council House, offers you an unusual and somehow 
very wizardly quest from .*\rchm agister Gothren. 

You're to visit Demnevanni again .'ind ask him three questions - 
about the Disappearance of the Dwarves, Dwemer Artifacts, and the 
lYwemcr Language, 

The answers you get depend on how much Demnevanni likes you. 

If he doe.sn’t, they’ll be at bc$t bland and at worst deceptive or snotty. 

.\nd that's OK. (And it is strange that it’s OK.) You don't have to get 
answers. You merely have to ask the questions. 

Who can figure the w^ays of wizards? 

Then again, if Demnevanni has a Disposition of 70, he’ll tell you 
something significant on each topic. (If you’ve already jxrrformcd the 
quests he offers, his Disposition should already lx high enough that he 
regards you as a reclaimed son!) 

Much of what he says is couched in clabomie language only slightly 
easier to translate than EKvemer itself. (It s like talking to a scientist who 
has forgotten he’s talking to a non'sciei'iiist.) But you’ll nevertheless get 
a general sense of his meaning. 

On the Dwarves’ Disappearance: they tried to rcvcr.se'engincer the 
laws of nature. 

On their artifacts: the Dwarves combined the living and the 
mechanical in “Aniinunculi” guardians that sometimes are siiD active. 


On their language: It’s unknown. 
(Actually, you’ll find a key to 
translate EKvemer in a Mages 
Guild quest.) Here, Demnevanni 
goc5 off on a tangent and observes 
that EKvemer books and other 
artifacts rarely show signs of age. 
He suspects the Dwarves created a 
preservative effect. 

When you have asked the 
questions, report back to Ryon 
and collect Messenger scrolls as 
your reward. 
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Nchuleft Plans 

Ryrin reports that Gothren has learned the location of the Dwemer 
ruiji Nchuleft. l ie asks you to recover any plans you can find there, 
and bring them liock lo him. 

Nchuleft IS a small rum ig the west of Vos. (Don’t confuse it with 
Nchulcftingth, which you’ll explore in a Mages Guild quest.) The 
loot is decent and the spider centurions guardians arc few. though 
feisty. The plans (Dwemer Scarab Schematics) arc on the bottom 
shelf of a bookcase in the first room to your left. 

If Mchuleft proves too much for you» two other sets of the same 
plans can be found in the game - at the Dwemer Mu.seum in 
Tel V'os* Central Tower and in Sorkvild the Raven s Towxr in 
Dagon FcL 

Get the pl.ans back to Ryon. and he'll reward you with an enchanted 
Ckphalopm! Helm. 

Galos Mathendis’ quests 

Fyr Message 

Galos Mathendis is the Mouth on the 
far right as you enter the Telvanni 
Council House. If you’ve joined the 
House, he’ll first send you to deliver 
councilor Aryon’s coded message lo 
the wizard Divayih Fyr - an 
important figure in Mor rewind who, 
like Demnevanni, turns up in 

various connections over the course 

Galos metiiendis 

Us not far. Fyr lives in the tower Tel Fyr on an island in Zafrbcl 
Bay. No boat is available, ami you’ll have to gel there under your 
own steam, 

r>on'i bother trying to read the message; it really is in code. Talk to 
the wdzard, deliver the note, wail for his response (also in code), and 
bring it hack to Mathendis for your reward. 

Wonder w'hat s going on? All you know is that Fyr said ’’no.” 



Cure Blight 

Tel Vos is having trouble wdth blight, and Andil, who runs the 
apoibccary shop there, is running out of Cure Blight potions. 
Mathendis asks you to deliver three to him. 

How'cver, he doesn't give you the piiions. You'll have to dig them 
up yourself 

This isn't hard. You can find tw^o Cure Blight potions without even 
leaving the Couned House. (Look around in the Entry and 
Chambers areas,) And Picrlette Rostorard: Apothecary in Sadrith 
Mora sells them, too. 

The quickest way to get to Td V'os is by boat. ^>imply turn over the 
potions to Andil and return to Mathendis. 


Daedra Skin 

Mathendis asks you to get some Daedra skin for Aryon. 

You can go hunting for lesser Daedra, such as Scamps, but a lot of 
the random creatures in this eastern central region arc keyed to the 
player’s level and that makes it hard to predict what you’ll find. 
You're Ix'St off treating this as another run to the drug store. Anis 
Scloth m Siidrith Mora has Uaedra skin, too. 

Once you have the ingredient, take it directly to Aryon in Tel \^os 
and pick up your rcw'ard. (Again, make sure you have a Levitate 
spell for this purjx>se.) 


Patron 

The timing for your visit to Aryon is perfect. By now\ you’ve 
probably reached Rank 4 (l,aw'man) in House Telvanni. You will 
need a patron to advance furihctj and Ary'on is the only councilor 
who will agree to sjxmsor you. 

This isn't a quest. It's more of a transition, A lot of things will begin 
happening at this stage of the game. 

For starters, Aryon is not just your p.itron. He is also a client, and 
from this jxjim on will offer most ol the quests t)iyt accompany your 
rise through House Telvanni’s upper ranks to Archmagistcr, 

Nor is he alone. Once you hit Rank 4, the other Pow ers that Be of 
House Telvanni sUrt taking their former errand boy a hit more 
seriously and offer you substantial quests — presumably to sec what 
you're made of for the coming vote for Archmagiuer. We'll deal 
with those quests and Aryon's quests shortly. 

Finally, there’s the Uule matter of ytxtr stronghold. 
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Sfcranghaid 

plr tJMin.pliiQ]d is the place youU b^ng your wizard’s hat in 
— where you're at home when you're at home, 

rWhHiic^^E H<aJ4c hfru «bui«e, Jr^'ll hive to LfullJ ki 
^ m |itiAd strokes, the pr^ess Is identical from House to House, Once 
j reach Rank 4* you’ll always be nudged toward ii$ cotisiruction 
your patron and quest-givers as a necessary step to further 
icmcnt Within your chosen Housei You'll always need a 
ici from the Empire. An Ore will always be foreman on the 
and it will always have three phases. 

The JdkerEiicirv Im ip ihr -dcrjilL 


!f«ur Rrti stop should be the Hermu^age in the Telvanni Cpun^d 
' H™r irt Sadfiih Moran You1I want to talk to Uunek Hlcran, She 
'A need a construction contract from Duke Vedam Dren, 

^ m ihc rth«T ibr contract js a no-brain^r. Jiist go see the 

Ddkt ja dhe UfHaru:il in Ebonheart, Promise to help his people, 

iod he'll ||ivE ymj n rontraLi. If you relish the role ofTelvanni bad. 
k>? 4 k girh, -M > hUip hmi around aiid just take the comract, 

'fttpis will also give you two Grand Soul Gems for the foundation 
jrmir tower, and ask you to fill them with the souls of powerful 
Plu-ihi . Storm Atronachs are good, but the more patent Winged 
Tmlij;hu and Golden Saints w^U do as well, 

iTnidaaY have to go on a Daedra hunt. This b what Summoning 
ifds inJ ictolls arc for: Talk to the Mouthy In the Telvanni CoUOci) 

• Hrtnr aod they’ll you summon Storm Acronachs, cast Soul 

Trap on them, and kill them, 

Wflh ijpr firltw^nl CcflUffil fpi ) wt imxaffl |ii 

HcTjaand sb^H order oonstnKnon of the first phase of your stror^ghbld, 

the dock run fora while, Youlleventually get a |ouroal entry 
jumpting you to talk to Hleran again. She gives you the 
u«i|;lBrfd’s location-some rather bleak real-esuite east of vampire 
kir Galom Daeus - and tells you to speak With site foreman* 

Gdohnak gra^MughoL Talk to him and then report back to Hleran, 

jit fiw more days, you should get another journal entry suting that 
TWIT strdnghdld is complete. Go check it out. You own a Telvanni towet 

To start the ^ond phase of con- 
struedoo, sec Hlcran again. Shell 
ask for 5,000 gold (stron^pldi^ not 
being free) and a Dwwncr 
Schematic from the Dwarven ruin 
Mzanchend n^nhwest of your 
stronghoUL The %hematk is in its 
innennost romn. Bring Hleran the 
gold and Schematic and she will 
order up the next phase of your 
Stronghold, 

You may wonder why Hleran 
needed the Schematic, She was just 
thinking ahead. For the final stage 
of construction, Hleran says guards 
^re needed fbr your stronghold. 


And [6 create the guards, she needs a unique book called “The 
Secrets of Dwemcr Animunculi" - found only on a desk in the 
vampire latr Galom Daeus, 

Lucky thing it’s right nearby. Unlucky thing that it's a murderously 
^Jifficult dungeon for anyone ^ave a Berne clan vap^pire. 

Return the book to Hleran, ^nd she'll issue the necessary orders. 
When the stronghold is complete, go home check out your nciy 
guards. Between the Schematics and “Secrets," Hleran has come up 
with Dwemcr Cemurions and Centuripn Jjpheres! 

(A side benefit: When you cbllccted the "Secrets" book* you 
learned the Summon Cemuriou Sphere spell. IiV the only way you 
can gee it.) 

THER ANA'S quest 


A urid's Buw 

If Thcrana was merely cccentrit when you met her (in Fclisa 
U lessen 's quest Thcrana s Clothes), she is now out of her 
freaking mindn 

you*ve reached Rank 4, talk to Thcrana about “chores," 
"^Aurtefs Bow," and “Ash Yams-" Thcrana wants an ebony bow that 
“smdls faintly of Ash Yams." She doesnY explicitly send you 
anywhere to find it, but she says the sniell of Ash Yams is strongest 
in Ghostgatc the person of felyn Othravcl, 

Humor her and visit Ghostgate, 

Well, what do you know? There is a method of sorts to Theroua's 
madness, Ralyu Othravei is in [he Tower of Dawn, and he’s ^trying 
A Uriel's Bow. To complete the quests you will have to kill him (taunt 
him into a figjh^ ^yi»u don't want lo deaj with the two Ordin^iors 
nearby), and then return the bow to Thcrana. 

Now, we're uncertain of the wisdom of injuring Other characters for 
a madwoman (or giving said madwoman a dangerous ranged 
weapon, for that matter). After her behavior the last time you 
brou^t her something, you could be forgiven for not wanting to 
deaf with Thcrana at all. 

So note that you don't have to perform this quest and thatj having 
obtained the bow, nothing you have to gjve it to Hierana or 
even talk to her again. Nothing depends upon it excepr your reward, 
it's the only assignment you'll ricetVe from the Udy, 

But let> just assume you decide to finish the mission. Thcrana 
threatens to fiy off the handle again, Ifyoii refuse to give her die 
bow, she'll attack you. If you do give it to her, she asks whether you 
want to be paid. 

If you refuse payment, she'll give 1 1,U J gold anyway. If you 

agree to be paid, shell give you Daednc cuirass and Reaves — 
wonderful enchanted armor that, alas^ is unsuitable far most wizards. 

Once she receives the bpw, Therana keeps it on her person, lOi if you 
change your mind, yr^uli have to fight h^ for it^ . .and she fights like 
^ madwoman. 


[li: 
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Wizard Spells 

j Now your patron wants you r<r» learn wme basic incantations; 
i Lc\’itaic, Recall an<l Fire Storm. 

You’ve probably learned some of these already- If so, great. Just talk to 
Aryon agajn, and you are done. 

If not, the spells can be purchased easily from Feuyn Ralen in V'ivee, 
Tdvanni Mage and from Fclara Andrethi in Tel Aruhn Living 
; Quarters. Once you've learned them, talk to Aryon again and collect 
/ The Art of War Magic" - a Instruction skillbook. 


any two of them up to 40 and then u.se the “apfscal to fairness” topic, 
and you’ve got their support. Three s all you need- 

It’s a good deal of W'ork but you also get a great reward. Return to 
your patron to collect Aryon s I>>niin,itor - a left handed glove tlun 
casts C'ommand Humanoid and Commaml Creature. 

Note that it’s aUo possible to complete the quest, but lose the reward, 
by fighting instead of talking and exterminating too many Redoran 
councilors cn route. 

But even if there aren’t enough Redoran councilors left for a quorum, you 
siill gel the next quest. And in this one. you're supposed to kill Rcdt>rans. 


‘ Odirniran 

Odirniran $ the Telvanni side of a House Hlaalu quest of the same 

I wme. You’re to lift the Klaalu siege at the home of necromancer 
Milyn Faram, cast of Molag Mar in the Azura's Coast region. 

On your way in, kill any Hlaalu you run across. Then go speak to Faram. 

The necromancer doesn’t seem to take the whole thing that seriously. 
He’s more iiueresicd in his wtirk- 

But he does ask you to kill Remaw Otliril, the leader of the Klaalu 
Otpedition. If you’ve been thorough and killed her on your way in. 

I hell thank you. And if you don’t kill Olhril’s sister. Vedelea, who is 
being held in the Tower" section. Faram will more than jUst thank 
you. He will turn over four Summon Daedroih scrolls, and .Aryon 
gives you an illusion skillbook upon your return. 

Monopoly 

You’ve scarcely wj|>ed Hlaalu bIo<Kl from ysjur hands when Aryon 
fends you into a much more intimidating arena: politics. 

The Armistice Treaty allows the (treat Houses of Morrowind to offer 
potions, spdh. and magic training only to their members. The Mages 
Guild has a monopoly on such services lo thv^ wdio aren’t House 
^incmbcrs. Oc'cjn may have seen in the Mages Guild quests huw 
assiduously it defends its turf.) 

Naturally, the mages of Houiie Tclvanni w'ant that restriction lifted. 
There is some support in House Hl.'ialu for change, but Ralotan 
1 councilors have resisted. 

You’re to jxrrswie at least three Redonm councilors to come over to the 
Tdvanni sitle. That would translate into a majority* gf the C»rand Council. 
2nd Duke Dren would change the p jicy .And break the monopoly. 

I Start widi Athyn barethi. If you’ve been following the Main Quest, 
you knosv him to l>c a reasonable man. Kven a reasonable man 
■I requires some persuasuin. however. The Redoran and Telvanni don’t 
' get along, and Sareihi initially is cold m the idea. 

; But if YOU can get his Disposition up to 50, he’ll help you break the 
monopoly and his support gains you an “appeal lo fairness" topic that 
j you can use on other Rcdor.rn councilors at a critical moment. 


Shishi 

Just as Odirtviran was the Tclvuimi side 
of a Fllaalu quest, so Shishi is the 
Tclvtinni side of the Redoran quest 
Shishi Rcjxjri. 

And, like Odirniran, this is pretty much a 

commando raid. Redoran forces have 

attacked a Telvanni base at Shishi. located 

w'cst-northwest of Holamayan. You’re 

going in to save sorcerer Faves Andas. 

^ ^ Fav£S andas 

Kill the three Redorans warriors on your way in. Brerama Sclas, 

Anise Romoran. and Temis Romavcl are all in Shishi’s dome. (Note 
that a number of non -corn baiants arc scattered through the base.) 

But where’s .Andas^ You've scaiched the place from lop to bottom. 
Are you too laie.^ 

He's still around, but has taken refuge in a secret ro<;m. You just have 
to find the key. 

In his briefing, Aryon said something about moving .a skull or bones 
if yon can't find the sorcerer. There’s a skull on a table to the right of 
the door on the domes upjxr level. Try to pick ii up. You w’iil hear 
stone grinding fin stone. Go dowmstairs and you’ll find a secret door 
in the floor. 

Fntef the secret rofjni and talk to Andas. and he’ll ask you to kill 
Rcd<*ran leader 5elas if ygu haven’t done so. If you have, he’ll turn 
over the skillbooks “The Lunar l-xjrkhan" (Alteration) and “A 
Hypotheiical Treachery'" (IVviruciion). 

GckxI w'ork. Report back to Aryon. who svill bestow on you the Silver 
StaffofWar 

(jce, I hope the Redorans don’r use this as an excuse to back oui of 
that Monopoly thing! 

Recruit Eddie 

If you’re going to be a Tdvanni councilor, you need a Mouth to speak 
for you at the Tdvanni Council House. Arv'on wants you to rccniit one. 



Sarctbialso tclh you who won t support the change — Archniaster ^ matter of w'ho you w'ant as your Mouth - yf:>uVc not free to 

Boivyn Venim - and he's right. Venim will rcKCt the idea out of hand. ~ hut who might agree to serve in the mb'. 


How'ever, Redoran councilors Miner .Arobar, Brara Morvayn, Hlarcn 
^mor<n, and Garisa Lleihri are all amenable. CJri the Disposicionsof 


You find out the same way you find out anv'thing in Morrowind: you 
around- Starr with Aryon. You more or less trust Aryon, right.^ 
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He has heard of a promising candidate in Balmora. However, he 
doesn't know his name. 

Thanks, Aryon. You’re a big help. 

It turns out, after you've filtered the collective wisdom of the 
Telvanni, that this candidate is one Edd Theman — aka “Fast Eddie,” 
aka “Eddie the Rat.'^ 

“Eddie the Rat”r My protege is nicknamed “Eddie the Rat”? 

If he’s still in the game, Caius Cosadcs, your first mentor on the Main 
Quest, will provide a succinct rundown on Theman. He’s a former 
Tdvanni wizard who has “gone Imperiar and ioined the Mages 
Guild. Cosades says the would-be Mouth is “colorful but unreliable,” 
but a great source of intelligence on doings within House Telvanni. 

In other words, you could do better, but you could do worse, 

Visit Balmora and drop in on Theman. He’ll agree to serve as your 
Mouth. In return, you have to give him the Silver Staff of Peace you 
were given by Aryon at Rank 4. If you misplaced it (or <ahem> sold 
it), you can buy him a new one. 

Once the quest is complete, Theman no longer appears at his hou.se in 
Balmora and instead shows up in the Telvanni Council House. Aryon 
gives you another neat glove - the right-handed Aryon’s helper, which 
can summon all three atronach Daedra (Aame, frost, and storm). 

It’s going to get even more interesting before it s over. 

Attack Rethan 

Aryon sends you to kill Raynasa Rethan, master of the new Hlaalu 
stronghold Rethan Manor along the Odai River outside Balmora. 
That’s it. When it’s done, report back to Aryon. 

This quest is effectively identical to a Redoran quest of the same 
name. After the pJaycr starts on a stronghold, new strongholds are 
also built for the two other Great Houses. Each House has two 
faction quests in which the player is sen! to assassinate the masters of 
its rivals’.s new .strongholds. 

Attack Indarys 

Ditto - except that this mission is identical to a Hlaalu quest of the 
same name, and you're after Banden Indarys, master of the new 
Redoran stronghold Indarys Manor, located east of the road between 
Ald'ruhn and Ma,ir Gan. 

Archmagister 

Once youNx completed the Kill Indarys quest, Aryon promotes you 
to Magisicr - the second higher Telvanni rank and a de facto 
challenge to current Archmagister Ckuhren. 

To become d'lc new Archmagister, you must secure the support of all the 
Telvanni councilors - minus any you may have murdered along the way. 
And if the other councilors won't support you, you can kill them as well. 

It's the Telvanni way. 


If you have already started your Main Quest campaign to be named 
Telvanni Hortator, the councilors' numbers may already be reduced. 
You have to kill Goihren in that campaign. He wouldn’t vote for )-ou 
there, and he won’t here. 

Indeed, you should refer to the Hortator campaign as the script for 
your campaign for Archmagister. They're identical. The other 
councilors will .ill sign on, though some require a little more work 
than others. (The bad»tcmpcrcd Neloth needs a Di.sposition of 70, 
and, as mentioned, the man-phobic Dratha a Disposition of 80.) 

When you’re done, talk to Aryon again, and you’re the new Archmagistet 

Fast Eddie’s Chores 

Eddie’s Ring 

Not “Fast Eddie’s Quests?” This is a 
typo, right? 

Noj^. Fast Eddie doesn’t give quests. 

He jicrforms them. You’ve gotten tw 

used to working for someone else. EDD THEMAN 

In these two missions (which you can assign at ,iny point after you 
complete the Recruit Eddie quest for Aryon), you’re the boss. 

S<m of. It’s differeni from standard quest-giving in that, rather than you 
telling Theman what you want, Theman tells you what he can gel for you. 

Here, he proposes to liberate the Ring of Equity' from its hiding place 
in councilor Neloth 's treasury. Just talk to Theman about “chores" 
and “Ring of Equity” and bring him a Treasury key. 

[^ts of folks in Tel Naga have the key - including the guards and 
Neloth himself. Kill one of them (or knock them cold), lake the key, 
deliver It to Theman and wail for a journal entry reporting th.il he 
has the ring. Meet him at the Council House and he’ll surrender it. 

Note his comment about the ring s usefulness in a battle with another 
wiitiird; it’s designed to help you out in any battles in the quest to 
become Archmagister. 

Eddie’s Amulet 

The Eddie's .Amulet quest is unique in Morrowind. It’s the only one 
not set on V’vardcnfell. Theman has to go to the mainland to retrieve 
this enchanted item. 

Its a dangerous quest for Theman - for you, it’s just another delivery' errand 
- and he needs five Standard Invisibility potions. Y'ou'U be able to obtain 
these at many alchemist shops, though you may have to go to two or three 
shops to collca all five. As usual, only' store-bought standard potions work. 

Once Theman has the |X)iions, he’ll vanish for five days. When he’s 
back, you’ll gel a journal entry. When you talk to him again, you’ll 
get the amulet. 

You have become [)art of the game. You are not just a player. You arc 
a quest'giver. 

But docs this mean Eddie the Rat could be the Ncrcvarinc.^ 
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Qighters Guild 


The Fighters Guild is a professional organization chartered by the 
Emperor to regulate the hiring and training of mercenaries. 
Training, goods, and services are cheaper for members, and the 
Guild Stewards know' w'herc to find w'ork. Look for chapters in 
Balmora. AJd‘ruhn, Wolverine Hal) in Sadrith Mora, and the 
! Foreign Quarter in ivcc. 

] 


Yotir lour as a member of Fighters Guild can begin under the luielagc 
of Eydis Fire-Eye, steward for the Balmora branch, or Lorbumol gro* 
Agbkh, the stew ard in Vivec. Both offer a series of low-level quests in 
J which little more than tiic quests objective is at stake. 


This will gradually change, and you’ll begin to see signs of 
I something going on behind the scenes. Watch carefully. By the lime 
you re done with the Fighters Guild, everything w'ill have changed. 


Eydis Fire-Eye’s Quests 

Rat Hunt 

Nothing like a little rat hunt to help you 
get comfortable in a new job. Nor much 
chance of getting hurt Decent pay. Short 
commute. Low stress. 

Except for the rats, 

Ai the Guild, talk to Fire-Eye about 
“cave rat.'* She'll tell you that Drarayne 
Thelas has a rodent problem at her 
Eydis Fire-Eye home in Balmora. 

TbeUs’ house fronts on the river on the cast side of tow n; it's right at 
. the central bridge. 

Ifi a wonder the rats haven't already been suffocated by all die pillowN 
bbere. There's one rat in the bedroom and tw'o more in the storage 
area upstairs. (Thelas provides u key.) Just kill them, talk to her again 
' to collect your IWgolci and get back to Eydis to w'rap things up. 



If the rats kill you, well, maybe you should kx>k into a 
different occupation! 

You can do another job for Thelas in the Miscellaneous Quests (sec 
By Region). 


Egg Poachers 

The rat hunt complete, Fire-Eye has more work for you. Thi.s time, 
talk to her alvun ‘‘egg poachers.” 

A couple of cx-miners arc stealing kw'arna eggs from the Shulk Egg 
Mine, located southwest of Balmora near a swinging bridge across 
the Ouadi ()uadi. The mine's ow ner, Dram Bero, w'ams to make an 
example of them. That means killing them. 

How'cvcr, don’t mistakenly kill the two innocent miners standing 
around a campfire outside the mine. These aren’t the guys. Follow 
the winding path down ro the dowm into the queen s Lit, and there 
you’ll find (and kill) Daynib Valas and Sevilo Othan. 

Note that Bero has an “egg poachers” topic as well. Use it when 
you meet him, and you’ll get a nice bump ui his Disposition. 


Telvanni Agents 

The meddlesome House Telvanni is behind recent thefts and disap- 
pearances at the Caldera mine. Time for payback. Four Telvanni 
agents are hiding nut in and around a cave called Ashanammu in 
the hills just north of the mine. You’re going in to tear them four 
new ones. 

Y^ou’ll learn from Fjre-Eye that the Telvanni agents arc members of 
the Thieves Guild. If you are a member of the Thieves Guild, and 
you murder a member, you gel expelled... but only if the crime is 
reported. And there are no guards in Ashanammu to report the 
crime, And Y'OU'RE not going to say anything, arc you? 

It’s your first taste ot the had blood between the Fighters and the 
Thieves. It won’t he the last. 


^ Faction Reaction 



- 



Hated enemy 

Enemy 
Ashlandcrs 
Clan A undue 
Clan Berne 
Clan Quarra 

Hostile 

Temple 

Cainsmna Tong 

FRIENDLY 
Mages Guild 
Imperial Cult 
House Hlaalu 
House Redoran 

ALIY 

Imperial Legion 

Beloved ally 


Advancement 

Favored Skills 

Long Blade 
Blunt Weapon 
Heavy Annor 
Armorer 

Bhcl{ 


Rank 

Strength 

Endurance 

One Favored 
SkiUat 

Two Other 
Favored Skills at 

Associate 

30 

30 

0 

0 

Apprentice 

30 

30 

10 

0 

Journeyman 

30 

30 

20 

0 

Swordsman 

30 

ill 

30 

5 

Protector 

30 

30 

40 

10 

Defender 

31 

31 

50 

15 

Warder 

32 

32 

60 

20 

Guardian 

33 

33 

70 

25 

Champion 

34 

34 

80 

30 * 

Master 

35 

35 

90 

35 
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Three ofihc agents arc in the cave itself- three together, so you’ll 
have to fight them together. The archer outside the entrance seems 
harmless enough, but he has to the, too. And you’ll have to swim 
with the slaughterfish if you want the contents of the chest at the 
bottom of a deep vvatery ravine in the back ol the cavern. 

You’ll come away with some excellent magical weapons - not to 
mention your gratuity from Fire-Eye. 

Sottilde 

This Marts out sounding like a typical mission. A Guild client wants 
a ctxlc Iviok currently held by Sottilde, who hangs out at the South 
Wall corncrclub in Balmora. You’re to get it back. 

But Sottilde won’t even admit having it - unless you’re a Thieves 
(iuild member. If you are, she’ll explain to you w^hat’s going on. The 
code book implicates the criminal syndicate Camonna Tong in the 
drug trade. When the Thieves break the code, they plan to take the 
Ixxik to the authorities and then assume the drug trade themselves. 
(Not that theyVe especially noble or anything; they're a compra- 
lively new power in Wardenfell. and they're engaged m a turf war 
with the Tong. ) 

’’The Fighters Guild works for the 
Camonna Tong since Sjorling Hard- 
Heart took over," Sottilde tells you. 

"You have to decide where your 
loyalties lie.” 

Do you have any lingering doubts ah<njt 
who that “client'’ is? 

There arc a Icw' ways to get the Ixiok, You 
can kill her and ukc it. You can bcx)st her 
Disposition to the point where she’ll just 
give it to you. And you can steal it. If you 
talk with Pcncius Mercius, another quest 
giver in the Alcfruhn Fighters Guild, this 
will be his suggestion. 


Ore Bounty 

An Ore outlaw' named Dura gra-Bol, w ho has a bounty on her hcat^ 
apparently is living openly in Balmora. The Guild has been asked to) 
“bring her to justice." 

Once again, this mc.ins killing her. You’ll find her upstairs in her 
home. When it’s done, get back to Fire-Rye to complete the 
assignment and collect your reward. 

AloPs Farm 

You’ll need to advance to Protector status in the Guild before you 
can receive this next quest. 

Fley, did someone declare w'ar on the ores when we weren’t 
looking? Now FirC'Eye’s gotten a contract from Duke Vedam Drcn 
to look into rejsoris of Ores meeting at a Daedric ruin near Alof the 
Easterner’s farm* You’re to meet with the farmer and son out w'hat 
needs to be done. 

I’hc farm is northeast of Pciagiad and just north of Arvel Plantation. 
Alof tells you the Ores arc coming from a Daedric shrine known as 
Ashunarics, and that they w'ould disperse if the leader (Ruruh gra- 
Bamog) w'crc out ol the picture. 

Visit the shrine, kill the leader, and get back to Fire-Eye to claim 
your reward. There are two entrances to tlic shrine. The upper 
entrance is the one you w ant in order to take out Burub. However, 
the lower level docs offer some temptation. There arc some more 
ores down there, and they can be considerably harder to dispxitch. 
One of them, though, is wearing some sw'eet Orcish armor, sg take 
him out and get that armor for yourscll, if you can. 

Verethi Gang 

This time out, you're trying to put a gang of smugglers out of 
business. The Vcrcihi Gang works out of a sinewy cave called 
Mannammu that's found southeast of Pciagiad. 



PERCIUS MERCIUS 


Take the codebtKik back Ui Fire-Eye to finish the quest. 

A w^ord about Merciu,s: Now' the stcwanl of the .'Md'ruhn branch, 
he used to lx Guihimasicr, but has been replaced by Sjorling Hard- 
Heart. He’s a good man. Seek his opinion if you're ever of tw'o 
minds on how' to proceed. (And he’s not there simply to critique 
Hard-Hcart’s tlccisions; when a quest is legitimate - like the 
upcftming Ore Bounty - he says so. 


Desele Debt 

Hclviane Desele, who runs the Dcscle's House of Earthly F>clights 
corncrclub in Siiran, owes money to Manos Othrelcth of Drcn 
Plantation. He’s hired the Fighters Guild to get it back. 

If you talk to Mercius, hc’U tell you this may not be a legitimate 
contract, and you should pay the money yourself. If you’re feeling 
rich after looting the Telvanni, return to Fire-Eye after talking to 
Mercius and pay the debt. (You’ll get half back as your reward.) 
Otherwise, on to Suran to talk to F>eselc. 


Technically, you only need to kill the gang's leader, Dovres Wrethi, 
but all the other members are between you and him, so you’ll 
probably wind up cleaning a few' additional clocks. Then it’s back to 
Fire-Eye to complete the quest and collect your money. 


Hunger Loose 

TTic hits just keep coming. A creature 
known as a FI linger has gotten into 
the Sarano Ancestral Tomb, located 
souihcasi of Moonmoih Fori, and 
stolen a helm. You must kill ii, while 
dealing wdth the usual crowd of spell- 
casting ghosts, return the helm, and 
reix^rt back to Firc-Eyc one last time. 
Keep your eyes ojscn in Sarano tomb. 
There's a nice dreugh shield hidden 
behind a nxk near w here you'll meet 
the Hunger. 
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LORBUMOL GRO-AGLAKH’S QUESTS 
Debt Ore 

^ Weren't we killing ores a tew missions back? Well, now you’re 


I ^vorking 


for one. 


Ycfur first mission out of the Vivec Guild finds you trying to recover 
soncthing called a juicedaw Feather Ring. Nar gro-Shagramph of 
\1vcc apparently said hc*d procure this item for the Guild’s client. 

He hasn’t delivered, and Lorbumol sends you to get it. 

No sweat- lust bump Shagramph s Disposition up to 60» and he’ll 
mm it over. 


Mcrciiis suggests you pay the debt yourself. 

That’s an easy option if you've got the loot. If not, you’ll also learn 
Ruran Sioine died trying to make his fortune in Mallapi, a fairly 
extensive cave system northeast of Gnaar Mok. You have to wonder 
how' much of his fortune he made before he died- If you explore 
Mallapi and find him, you’ll find it w&s enough to cover the debt. 

Return to Vivec to pay the hill yourself and complete the quest. 

Its not quite as clc;ir here as in Tclvanni Agents, but this quest is 
another signal of a brewing war. Note that Liriclle Stoinc is with the 
Thieves and her brother’s debt is owed to the Camonna Tong — the 
Morrowind version of the Mob. 


j Bim any such Juicedaw ring will do, ,tnd il you happen lo have 
I pkked up another in your travels, you can save yourself the trip. 


Tongue-Toad 

Hope you brought a toothbrush. You're lacing a long trip - a jaunt 
! all the way AldYuhn to silence an Argonian named Tongue-Toad. 
Which you can indeed do. 

Bui when you find him at The Rat in the Pot cornerdub, Tonguc- 
■ Toad seems genuinely mystified that anyone would want him dead. 

This should give you pause. Explore the “kili me” topic lor a couple 
of interesting remarks - one a reference to the Fighters Guild 
licking the boots ot the Oimcmna Tnrig, the other a proposal that 
)wu allow Tongue-Toad to leave town. (If you consult with Pcrcius 
Mcfcius in the Ald’ruhn branch, he’ll concur.) 


Silence Taxgirl 

.\nother price on another head. Seek gut Adraria Vandaeia at the 
Census and Excise Office in Scyda Ncen. (You know where this is; 
it’s where you arrived in the game.) The w^hys and wherefores of ibis 
mission aren’t spelled out. Someone ju^i want.s her dead. 

This should make you think twice. Again, go see Pcrcius Mcrcius at 
the Ald'ruhn guihl. He'll recommend you disobey orders and refuse 
the contracL In w hich case, do nothing- 

IfyouVe a company man, you can still kill the woman. But w'atch 
yourself as you go about it, a.s there will be guards about. 

If you choose to disobey Loi bumol’s orders, be vs'arned: He won’t give 
you his Final quest. You’ll still be able to get quests from the other 
questgivers, but you’re finished as far as the ore is concerned- Don’t 
w^orry, though — you’ll be seeing him again later. 



Khajiit Bounty 

This quest is much closer to home. You’re 
to kill Dro’Sakhar, a Khajiit outlaw said to 
he hiding ssimewhcre in St. Olms tn \’ivcc. 

Ask around wdthin the canton and you’ll 
learn he lives in St. Olms Canal South- 
Two - reached through the middle door 
on die canton’s south side. 

Just find him, kill him, and get back to 
Lorbumol to collect the bouniv- 


DKG’S AKtlAR 

Debt Stoine 


liriclle Stoinc apparently is deep in debt. You’re heading to 
Ald’ruhn's The Rat in the Pot cornerdub to collect. 

Again, remember that things sotnciimcs aren’t what they seem. 

Sure, you could just kill Sioine and report hack to Ijorbumol to log 

the quest. 

But if you inquire further, either with Stoine herself (provided she 
likes you enough) or with a good source on all things AldVuhn, like 
Mcrcius, you’ll learn it isn't her debt to begin with. h’.s her brother's. 
,'^nfl RiiT.nn Stoine is already dead. 


Silence Magistrate 

The Fighters Guild has become a brutal mistress, and once again, 
you’re off to make a killijig. 

Apparently no one is safe on Wardenfcll. This time, the victim is 
a judge- 

Stimething’s going on here- Since when did the Chiild start acting 
like criminals.^ U feels as though someone else is calling the shots. 
Again, check with Persius Mcrcius in Ald’ruhn. And again, his 
advice is to refuse the contract. 

If you’re deterinmed to puKced, you’ll find Imperial Magistrate 
Rufinius .Alleius at ihc Grand Council in in Ebonhean. Kill him, 
again being careful with the guards, and collect your bounty from 
I^orbumol for the last time. 


Hrundi’s Quests 


Nchurdamz 

Hrundi is the most advanced of the Fighters Ciuild quest-givers who 
will of fer missions witliout the player first having reached a particular 
rank within the Guild. Mcrcius’ former secund-in^command, he s 
based at Wolverine Hall in Sadrith Mora, and the tasks he sets for you 
arc less harsh (though more difficult) than those of his cohorts. 
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The tlrsr of these finds you 
escorting explorer Lanennn 
Macrina through Nchurdamz, 
a Dwciner rum southwest of 
Holamayan. It's not exactly an 
easy assignment, and if you 
haven't reached Level 5, 
Hrundi will let you know that 
you might need some more 
ex|>crience first. 

But he’ll still give you the quest. 
After all. it’s vour funeral. 


Y<»u'H find Macrina just outside the dungeon door. Talk to her and 
select “cxphire together,” and she’ll lay out the story. She’s after a 
Ihiedric monster called Hrelvesuu. They have fought before, and 
now the woundetl creature has ded to its l.air. Macrina Uisically 
wants you to watch her hack while she goes in to finish it off. 

That's actually a useful due. This isn’t some fragile merchant 
explorer hut a resilient explorer - not only a creditable fighter, but 
healing you on demand - nnd you’ll have to be pretty neglectful to 
get her killeil. 

Once Hrelvesuu is dead, gel back to Hrundi to finish the s^uesi. 


Dissapla Mine 

Nix-Hounds have gotten loose in the Dissalpa Mine and are 
attacking the miners. In this quest (which can he completed 
without joining the Guild), you’ll visit the mine, meet with 
owner Novor Drethan and ilo whatever he requesLs. 

The mine is in desolate and empty country northeast of the Ounmer 
stronghold Falensarano, which is itself west of Tel Aruhn. 

When you arrive, hfx>k up with Drethan a .short distance inside the 
mine to learn that one problem has superceded another. The mine s 
healer, Teres Arothan, went off to look for an apparetuly lost miner. 
1‘he miner turned up, but now Arothan himself is lost. 

Drelhan’s not ItKiking to have the mine totally cleared out - yt>u just 
have to rescue the healer — but, naturally, Arothan is lost in the 
mine's innermost extremity, so you’ll probably be fighting a lot. 

7'his can lx: a rather alarming experience: The insectoid Nix- 
Hounds arc big and scary when they come at you out ol the tlark. 
(In the mine’s dark depths, use the torches that Drethan provides.) 

However, mercifullv, with a decent weapon, thev’re relativdv easy 
TO kill. 

When you find Arothan, have him travel with you back toward the 
mine entrance. You can talk to Drcth.an before you leave, then zap 
back to Sadrirh Mora to get credit for completing the task. 


Corprus Stalker 

A very traditional. Fighters Guild-type quest (which you should also 
he able to get without the Guild as middleman). Also, be sure to ask 
about a second quest before you head out. 


A Corprus Stalker is trapped in a shop in Tcl .Mora. You’re 
suppf)sed to go over an invite it to tea. 

lust kidding alxjut the tea. We know it s ^ a.m.. wherever you are, and 
just wanted to make sure you're still paymg attention. 






ikdore you leave Hrundi, make 
sure you also ask him about Reis 
Tenim. You’ll sec why in a 
moment. 

The shop with the 0>rprus critter is 
Her wen: Trailer. The thing is 
upstairs. U looks like it died two 
months ago. No w,ay this guy is 
coming to tea until he takes a 
shower. Kick his buu. Anil, if you 
like, chat with Berwen licr.sclf and 
do a Uiile business on your way out. 
The shops open again, anti it has 
some nice magical weaponry. 

Now, back to Hrundi to wrap up 
the. . No.^ 


Tenim Bounty 

Ny. 

That IS, you can return directly to Hrundi, but you don’t have to. 
The 0>rprus Stalker quest and the Tenim Hoiinty quest that 
fidlows each require only that you've finished Dissapla Mine, and 
so can be played out as pan the same journey - if, as suggested, 
you had the presence of mind to ask Hrundi about the second 
quest before you left Sailrith Mora. 

Tenim Bounty i.s even set conveniently on your path back to that town. 
Reis Tenim is a murderer and 1 Irundi wants you to track him down. 

He was last seen near the town of V^os. Talk to people there. You’ll 
eventually draw a bead on Tenim's general location (a hideout 
somewhere to the north) and a cfmtact that may be able to stick a 
pin in your map (the Ahemmusa tribe of the Ashlanders). 

Make for the camp, located along the coast northwest uf Tcl Mora, 
and talk to the Ashlanders. They’ll tell you Tenim is in Shallit. 

Now, where in the hell is Shallit r 

G<xmI question: It's one of the more remote locations in the game. 
The hideaway - part waterlogged cavern, part cl.assieal ruin — lies 
beneath a si/.cable islanel southwest of Aid Daedroth. (If you pass a 
great domed structure on your way from that city, you know you’re 
on the right truck; it’s the next island to the southwest.) 

Be warned; fhis is not an easy trip. It's probably too tar to swim, 
unless you’re really giKnl at it, and llying will require not a few 
battles with C’liff Racers. By the time you get there, you'll want to 
kill Tenim just for putting you through this! 

Now you can go back to I Irundi. 






TKe Morrowind Prophecies 




1 Dunirai Supply 

I With these last two quests cgmpletcd* youVe eligible tu take on this 
I ItWivcry errand. You may be grateful for its comparaiivc simplicity. 

I ^ Workers at the Adas Mine are out of sujamma - a popular ]it|uor. 
f The Guild is responsible for supplying Imperial mines on 

Viardcfifell, and Hrundi has yon running a fresh load of lxK>ze to 
hJelacar at the Dunirai Caverns- 

dinary, right? 

What's not so ordinary is the quest’s route. If you’ve been exploring 
ji purely by quest, rather than by impulse, you’ve generally been staying 
[ I in coastal tegions, and it’s conceivable this will be your first trip into 
|fVvardenfcirs vast, blighted interior. The caverns are southeast of 
iGboslgaic, between the fovadas Esannmlan and Ashur-Dan. 

,1 

1 1 | Think of it as a preview ot what vou’re up against. 

I I When you’ve had an eyeful, gel hack to Hrundi for a small reward 
to complete the quest. 


Tclasero 

You’re playing escort again - 
this lime to a scholar, Sondaale 
of Shimmerene, who needs to 
study the stronghold Telasero. 

It’s located halfway between 
Suran and Molag Mar. If you 
haven’t visited a stronghold 
before, it’s a fearsome 
experience the ashy wind out 
of the north blowing in your 
face, the terrain unforgiving, 
the architecture threatening. 

And your client ...missing. 

She Idt a note go the door: “Looks safe. Went down to scout it." 

For a scholar, she’s not t(x> brighL Tclasero is a Dreamer motel, to say 
nothing gf other resident creatures keyed to the player’s current level. 

Beat down the population as thoroughly as you can - Sondaale 
isn’t a Macrina, and will die without your help - and then 
make a dash for the lower level, where you’ll find the scholar 
<ahem> standing on a table. 

|l. 

Talk to her, select “travel together" and bring her back outside. 

II Then get back to Sadrith Mora and Hrundi. 

Note that, if you stumble upon this foolish lady in your travels, you 
can still get her out ofTelascrg - lack of Cjuild membership and 
technical ineligibility for the quest notwithstanding. 


Engacr Bounty 

A Guild client has put a price on the head of Engacr — a liosincr 
mercenary working for Tcivanni councilor Neloth. Proximity and 
necessity will make this a short mission. Your victim is close by — in 
Td Naga, the tower in Sadrith Mora - and he’s not alone. Do the 
deed and get out quickly. Hrundi will reward you wxll. 




Find Pudai 

Your final quest for 
Hrundi involves 
recovering seven Eggs 
of Gold that are 
supposed to be found 
in the Pudai Egg 
Mine. If you can 
return them, the 
Guild’s Tcivanni client 
will pay 10,000 gold. 


You will earn it. This quest is difficult. No one knows just where the 
mine is located. No one. Hrundi says only that it’s “on or near" the 
island of Sheogorad at the northern end of X’vardcnfell. That covers 
a huge swathe ofsimilar territory. In the absence of a recognizable 
landmark, you could search among these empty beaches, mushroom 
trees, calm waters, and silent tciwers of signc for days without 
finding it. 

So here's a landmark: The mine Ucs w'cst of the great Dwemer ruin 
at Mzuleft. (If you haven’t explored this site, it’s south of Dagon Pel.) 

Its easiest to fly straight w'cst from Mzulcfi’s frontdoor. But to 
reach the mine on foot, head south from Mzulcft and through a gap 
in the surrounding mountains, You’lJ find an east-west path. Follow' 
it west to a “T" intersection. Go north. When the path forks 
northw'cst and northeast, go northw'csi. This path will wind west 
through a grove of those mushroom trees. When it leaves the grove, 
start looking north. You'll soon sec a small door. 

This is Pudai. It’s a good sized mine. You should be able to find all 
the Eggs of Gold in the mine proper, but the Queen's l^ir is w^orth 
checking out as well. 

Make your way back to Sadrith Mora to see Hrundi one last time 


Percius Mercius’ Quests 


Vas 

You may already have consulted w ith Percius Mercius of the 
Ald’ruhn Fighters Guild on st»me earlier Guild quests, and in the 
process may have noted his compassion and thoughtful good sense. 
He’s the soul of the Guild, and if you’ve reached Rank 3 
(Sw'ordsman) in the Guild, you can now w'ork for him directly. 

Your first task is to help out a Buoyant Armigcr named Ulyne 
Hcnim w'hilc she goes after a necromancer in Vas on a remote island 
w'csi of Dagon Fcl. 

You'll find Henim near the \as entrance. Talk to her and have her 
follow you. 

She’s a reasonably strong fighter, and should be able to account for 
herself pretty well. But do note Mercius’ cautionary description: 
“young, inexperienced, ambitious, and nahlc-” 

There’s a small dungeon and tower here The necromancer, Daris 
Adram, is the tow'cr. Once he’s dead, the mission’s done and 
Henim should stop following you. Get back to Mercius to complete 
the quest. • 
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A straight bounry-hunring job. You’re to track down and kill the 
outJaw Nerer Bcncran,a former House Redoran member turned 
criminal. He s hiding with about a half-dozen other baddies in a fairly 
large, watery aive called Sargon southwest of \^as. YouH find some of 
his cohorts in pairs, and he’s no slouch cither, so be prepared for some 
fairly protracted fights. (Necromancers like to cavort with Dremora!) 

When you’ve turned the eX'Redoran into an cx-criminak get back to 
Ald’ruhn and Mcrcius to put the quest away. 


A similar adventure. This time, you're of]l 
to the trading village of Suran to talk to 
the serjo, or mayor, about bandit raids. 

Avon Oran (at Oran Manor) tells you 
they’ve been coming from the cavern 
Saturan, over the mountains to the northeasL 

There are a Ion of bandits in this large 
cave. You just to kill the leader, Daldur 
Sarv's. (Apparently the other bandits do 
not have management aspirations.) 

But wouldn’t you know? Sarys is at the 
far end of the cave. 


(Jnce you’ve nailed the bandit, report your success to Oran, and then 
check in with Mercius for another task. 


Rind of makes you question your chosen profession when the Fighters 
Guikl keeps making you deliver booze to the mines. 

You did it once for Hrundi, and now you’re doing it again for 
Mcrcius - this time carrying a load of Bin to someone named 
Danger at the Eliih-Pal Mine. 

-\nd once again, this quest takes you deep into Nh-s-ardenfeH’s interior. 
(Elith-P;il is at the base of Red Mountain west of the Zainab Ashlanders’ 
camp. The citizens of Tel Vos can give you directions to the camp.) Drop 
oft the goods, and get Ixjck to Mcrcius to complete the task. 

Kill Cronies 

You’ve already gathered that something’s been going on l>chind the 
scenes bctw'ecn the Fighters and Thieves Guilds. 

Now, the curtain rises upon rebellion. 

Mcrcius asks you to kill Vivee guild steward Ivorbumol gro-Aglakh. 
And if you haven’t performed the Thieves Guild quest Bitter Bribe, 
he’ll also ask you to kill Balmora stew'ard Eydis Fire-Eye. Both are 
supporters ot Guildmastcr Sjoring Hard-Heart. 


You may have misgivings about killing characters who’ve grown 
familiar. But steel yourself, remember their brutality, and do it. It’s 
better than the alternative. Report back to Mercius w’hcn you’ve 
finished the job. 

Kill Hard-Heart 

You’ve taken out Sjoring Hard-Heart’s henchman or henchmen. Now 
Mercius sends you after the Guildmastcr himself. 

Talk to him about “Sjoring Hard-Hcart”and learn this is the final 
step in freeing the Guild of corruption - that being the inftuencc of 
the Camonna Tong, 

It won’t be easy. Hard-Fleart is a powerful character well equipped 
in conventional W'oapons. Take Mercius up on the access he grants to 
his private rooms and take the two suits of armor w'ithin. 

Then head for (he Vivee guild, kill Sjoring, and return to 
Mercius for promotion to Guildmastcr. 

That sai<i, you can follow a different, nastier path to tlx* same destinatioa 


Sjoring Hard-Heart’s Quests 

Kill Bosses 

If you’ve hit Rank 7 (Guardian) in the 
Fighters Guild, and wu haven’t 
performed the Thieves (Juild quest Kill 
Hard- Heart or the Fighters Guild quest 
Kill Hard-Hcari, you’re ready to take 
orders from the Guildmastcr himself. 


After you discover what he*$ about, you 
just might change your mind. 


SJORING Hard-Heart 


Sjoring Hard-Heart can be found in the Guild’s Vivee quarters. He is 
clearly a man with something pressing on his mind. 

Talk to him about “Thieves Guild bosses.” In essence, he is 
proposing to commit vendetta against the Thieves Guild. He wants 
to wipe out its lower-level Ixisscs, and you are his instrument. You 
are to kill Sugar-Lips Habasi at Ox* South Wall cornerclub in 
Balmora, Big Helende at Dirty ,Muricls in Sadrith Mora, and 
Aengoth at The Rat in the Pot in Ald’ruhn. He’ll even give you 
gold to pay the inevitable fines, 

“You and me arc going places,” he says. 

Ask him about “allies,” too. He’ll identify them as the Camonna 
Tong (as you’ve already been told) and .says that, if you can wipe out 
the Thieves Guild, this Morrowind Mafia will help the Fighters 
Guild through hard times ahead. 

In any event, you can kill the Thicve.s under-bosses as instructed, 
and return and talk to Hard-Heart to complete the quest. He’ll 
promote you to Champion, and name you his second m command. 
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But this course hicks a ccniiin wisdom. If you're in the Thieves 
Guilds or pUn to foin, it just doesn’t make sense ro kill the people 
who would give you quests. (And if you’re already playing as a thief, 
you know they're decent types who don't send you out to kill folks 
at every' opportunity.) 

Look before you leap. 

Big Bosses 

If you're already committed to this path, there's no reason to hold 
hack the coup dc grace: Once you've killed the little Thieves bosses, 
Hard-Hc.irt sends you after Gemlcman Jim Stacey. He tells you kill 
the Master Thief at Siminc Fralinic's bcKikstorc in Vivec. 


Do it, and get back to the Fighters Guild and get back to Sjoring. 

Somewhere along the way, yon might want tg steal from Pcrcius 
Mcrcius’ rooms the armor that he offers you freely in his Kill Hard- 
Heart quest. 

What follows at the Vivec guild may play out in a couple of 
different ways, depending on how you handle the conversation, but 
it will end identically. Hard Heart attacks you. Maybe he’s craxy, 
and maybe he’s just evil. Either he sees you as a threat because 
you're his .second in comiiuind ur because he's just learned you're 
the new Master Thief. 

Once he's dead, you’re al.su Guildmastcr. 
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AGES Guild 


The Mages Guild is a professional organization chartered by the 
Emperor to promote study of the arcane arts. Training, goods, and 
services arc cheaper for members, and the Guild Stewards know 
where to find work- If youTe thinking of making wizardry your 
profession, you should join and work your way up the ranks. I^x)k 
for guild halls in Balmora. AldTuhn, Wolverine Hall in Sadriih 
Mora, and the Foreign Quarter in V’‘ivec. 


edwinna Elbert’s Quests 

Chronicles of Nchuleft 

Once you've joined the Mages Guild, Edwinna Elbert, found at 
Guild quarters in Ald’rvhn. will shepherd you through many of the 
early quests. (Ajira. an apprentice at the Balmora chapter, also offers 
3 number ot pre-K quests.) 

Like most faction quests. Elbert’s start simply. In the first, you just 
have to get her a book for her research. 

It's a rare Dwarven tome called ‘‘Chronicles of Nchuleft” - a story 
of the bad blood leading up to the death of Io:>rd Ihlendam. 

Elbert doesn’t know where to get one, but suggests that you check 
with booksellers. She will give you 250 gold to cover the purchase. 
(You can keep the change; that’s your reward.) 

Ah. but finding it. Booksellers will tell you they don't have a copy. 
But if you ask around enough, yoif 11 eventually be directed to 
Jobasha's R;irc Books in Vivec. Foreign Quartet Lowxr Waistworks. 
He docs have a copy. Pick it up and bring it back to give Elbert to 
complete the quest. 

(Note that this isn't the only copy of Chronicles in the game. But 
Inbasha's is the only place to which you’ll be specifically directed.) 


Potion 

You know what it s like when an item you're expecting doesn’t turn 
up. Well. Elbert's in that predicament now. Skmk*-in-Tree'S'$hade 
in Sadriih Mora has promised her a L>etect Creatures potion, but it's 
nowhere to be found. You’re to talk to Skink ami track it down. 

You’ll find him in Wolverine Hall. The easiest way to get there is 
through the Mages Guild teleport service. He tells you the potion is 
ready and turns it over, just give it to Elbert, and you've wrapped 
up the quest - and netted a couple of potions to boot. Easy as pie. 

Note that, once you’ve completed tliis quest, Skink will otTer you a number 
ol quests of his < iwti. You’ll find them listed larthcr along in this section. 

Steal Book 

God save us from mages who want books. 

Ellxrrt's after another one, and this lime 
she’s so desperate that she’s w-illing to have 
you steal it. (She calls it “borrowing.^’) 

The text. “Chimarvamidium.*' is part of an 
“Ancient Tales of the Dwemer” collection, 
and apparently deals with a golem or 
centurion of some kind. (Shades ol 
Daggerfall.) Sirilonwc over at the Mages 
Guild in Vivec .seems to have a copy. 

The book is in a chest in a closet m the V’ivec guild. Elbert provides 
an opening scroll that should help. Just find it, get out of there and 
give the h(K)k to Elbert. If you shut the dcx>r again after you enter 
the closet, you'll almost certainly escape detection. 

.Along the way, do not speak to the book s rightful owner wdth 
“Chimarvamidium” in your inventory. She'll accuse you of stealing it 
and give you an opportunity to return it. II you don’t prepare to face 
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Hated entemy 

House Tclvanni 

ENEMY 
Temple 
Ash landers 
Camonna Tong 
Clan Aundae 
Clan Berne 
Clan Quarra 

HOSTILE 
House Redoran 
House Hlaalu 
Fighters Guild 
Imperial Legion 
Thieves Guild 

Friendly 

Imperial Cull 

ALLY 

beloved ally 
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30 

30 

0 

0 
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30 

30 

10 

0 

Journeyman 

50 

30 

20 

0 

Evoker 

50 

30 

30 

5 

Conjurer 

30 

30 

40 

10 

Magician 

31 

31 

50 

15 

Warlock 

32 

32 

60 

20 

Wizard 

53 

33 

70 

25 

Master Wizard 

34 

34 

80 

30 

Arch'Mage 

35 

35 

90 

35 


Favored Skills 

Alchefny 

Mystichtn 

Illusion 

Alteration 

Destruction 

Enchant 
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the consequences. Ydling "Edwinna Elbert nuidc me do it!*' is not an 
option. If yo4J read the book prior to returning it» it will raise your 
. Heavy Armor skill. 

The funny part is that the tKK^k turns out to be of absolutely no 
use to Elbert. 

Apprentice 

A real Sorcerer s Apprentice situation i$ unfolding at Huiccn $ Hut 
southeast of Maar Gan. Huleens asssisiani, Listicn BicrIes, 
summoned a scamp - essentially, a Daedric imp - to impress his 
employer and then lost control of it. If he ever had control of it. The 
Scamp trashed the pbcc and stole the apprentice’s clothes and the 
poor fellow’s Ic>ckcd himself in the closet. You can get to Maar Can 
nasilt stridcr from Ald’ruhn. 


You’ll find Cadiusus in the upper level of the ruin. Chat with him — 
first on "excavation report” and then “Ane^s VenduJ' 

It turns out that Vendu, the dig s native guide, has disappeared into 
the ruins lower levels - taking the report wdljit Kim 

Go find him. You’ll eventually wind up in n “Test of Pattern” room 
(mentioned by Cadiusus’ daughter, Pania) with three cranks along 
its left side. 

The right-most two cranks arc similar. Don’t touch them. (They 
slu>otout steam, which injures you.) The one furthest from the 
entrance is different, and it opens a secret door lca<Jing to, aJas, the 
corpse of the unfortunate Vcndii. Get the rej:>grT (which is on 
Vendu’s body) as well as the nearby bcnjk, "Hanging Gardens of 
Wasten ('oridalc.” Check in with Cajiusus and Daughter — 
Cadiusus is excited about the book - and get hack to Elbert. 


Youf (ob is pretty straight-foTward; Kill ihr scamp and rescue the 'vould he priceless in tlic 

apprentice from the closet. The door's locked, but there’s a key on '^'Shl hands. It’s written both in Dwemer and Aldmcris and it 

the scamp and another kev on the floor near the door iisell . Get back figures that, if you could find someone who could translate the 

ID Elbert to complete the quest and get your reward. d«iphcr the Dwemer text as well. 

The excavation report mentions another Dwemer ruin - forc^had- 
Rctum Book owing yyur next quest. 


That useless book you "borrowed” for Ell)ert? Sigh. Now she wants 
(Ogive it back. 

Mages really are a pain in the butt. 

You have two options here: Pui “Chimarvamidtum” back in the 
chest where you found it wnthout getting caught, or forthrightiy talk 
to iti rightful owner, Sirilonwc, and jUH give her the book. Head 
back to Elbert to finish the quest and pick up a couple of protective 
amulets as your reward. 

Elbert apparently plans to send you into dangerous terrain. 


>• 


Weird Science 

No sooner said than done. If ygo’ve reached Rank 4 (0)njurcr) in the 
Guild Elbert sends you off to the Dwan.cn ruins at Arknglhunch- 
Sturdumz in search of an artifact known as a Dwemer Tube. If you 
aren’t yet a Conjurer, you will need to visit another quest giver first. 
Skink. mentioned earlier in the Potion quest, might be a good choice. 
The site is northw^est of Gnisi.s, hut it’s easier to get there by first 
heading west from Aid X'elothi to the coast. There’s not a lot of loot in 
this modest-sized dungeon, so focus on getting the Tube, getting out, 
and bringing Elbert her new toy 

Excavation 

Now you’re off to another rum - this time to check with Elbert's 
colleague Senilias Cadiusus to see what s holding up his monthly 
report on his research at Nchulcfiingth, 

Elbert will offer two potential routes. You can go around the 
mountains near Suran and head northeast along the Eoyada Nadanat. 
Or, from MolagMar, you can head north w'cst toward Mount Kand, 
detour mortli around it, and follow' the noiih side of the Foyada. 


Mzuleft 

This large and dangerous ruin, south of Dagon Fcl, contains blueprints 
of .1 Dwemer scarab sought by Elbert. You have to swim in (or fly 
above) portions of the Sea of Ghosts to get there. A more roundabout 
way is to buy icleporration in a Mage’s Guild to Sadrith Mora, buy 
passage on a ship to Dagcin Fcl. 

This place is lousy wdih Ores! Find the plans - apparently for a large 
metal insect - nnd another Iwok called “The Egg of Time,” Then 
gel out and reconnect with Elbert. 

On your return, she’ll mention additional blueprints at another 
ruin called.. . 

Bethamez 

1 he story goes that the Gnisis eggminc was closed due to the blight, 
but Elbert has heard rumors that miners broke into the lost Dw'emcr 
ruin of Bethamez, and that it contains plans similar to those 
recovered in Mzuleft. 

If you’re a Rank 8 Mage, Elbert will dtsp>atch you to retrieve them. 
The entrance can be found in the lower region of the Gnisis 
Eggminc. It’s not an especially large ruin, as these things go, and its 
unplundered status means you'll find a number of Dwemer artifacts 
- including the airship plans Elbert wants. 

But this doesn't mean its not dangerous. 

You’ll also find another book: “Divine Metaphysics Adapted to 
the Meanest of Intelleets.” (Sort of a “Dwemer for Dummies,”) 

Y’ou’rc (lone wfith Elbert — at least for now. Bui you now have 
the equipment to perform a key quest for Guildmastcr 
Trebonius Artorius. 
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AJIRA’S QUESTS 


Mushrooms! 

The early quests from Ajira, whom you1l meet in the Ma^cs Cruild in 
Balrnora, are simple and child-likc* The first is the definition of 
innoccnec. You’re ^>ing out into the countryside tv pick mushrooms, 

Ajira apjwcnUy is working on a report on the mushrooms of 
Wardcnfcll’s Bitter Coast region and needs samples of four 
varieties: Luminous Russula. V^iolet Coprinus, Bungler's Bane, and 
Hypha Facia- Some will be easier to find than others. 

Why do I have the feeling I’m doing my daughters science project? 

The best place to find the mushrooms is the swampy terrain near 
Balmora. Follow the west bank of the Odai River to the south until 
you come to a bridge. Then start looking for a path over the hilU to 
the west. It leads straight into the swamps. 

Happy pickings, lust watch out for wild critters in the area. With 
samples in hand, return to Ajira to finish the quest. 

Sabotage 

One moment. Ajira's doing something sweet .and chihMike, The 
next, she’s salxitaging another apprentice s project. 

Or. rather, she’s asking you to sabot.igc it. 


The lake is cast and south of Balmora. He.ad south out of town, then 
east toward the McKinmoih Fort and cross the Foyada Mamaea. 

Then hook up with the road to Suran, which passes the lake. 

When you’ve got the ingredients, cart them back to Ajira to wrap up 
the quest... and wait to see w'hether Ickyll or Hyde turns up next. 

Bowl 

It's Jekyll. Ajira wants a ceramic bowl from trader Ra'V’jrr in the 
w orking-class section of Balmora. She gives you 10 drakes to buy it. 
Do so, return, and give it to Ajira. (Note: You may not get this quest 
if you leave the Mages Guild without talking to Ajira again after 
completing Flowers.) 

Stolen Report 

Galbedir. doubtlcM taking revenge for her spoiled journeyman project, 
has stolen Ajira’s reports on mushrooms and flow'crs and hidden them 
in the Mages Cmild. Can’t say as I blame her. You just have to find them 
and return them to Ajira. 

They’re not tliai hard to find, and you can search for them on your 
own. However, if you bump her Disposition up to 70, Galbedir will 
confess and give you tiie locations: one under a dresser in the 
bcdnxiins and the other among sacks of ingredients. Return the 
reports to Ajira, and you’re good. 

Staff of Magnus 

.'\ftcr you recover the missing reports, Ajira w^on’t have anything for 
you for quite a while. But once you’ve reached the higher ranks of 
the Guild, return to her for two more quests. (They’re actually more 
in the nature of tips to the location of advanced magic hems.) 

When you hit Rank 6, go see Ajira tor the location of the Staff of 
Magnus. It’s in Assu - a forbidding cave on Mount Rand, w^hich 
itself lies straight north from Molag Mar. 

You’ll also find a lot of other loot here - not to mention some tough 
adversaries. These include the Staffs current owmer — a Level 20 
Sorceress named Dreveni Hlarcn. 


Ajira has made a bet with fellow apprentice Galbedir that she’ll make 
the Journeyman rank before Gallxxlir docs. To guarantee her victory, 
w^hile Galbedir is away doing research, Ajira has you plant a fake soul 
gem in Galbedir’s desk to make her riwil’s Journeyman project fail. 
Her desk can be found on the top floor of Balmora’s Guild of Mages. 


Simple as that Report your success, and got the next mission. 



Flowers! 

Sweet Ajira, evil Ajira, and 
now sw'cei .Ajira again. 

This time she’s doing a report on 
Bowers, and sends you oft to the 
shores of Dike Amaya to collect 
four more ingredients: Gold 
Kanet, Stoneflower Pet.ils, 
Willow Anther, and Heather. 


Warlock’s Ring 

Finally, when you hit Rank 8, visit Ajira one last time and she’ll pul 
you onto the location of the Warlock's Ring. It's in the possession of 
sorceress Vindarnea Drclhan. Y'ou’H find her in Ashirhadon, a large 
and rich dungeon on an island east of the Bal Fell ruins. 


SKiNK’s Quests 

Escort Scholar 

Once you’ve completed the Potion quest for 
Elbert, Skink will offer you assignments as 
w'cll. Y'ou’ll find him in Sadnth Mora’s 
Wolverine Hall. 

Y'our first assignment is to accompany a 
scholar named Tenycminvvc to the ship Elf- 



SKINK 
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Skcrring at the Sadrith Mora docks. Evidently, she was involved in 
some sort of dust-up with a local Tclvanni.* and now is sc,arcd to 
ttavc) without escort. But Skink s not expecting trouble. She can be 
found in Dinv Muriel's Corncrclub. 


Outside the Hall, talk to the lady about "travel together" and $he‘ll 
follow you to the docks. Get back to Skink to finish the quest. 


Vampires of Vvardenfcll 

As Elbert, so Skmk. Mages like books. 


Skink is after V^oiumc 2 of am pi res of V’'vardenfell." 7’hc Temple 

has banned it, and it s hard to find. 


Skink points you to booksellers and the Temple. Booksellers and 
Morrowind cogncsceuii will be more sf^eciiic and point you to 
)oba$ha's Rare Books or the library in \'ivec. 


Talk to [obasba. He docs have the book - |obasha has pretty much 
k«»crything - but at the steep price of 400 gold. 


► Another option is to visit the Hall of justices secret library in \’ivec 
and steal a copy. 


Of course, the guards will pounce on you, so you’d do well to create 
a diversion first Steal an insignificant Un^k as far aw'ay as p^issible 
from the vampires book. Wait for the guards, pay your fine... and 
then run like crazy, grab the vampires book, and get out before the 
waylaid guards show up. 


Yet another possibility is checking in vampire lairs like Galom 
.'Daeus. (Vampires apparently like to read about themselves.) 


in any ease, once you have the bosik, turn it over to Skink to wrap 
op the quest. 


Wise Woman 


For unstated reasons, your contact wants you to arrange a meeting 
with an Ashlandcr wise w^oman. 


But here’s the thing: None of the Ashlamlcr wise women want to meet 
with him. if you like, make the rounds of the Ashlandcr camps and ask 
them. TheyVe apparently all washing their hair the rest of their lives. 


Skink must be code for "stink The Ashlanders have no love for 
.foreigners, Skink iclb you that your best bet is with the Ahemmusa 
tribe. They can be lound by taking a boat to Tel V^os and heading 
’ north along the coast. 


To add insult to injury, w'hcn you meet with Sinnammu Mirpal, the 
wise woman for the Ahemmusa tribe, she says she might consider 
•ending her apprentice — and then only to give the girl some useful 
lexpcrience in the errors ol foreign ways. 


■ Even the apprentice, Minabibi Assardarainat, isn't immediately 
I available. She is off at the Fnvd Ancestral Tomb west of the 
lAhcmmusa camp, exorcising a spirit. 


I Seek out the girl. She says she is too weak to put the ghost of Ranit 
f Ashumisammis to rest and asks you to do it. Do it. Smack that ghost. 
I Talk to the apprentice again, and then to Mirpal, vvhu agrees to send 
►ardarainat to the meeting. 


The apprentice must be wearing her good sneakers, because she beats 
you back to the Mages Guild. She'll give you an ancestors ring for 
your assistance, and you can check in with Skink to end die quest. 



Kill Necromancer 


A straight assassination. Skink wants you to kill 
necromancer Tdura Ulvcr, who lives in Shal. 


ShaL? 


It’s a long w'ay from Sadrith Mora, and 
you'll probably need help to find it. 


Find your way to Hla Oad, on the far side 
of the N'vardenfcll. Head north, cross a 
bridge and follow ilie coast until you rc.ach 
a second bridge leading to an island. On the 
nordi side of this island, you wdll find the 
entrance to Shal in a pool of muck. 


When the deed is done, return to Skink. 



TELURA ULVER 


Soul Gem 


If you’ve reached Rank 7 in the Guild (Wizard), Skink will send you 
to obtain the soul of an Ash Ghoul. 


Any Ash Ghoul w'ill do, but Skink says the closest is in Yakin, an 
extensive Sixth House base north w'cst of Tel Aruhn. He provides 
tw'o scrolls of soul t rap to capture the ghtiul (Dagoth W'los), and a 
soul gem to serve as the vessel. Return the gem to Skink in Sadrith 
Mora to complete the quest. 


Vampire Cure 


Skink apparently has been delving into that Vampires of 
Vvardenfcll IxKik you brought him some time ago, and now w'ants a 
related manuscript called "Galur Rithari’s Pa|Krs” - an account of 
how^ its author was cured of vampirism. 


Check with book vendors and scholarly types for clues. Copies can 
be found in the Hall of justice’s secret library, Galom Daeus and, if 
you’re especially daring, in Kagrenac's Library in Tureynubl. (Be 
prepared to make an evening of it; that library holds 70*plus books.) 


Return any of these to Skink and receive his amulet. 


RANIS ATHRYS’ QUESTS 


Join Us 


When you reach Rank 2 (Journeyman), you’ll be eligible to perform this 
recruitment quest for Ranis Athrv's at the Mages Guild in Rilmora. 


Athrys wants you to persuade Llarar Bereloth, a former Telvanni 
sorcerer, to join the Mages (juikl. 


And if he won’t join, she wants you to kill him. 
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Athrys is sort of nast\' that way. But you'll 
hnd, a$ you work through Iut quc$is> that 
there are ways around her most brutal 
solutions, and so there is here. 

Just Get His Notes 

It’s pretty hard to .screw- up an escort quest when it doesn’t matter if 
your companion survives. 

Sulipund s a very nice dome-shaped 
private in the countryside, Tg 

reach it, head east from Balmora and 
pass Fort Moonmoth. Cross a bridge to 
Molag Amur and continue to Lake 

Amaya. (You should see the stronghold 
Marandus to the south.) Head north up 
a path beiw'een the hills. Before the fork, 
RANIS ATHRYS y«u’» reach Sul, pund. 

You’re asked to accompany llcrmcrcl, a newcomer to Balmora, on 
his trip from the Fight Plates to the HaHway Inn in Pelagiad. 

But Athrys tells you flatly that she doesn't care if he makes it there 
or not. She just w-anis his notes. 

Resist the tcmplalion to give Athrys an emergency appendectomy. You 
can kill Itermerel, or allow him to he killed. Bur if you manage to get 
him to his destination intact, you’ll get the notes as well as a reward. 

As usual, ifs just a matter of boosting Bereloth s disposition to the 
necessary' level (70, in this case). Bereloth will eve,ntually agree to join 
the guild the next time he’s in Balmora just to gel you off his back. 

Deliver the notes to Athrys to complete the quest. 

Is She or Isn’t She. ^ 

Or if persuasion isn't your strong suit, kill him. 

There are many things that do nm sit well 

You can return to Athrys at this point to complete the quest. Or, 
while you’re in the neighborhood, you can combine this quest with 
the next. Pay Dues, and jog west down the road to Punabi. 

with the Dunmer, and necromancy * raising 
the dead for fun and profit — is one of them. 

Small surprise that, for the second time as a 
Mages Guild member, you’re sent out to 

Pay Dues 

necromancer. 

In Punabi, you'll find a mage named Manvs'c who’s doing some 
research. She is behind on her Guild dues. Two thousand gold 
behind, to be exact. 

This one has the decidedly un-nce romantic 
name of Tashpi Ashibael. She sounds about 
13. she probably wears fuzzy pink sweaters, 
and she lives a hut in Maar C<an. And, on 

She doesn’t seem to give a hoot, saying she’s no longer a member. 

Athrys* command, you can simply go there 
and kill her and report back. 

Again, making her see the light is just a ^^atte^ of ratcheting up her 
Disposition to 60. (This w^ay, you'll get half the take.) 

That’ll work. TaSHPI ASHIBAEL 

But, as with Bereloth, .Athrys has authorized you to <let me guess> 
kill her if she doesn't pay. 

But, by now, you may have started to question your quest-giver’s 
wisdom and sense of fairness. .And you may want to look into this 
accusation further before you act upon it. 

Athrys just doesn't understand the word "no.” 

In fact, if you walk around Maar Gan and talk to people, you’ll hear 
that Ashibael is not a necromancer. Nothing like it. She’s a healer. The 

You can take pity on her and pay the dues yourself. 

woman herself, astonished, reports that she refused to join the Mages 
Guild and is surprised that Athrj's has carried the gnidge so long. 

In any case, get back to .Athrys to wrap up one or both quests. 

Let Ashibael go into hiding, and tell Aihr)-s you’ve made the hit. 

Stop Competition 

Spy Catch 

Unauthorized magical training makes the Mages Guild go crazy. The 
current source of its anxiety is an Argonian wiilj the bewildering name 
of Only-Hc-Stands-Thcrc, who is offering unsanctioned training in 
Restoration at the South Wall cornerclub in Balmora. 

Your final quest for Ranis Athrys is a complex and challenging one. 
You have to root out a Telvanni spy w'ithin the Mages Guild. 

You're to question Guild members in Balmora, AldVuhn, Sadrilh 

You’ve got a few options. 

Mora, and Vivec. When you find the spy, you’re not to take 
independent action, but report back to Athrys. 

Working on his Disposition works. (You’ll have to get it up to 60.) 

Along the w'ay, you'll hear a lot of different things. That there are no 

Killing him w'orks. But it would be a shame to kill someone so well- 
meaning, and who speaks so eloquently to the needs and limiictl 
means of bis clients. 

spies. That a member of Guild’s Ald'ruhn branch belongs to the Dark 
Brotherhood. (And you’re right to be suspicious of Movis Darys, but 
he’s not the one.) That the spy is in Sadrith Mora. And so on. 

And then, of course, you could have the Argonian train you in 
restoration. In return, you’d lie to Athrys that he’s agreed to stop. 
5>ound5 like a plan! 

Your search w'ill eventually take you to Vivec and here you’ll begin 
to hear about a certain Tiram Gadar - an advisor to Arch-Mage 
Trebonjus Artorius w'ho came highly recommended. 
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It would be great if you couM get a look at that rccoii\tncndation, .ind 
you can -cither by picking it up near Gadar when you interview him 
or receiving it directly from Trebonius. You’ll find it a transparent 
j forgery. This is your suspect. Tell Athrys, and move on. 

But arc you sure? Really, really sure? See, there’s an alternate 
approach: You can use this pretext as a way to rid the Guild of this 
loose cannon of a quest-giver. When you talk to Aricirius, report 
Athry's as the spy. She 5 out of the Uxip, and you’ll still gel credit for 
the quest. Note that you only get this as an option if you lei 
Itcrmerd and Tashpi Ashibael live. 


[ Let's face it. Artorius i$ an idiot. Figuring out how he got to be ai\ 
Arch-Mage, let alone Guildmaster, could be a quest in itself. He docs 
not have a clue. 

In this expansive quest, nor do you. 
Arturius docMi’t teH you squat. 

The quest, which he can give you at any 
time after you join the Guild, involves 
one of the deepest mysteries of 
Morrowind: What hap|)cned to the 
Dwarves? Before there was an Empire, 
they vanished without trace, leaving 
behind a marvelous technology enshrined 
in dangerous nuns. 

Then again, maybe you already have a 
clue. Whai evidence of the Dwarv es do 
you have in your inventory? 

I If you were ihorough in your explorations while on Edwinna 
Elbert’s quests, you should have three Dwarven btxjks: “Hanging 
I Gardens” (from the quest Excavation), “Divine Metaphysics ’ (from 
I Beihame 2 ) and “The Egg of Time (from Mzuleft). 

If not, you need to do some additional dungeon delving. 

I You should also know from talking to Hasphat AntaboHs or Senilias 
I Cadiusus that “Hanging Gardens’* is a potential key to the 
1 translation of the other tw'o books. 

But who can tran?laic Aldmcrb-^ Talk to Elbert, Antabolis, and wizard 
I Divayth Fyr about the books, and you will eventually be pointed to 
Yagmm Bagarn, a p;ilient io Fyr’s Corprusarium, or Telvaoni sorcerer 
t Baladas Demnevanni. (Bagarn is a pivotal figure in Morrowind.) Use the 
^ topic “Disappearance of the Dw^arves," and the books will be translatal 

! It's frightening stuff “Divine Metaphysics” explains how to create a 
god through sorcery. “The Egg of Time” argues that it’s not 
dangerous to interrupt a link to a source of divine power. 

1 Yeah, right. Given how completely the Dwarves vanished - as 
I though some cosmic light switch had been turned off —you may 
i- wonder about the value of those conclusions. 

]' 

; Report back to Trebonius. He probably won’t understand a word of it, 
j but your reputation wdthin the Mages Guild will go through the roof 


Kill Telvanni 

If you’ve solved Disapixarancc of the Dwarves, reached Rank 7 
within the Guild, and finished the Main Quest, Artorius will give 
you this rare quest. 

He wants you to kill all the TcKanni councilors. 

Your initial journal entry on this quest will note: “I’m not sure if he 
w'as serious.” 

Maybe he was and maybe he w'asn’c. If you question Artorius about 
“House Telvanni,” he’ll lay out his wishes in more detail. 

but there’s a vague dementia lurking around the edges of 
Artorius’ responses. 

T hen again,a c|ucst is a quest, .and this one isn’t as hard as it may 
sound. T'ou’vc already killed Master Gothren (and conceivably some 
of his less-agrccable colleagues) as part of the Main Quest, and you 
don’t have to kill the someiirncS'Tclvanai-councilor Baladas 
Demnevanni (who is useful is his owm right). There seems to be no 
downside, unless you’re in House Telvanni and you haven’t 
completed all the quests yet. 

Report back to the Arch-Mage and youTI get his staff and the 
Necromancer’s Amulet. 

Now you know' he’s nuts. 

Guildmaster 

Clearly, the Mages Guild needs a change at the top. That's about 
to happen. 

If you have performed cither all of Ell>ert’s quests or all of Skink’s, 
talk to the relevant quest-giver again after you reach Rank 8 to 
obtain this final mission. 

Skink will give you a letter for Artorius. You can read ii. It is 
Artorius’ pink slip from the Empire — poHic, but unequivocal. Poor 
Icllow. Go talk to him. He’ll read the note and name you Arch- 
Mage. Thus endeth the quest. 

The other route is much tougher. If you haven’t received Skink’s 
leiLcr, talk to Elbert. ShcTl tell you to talk to Artorius, Specifically, 
talk to him about “Arch-Mage,” and he will challenge you to a duel 
to the death in the Vivee Arena. The upside is that you’ll get some 
great equipment off him afterward. The down: He gets to use it 
against you first. 

Advancement Quests 

Some promotions within rhe Guild have special requirements. 

When you advance from Rank 3 (Evokcr) to A (Conjurer), v<ju’11 
have to pay Guild dues of 200 drakes, fust select “Chiild dues,” and 
pay your tab. T hat’s it? That’s it — and this one time only. It barely 
seems like a quest at all. 


Trebonius Artiorius’ Quests 

The Disajjpcarance of the Dwarves 



TREBONILIS artoktus 
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Moving up to Rank 7 (Wizard) i$ 3 more conventional quest. To 
make this transition, select “Advancement ' and learn that you need 
a Wizard s staff. 

You can buy a staff (not cheap at 5,000 gold) and automatically 
advance. Ur you can steal one and then calk to a mage vviih a 
rank of 7 or better with the stolen staff in your inventory to get 
the promotion. 


Where to steal one.^ Well, any staff will do, but the Guild may take 
some such thefts more in stride than others. Ask about the staff, and 
you’ll learn that the renegade wizard Animc can be found in Sud- 
a cave on the coast west of Dagon Fel in the far north. 
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HiEVEs Guild 


ThcThirv’cs Cfuikh like nny trade jiuild, an urganizaiion of prc)* 
fcsjionnis, except the professionals arc burglars^ robbers, pickpockets, 
and smugglers. They don't have public guild halls, but they do tend 
[ to gather at a single location - usually a corncrcliib or tradchousc - 
[ b larger towns. lviH»k for guild operatives in 3aImora, Ald’ruhn, 
Sadrith Mora, and V’^ivec. 

The Thieves Guild operates in more democntic fashion than other 
Guilds. You1l be iible to obtain quests right away from all four 
quest-givers - in halmora, Alri’ruhn, Sadnth Mora, and Vivcc You 
can perforin these in sequence or shuttle back and furlh between 
them as you vvish; there are no requirements beyond memhership in 
the Guild and completion of the quest-giver k prior quest. 

However, once you hit R,mk 2 in the Ciutld, you can visit Vivcc and 
start on a special, seven-mission sub-quest fjflercd by Master Thief, 
Gcralcman )im Stacey. 

. How come all these other bilks have l-ord of the Rings rv[x names, 
and this guy gets one like a rivcrboai gamblet? 

One nice bonus l<.> being a Thieves Guild member is the abtlit)' to piiy olT 
any gold on your head at a discounted rare (>Q%). In each of the major 
Thkvcs Guild locauofus you'll lind ximeone who can Like care of your 
bounty problem. lYicy are: Phane Ridic (Balmora), Crazy-Ix*gs AraiiUimo 
(\^vec), Rissinia fSadrith Mor,n), and lungue-lwid (AldVuhn). 

Sugar-Lips Habasi’s Quests 

Diamonds 

' Youll find Habasi at the bouih Wall cornerclub in Balmora. As the 
Khaiiit lend to tlo, she talks about herself in the third -perstin. 

Hence, when she tells you "A friend wants a diamond from 
Habasi,” it means slic wants you to go get her one. 


If you have a diamond in your inventory’, 
great. That’ll do fine. 

If not, not to worry. You're in the Thieves 
Guild, remember? I labasi suggests you 
prtxure one from Nakary a of White 
Haven: Akhcmisi in the far iiorthwxsi 
part of the city. 

The Hlaalu guard in the shop proper 
should serve as fiir warning against 
stealing anything in the shop. And there 
are a ample of diamonds just sitting on 
the shelf next to the proprietor, ripe for the 
[licking, if you can get away with it. But 
Nakarya s per.son.al quarters upstairs is 
unguartlcd. .And on the shelf above her lied, m a small chest, you 
will find three di-imonds. 


SUGAR-LJPS HABASI 


Tlicn again, if you have some misplacetl moral compunction against 
stealing, yon can also buy a diamond here, but that geti pricey and. . .lets 
lace it, . .if you can't pull this off you've probably joined the wrong guild. 

With diamond in hand, return to Habasi at the South Wall to collect 
a potion and finish the quest. 


Manor Key 

This time out, Hahasi wants the key to 
tlic tup ikxji of Nerano Manor in 
Balmora. (Ifs just south am! .around the 
corner from Nalcarya s.) 

Ondres Nerano, who lives there, certainly has a key, hut he's not 
going U) just turn it over lo you. You'll have to knock him out first 
or steal it. (Don't kill him. While you'll still complete the quest, it 
ticks oH Habast and he w'onk give you a reward.) 


Faction Reaction 




BtLQVTiD ally 

Haitd Enemy 

Camonna Tong 

Enemy 

Ashlandera 

HO.STILE 
Temple 
House Hlaalu 
House Redonin ' 
Cd;in Berne 
Chin Aundac 
Cdan Quarra 
Imperial Legion 

Friendly 

Mages Cjiiild 
Imperial C'ult 

ALLY 


Advancement 


Rank 

Agility 

Personality 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Toad 

50 ! 

30 

0 

0 

Wet Ear 

30 

50 

10 

0 

Footpad 

30 

30 

20 

0 

Blackcap 

50 

30 

30 

5 

Operative 

50 

30 

40 

10 

Bandit 

51 

31 

50 

15 

Captain 

52 

32 

60 

20 

Ringleader 

55 

33 

70 

25 

Mastermind 

34 

34 

80 

30 

Mister Thief 

35 

35 

90 

35 


Favored Skills 

Marf{sman 
Short Blade 
Light Annor 
Anohatic< 
Sneal{ 

Security 
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A subtler route is to seek out one of Nerano’s servants — Sovor 
Trandel at the Balmora Council Cl ub near the Sih St rider port - 
and get it from him, (If you have second thoughts, you can turn in 
the servant and the key to Ncrauo for a small reward,) 


An even more subtle route, for an enterprising thiefj is to take the 
key and clean out Nerano Manor yourself - and then ddlvcr the key 
to Habasi to complete the quest! 


Overdue Payments 

Dwemer artifacts. Everyone's fascinated by Dwerner artifacts. 


The Thieves Guild is fascinated, too, and has arranged delivery of 
some of these Dwarven items with Ra'Zhid of Fa deg's Drop OtT, 


The items haven’t turned up, Ra Zhid asserts that he hasn’t received 
thems but Habasi is hearing a different story from her informants. 
You’re to retrieve the ardlacts: a goblet, a bowl, and a Dwemer Tube. 


These are all common Dwemer items, and you don’t need to turn over 
the specific ones Ra’Zhid has. However, it's much more fun to show 
him up as a liar and rob him blind while you're at it. Make your w^ay 
to Ra’Zhid s shop in Hb Oad, southwest of Balmora. Talk to him if 
you want, but it s all different flavors of baloney. The items are in a 
locked chest behind a couple of barrels that are on your left as you 
enter the shop. (Note the trapd<x>r nearby, A quest opportunity can be 
found in the cellar as well.) Ra'Zhid is pretty likely to notice you 
stealing his stuffy though, and might decide to fight you. Kill him if 
you want; hc^s expendable as far as the quest is concerned. 


Gel back to Balmora to collect your reward (tools for thieving) and 
complete the quest. 



Vintage Brandy 


Ralen Hlaalo is dead. If you’re 
working lor House Hlaalu, you 
may already know this. (As a 
Hbafu retainer, you Have the 
opportunity to solve his murder.) 


The Thieves Guild sees things a 
litde differently; A dead man with 
valuable possessions is an 
opportunity to loot his house. 
Hlaalo owned some vintage 
brandy, and Habasi wants it. 


Check the bottom floor of Hlaalo's house and you’ll find., .about a 
bazillion bottles. 


Mercifully, the brandy is easy to pick out; it s tn the distinctive bottle 
on the top shelf. 


Bring it back to Habasi for a nice reward. Or drink it, but you won’t 
be able to move to the next quest and you’ll receive no rew^ard and 
no benefits to Reputation or Disposition. 


Brother Bragor 


The thief New -Shoes Bragor got pinched. He s imprisoned in Fort 
Peiagiad, and Habasi wants you to get him out. 


She has a plan, Shadbak gra-Burbug, w ho sells \veapons and armor 
at the fort, takes bribes trom Pelagiad trader Mebestien Ence, w'ho 
deals illegally in Dwemer arritacts. You can use this information to 
blackmail Burburg, 


Get the Dwemer Coherer from Ence’s shop. (It’s in a small chest on 
a shelf in his private quarters upstairs,) 


Now*' visit the fort and talk to Shadbak. She will agree to let the 
thief go if you force her admit the bribes, but will attack you if you 
admit stealing the &>hercr. Discretion is the better part of valor and 
all that. 


Stop by the prison to visit New -Shoes, who will give you his new 
shoes (the reason he got pinched for to begin with, one imagines). 
And get back to Habasi for another nice payoff 


Balmora Defenses 


if you’re also working your way through the Fighters Guild quests, 
you may be aware of the w'ar bctw'ecn the Fighters and the Thieves, 
Habasi anticipates another attack by the Fighters and Camonna 
Tong, and dunks the South Wall cornerdub, where the Thieves are 
based, needs better security. 


A master of security lives in Balmora. But who is he? Habasi knows 
only that he is an Altmer. 


This isn’t as time-consuming as it may sound. As long as this quest 
is active, anyone in Balmora (including Habasi) can identify the 
half-dozen Altmer in town. They are Culumaire at the Lucky 
Djckup, Estirdalin at the Mages Guild, Imare at the Hlaalu Council 
Manor, Nalcarya of White Haven (w'ho we’ve recently ripped off), 
and Hecerinde and Tyermaillin, who have residences in town. 


Now, for fun, you can visit these folks and, in at least some cases, get 
their takes on the seedy South Wall. 


But without knowing it, Habasi has already narrowed the held. 
Note that most of these folks already have jobs. The two w^ho.se jobs 
aren't listed are your best candidates and one of these - Hecerinde ^ 
is our guy. Visit him at his home and talk to him about "*Soutii 
Wall.., ’ He's happy to help. Go sec Habasi to wuap things up. 


AENGOTH THE JEWELER’S QUESTS 
Loot Ald’ruhn Mages Guild 


You've picked an auspicious time to visit 
Ald’ruhn. The mages have split, and a 
source has told quest -giver Aengoth at The 
Rat in the Pot that they'll be gone for a 
w^hiie. It’s a great time for you to pay them 
a visit. 




The only thing Aegoth wants out of it is 
a nasty little blade called Anareren's 
Devil Tan to. 


You could be forgiven for harboring a few 
suspicions. We’ll say it again: In 
Vvardenfeil, there are no free rides. 


m 


AENGOTH THE 
JEWELER 
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I And, sure enough, the Magc§ Guild is not quite empty. Manis 
j Virmaulesc remained behind, and hc"ll attack you. 

I Once hes out of the way, steal everything you can lay your hands on. 
The Devil Tamo you’re looking for is downstairs in the room on the 
right. You'll sec a locked chest yn the lop shelf of a bookcase; that's 
where you'll find it. Then get hack to Aengnth to deliver the tanio 
and complete the quest. 

Master Helm 

You*re to procure a Redoran NUstcr Helm for a client. Many of the 
Redoran councilors have theser, and Aengoth knows one can be 
fcund in Miner Arobar s bedroom. 

Ifj the left-hand bedroom in the private quarters. Note that the 
Aiohars are home at the time, and that a guard occasionally passes 
through the room, so make sure no ones looking when you snatch 
thf helm off the top of the dresser. Then book, and get back to 
Acngoih to wrap things up. 

Bad Gandosa 

For the next quest, your destination is right across the hall. 

Arobars daughter. Gandosa. has a copy of Bocthiah's Pillow Book, 
which has been banned by the Tribunal temple. 

'I have to admit I’m a bit curious myselt,” says Aengoth. 

You may be, too. But the book, in a locked chest behind a screen in 
[Gandosa ’s bedroom, says only, parenthetically, “No words can 
, describe what you see.” 

Well leave it at that. Get this scandalous tome back to Aengoth and 
receive a magic ring and amulet. 

Withershins 

Aengoth s on a book kick. Now’ he w'ants one called “Whthershins." 

Miles Glonosus at Maar Gan’s Andus Tradchouse has a copy. You’ll 
find it in a locked chest in his room. Of course, he’s not going to like 
you stealing his stuff, but that's sort of your job. Right.' 

Carl it back to Aengoth for the usual reward. Make sure you give it 
a read before you hand it over to Aengoth - it also happens to be a 
Restoration skill book. 

Incidentally, ^Withershins” is a fairly lengthy (for Morrowind) short 
Story with a "The Twilight Zone” sensibility. Every conversation 
protagonist Zaki hears is arranged alphabetically. 

A game designer's lament? 

Ald'nihn Defenses 

A sister quest to Halmora Defenses and Sadrith Mora Defenses, this 
mission finds you looking for scrap metal so the Guild can build 
spider centurions - those nasty guardians you’ve doubtless 
eiKOuniered in I >w'emcr ruins. 



The quest is open in .structurc. 
Aengoth doesn’t tdl you where to 
get tlie metal - just that kiiir pieces 
are nerded - and any Dw-emer ruin 
will do. (Two of the closer ruins - 
Bethamez ami Arkngthunch- 
Sturmdiimz - can be found in the 
Gnisis urea.) Or, you can just go 
buy the metal at Cienne Sintienc s 
shop. She’s r.ghi there in Ald'nihn, 
under the giant shell. 


Bring the metal back to Aengenh. And the next time you’re in the 
cornerclub, keep an eye peeled for some new additions. 


Darts of Judgement 

Some of Morrow'ind’s faction quests arc really just advisories on the 
location of unique loot. The later quests from Mages Guild 
apprentice Ajira arc tw'o examples. Darts of |udgcment is a third. 

The Darts, a |xiteni variety of the Dacdric dart, are found at Llethri 
Manor in AldVuhn. You’ve just got to w'alk over there and grab 
them off a bed in the guards’ quartern. (But let’s be clear: You’re 
stealing them. The owner is a Llethri archer named F.indd, and if 
you ask him about them, hcTl tell you it’s none of your becsw’ax.) 

Keep them and use them in good health. Or, if you can use the 
money or you’re already burdened w'ith Interesting Stuff, you can 
sell some or all to the Guild at 500 gold a pop. 


BIG HELENDE’S QUESTS 
Cookbook Alchemy 

The liiird ol the Thieves Guild under-bosses ran be found Dirty 
Muriel's cornerclub in Sadrith Mora. Like her brother thieves, she 
goes easy on you at the start. Big Hdende sends you to the .shop of 
Ani$ Seloth - the primo alchemist in Sadrith Mora - to find a recipe 
for a Dispel Magic potion. 

The funny thing is, the client turns out to be the Mage Tusamircil. 
Wouldn’t a mage have his own recipe? 

Oh, well, yours is not to question why. Yours is simply to poke and 
prcjd around the alchemists shop, without raising the hackles of the 
guard (a.s you'll do if you open the locked chest downstairs) until you 
find the recipe- It’s in a crate upstairs in his shop. Careful, though — 
those guards pack quite a w’allop. Deliver the recipe to the mage at 
Wolverine Hall and then check in with Heicnde. 


Grandmaster Retort 

This lime around, you’re in search of a 
Grandma.ster's Returi. 

No. ir's not a snappy comeback, but a 
•sjxicialized piece of alchemist’s 
equipment for making potions. You 
probably found a couple of lowxr-lcvd 
versions of the same cquipiiicm when 
you W'cnt looking for a five-finger 
discount at Anis Sdoth’s shop. 
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Hcicndc notes that these arc not usually for t^alc, and typically 
expensive when they are, but that Berwen the Trader in Tel Mora is 
supposed to have one. Steal that one, or another elsewhere in the 
game; as is frequently the case, any such item is acceptable. (For 
instance, there s one in the Services tower in Tcl Vos.) Then talk to 
Hclcnde again, and you’re done. 


Sadrith Mora Defenses 

All the Thieves Guild branches arc Ixattcning down the hatches for a 
confrontation with the Camonna Tong and the Fighters Guild. The 
Balmora branch hired a security expert The .MdVuhn branch built 
spider centurions. 

Sadrith Mora being a wizardly world, Helende dispatches you to 
hire to wizard to protect Dirty Muriel s. 

N'isit the Mages Guild in VVolvenne Hall. The wizards will direct 
you to Andie Phicned. Phienccl, in turn, w'ill direct you to collect 
four pieces of raw ebony for an experiment. 

Uke AkPruhn Defenses, this quest has no fixed shape. You're free 
to collect the ebony where you find it - whether in mines like 
Caldera and Sudanit, or stolen from Anis Sdoih’s shop (you 
remember him from the Cookbook quest — that locked chest 
downstairs has some ebony in it). Once you’ve found U, talk to 
Phicncel again, deliver the ebony and she’ll send battlemage 
Natalinus Flavonius to guard the Guild. Check in with Helende to 
end the quest and collect a Dire ShardboU ring. 


Redoran Cookbook 

After that quest, you'd expect the next to be «?mething dark and 
dangerous - a pre-emptive blow against the ('amonna Tong, perhaps. 

Not just yet. 

It deals with a cooking contest. 

Apparently Dinara Othrdas of Ald’ruhn and Fara of Sadrith 
Mora have ao annual cooking competition, and 1 guess Othrelas 
has been W'inning. Fara, who runs Fara s Hole in the Wall, w'ants 
a leg up in the next match, and has hired the Guild to swdpe the 
cookbook ‘’Redoran ('ooking Secrets” Irom Llethri Manor, w here 
Othrelas is the cook. 

Nice to know the Guild has its priorities straight in these 
difficult limes. 

The book is in a locked chest at the foot of Othrelas’ bed in Llethri 
Manor. Othrelas isn't around, so it’s simplest to just steal it. If you 
can't manage the lock's pick setting (50), seek our Othrelas in the 
Manor entrance and fiatter and intimidate her into surrendering 
the book. You can then take it back either to Fara directly or to 
Hclcnde to end the quest. 


Ebony Staff 

Big Hcicndc now sends you to collect an enchanted eLxmy staff from 
Felcn Maryon, w^ho can be found in his quarters in Therana's 
Chamber in Tcl Branora’s Upper Tou'er. 


Don't worry if you don't have the Lcviiaiign spell - typically 
necessary to reach the top section of Tcivanni lowers. Hcicndc has 
thought of this and will provide potions that do the trick. 

Naturally, Maryon does not simply stand around and w-atch you 
steal his staff. He'll fight you over it, and, likely as not, you'll get 
roughed up by this powerful wizard in the process. 

Your best bet is just to take it and run like crazy. 

If you give Hclcnde the staff, he'll give you 250 gold and a 
telekinesis ring (the King of Far Reaching). 

But if you decide to keep the frgit gf your labors, that's OK, too. 
You'll still get the ring, but not the gold. 

Gentleman Jim Stacey’s Quests 

Stacey offers three different sorts oi quests. One consists ol standard 
Thieves Guild jobs. You must have reached the rank of Captain before 
you can undertake these quests. 

The second is a series of seven linked missions 
that comprise in themselves a small campaign, 
lb undertake the Bal Molagmer quests, you 
must have reached Rank 2 wathin the Guild. 

And w'hen you reach Rank 8, Stacey wilj 
give you a final pair of advanced qucsi-s 
that resolve a simmering storyline spread 
over many Guild missions. 


Jobs 

Brother Thief 


Gentleman 
JIM Stacey 


In this quest, which you can gel from Stacey, you’re searching for a 
thief named Nads Tharen, He was supj>osecl to deliver an important 
key to Stacey, but never appeared. 

Your first stop should be the Riven Nations corncrclub, where 
Tharen w'as a regular. It’s located in the Hlaalu Com|)ound - the 
w'esternmost of the city ’s cantons. 

You’ll find seven people in the tavern. Tw^o of them, proprietor 
Gadela Andus and Sovali Uvayn, w'ill tell you that Tharen spoke to 
Arvama Rathri the last time he w^as there. (More telling is Andus’ 
comment alx)ui Rathri if you boost her Disposition to 70.) 

Speak to Rathri herself and you'll eventually get a nonc-too-subt!c threat. 

You can kill her - |xrrsuasion is futile — but it s not necessary, though 
avenging Tharen docs double your reward at quest’s end. 

Instead, s|x*ak to Andus ami his patrons about Rathri and you’ll 
learn she lives in St. f>clyn Canal South-Two. Visit that address, and 
you'll find Tharen - dead, but with the key still on him. 

Get it back to Stacey, who discloses that it'll help in the Guild's 
battle with the Camonna Tong. He also suggests you keep an eye on 
Rathri. as she may be working for that syndicate. 

And the kcy.^ What about the key.^ 


Not a w’ord. 
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PERCILIS MERCIUS 


Enemy Parley 

Time to turn things around. 

lalk to Stacey about “help u.s Tighl/* He 
thinks Percius Mcrcius, steward ot the 
Ald'riihn branch of the Fighters Guild, 
will help the Thieves in their battle with 
the CamcMina Tong. 

Mercius was Guild master of the Fighters 
until the Tong got involved, but he’s been 
replaced at the lop hy Sjoring Hard'Hcart. 


Nothing like a disgruntled employee to provide good dirt. 

Actually, Mercius delivers great dirt. He’ll opine that Hard-Heart is 
too deep in debt to the Tong to back out, and that he's a lost cause. 

I But, with a Disp<isition of at least 3U, he’ll suggest that his former 
icconcl-in-command Hnindi (now (mild steward at Sadritb Mora) 
can be brought around the Thieves’ side. And if you can't, Hrundi 
bapparcntly has a girlfriend you can squeeze to pressure him. 

iBalmora stew'ard Kydis Fire -Eye? Mercius doesn't have specific 
f j wggcsnoos, but the thrust of his comments seems to be that she's 
I ;uotnchow^ vulnerable. (Mercius has nothing on Lorbum(d gro-Aglakh.) 

Return lo Stacey with w^hat you’ve learned to complete the quest. 


Bitter Bribe 

I ) Stacey has a way to bring F.ydis Fire-Eye over to the Thieves* side. 

i 

You’ve learned from Percius Mercius that F'ire-Eye worships <Ti virus 
^ Vile. The Master Thief now asks you to retrieve the Bitter Cup - an 
[ tftifact sacred to foMow'crsof Mlc— from the ruins at Aid Reydania, 

li . , 

1 1 Could it be any farther away? Aid Reydaniu is at the western 
If atremity of the northern island of Shcogorad. You’ll have to fight 
1^ )'Our way through various tomh-<Kvellers Ixrfore retrieving the Cup, 
* j which is located on an altar on the top level. 

1 

( On your way home to Vivee, talk to Fire-Eye at llie Balmora 
! Fighters Guild and give her the (!up. She’j all yours. Then talk to 
1 1 Stacey again to complete the quest. 

-Note that you can follow a difi'erent route: You can drink from the cup 
youTsdl. This will tncrciisc your highest attribute by 2(> points and lowxr 
I j'Qur worst by 20 - in essence making you more of w+iat you already arc. 

But it will foul up permanently your atumipr to brilx: Fire-Eye, a$ the 
Cup is a one-use item that then disappears forever. 


Hostage 

I Now it’s Hrimdfs turn. Talk to Stacey alxmc “join our cause** and 
‘‘Hrundi’s w^oman,” and then seek out FIrundi at the Fighters (Juild 
inSadriih Mora. 

You an persuade him, and you can blackmail him. Persuasion will rake 
a while, but you'll w in hU support if you get his Disposition up to 80. 

B«( suppose you only get a “C" in Spccchcrafi. Ytiu’ll need to resort 
to more blatant tactics. 


So who’s Hrundi’s lover? Somcooc in 
Sadrith Mora should know. Talk to 
pjeopJe, and you’ll eventually be pointed to 
Fara’s Hole in the Wall and learn Hrundi 
goes there to visit Faicna Hlarcn. (She’ll 
admit it herself if you get her Disposition 
up to 50.) Bring this fact to Hrundi's 
atteniiun, and he’s aUo your man. Return 
to Siaccy to w rap things up. 

At this point, if you haven't reached Rank 
8 (Mastermind) in the Guild, you’ll learn 
from Stacey that you must do $o before 
voii ran continue. 



HRUNDI 


Check in wjih SugarT-ips Habasi, Aengoth the Jeweler, and Big 
Helcndc to see if you've overlooked any assignments. And did you 
perform the Bal Mobgmer quests? 


The bal molagmer quests 

In essence, Stacey proposes to resurrect Robin Hood. 

Ask him about “Bal Molagmer,” and he’ll tell you the legend of the 
“Stone Fire Men” - .a group of thieves who stole from oppressors 
and gave to the oppressed. Fhcy disappeared a long lime ago, and 
Stacey feds that, with the bad press thieves have been gelling in 
Morrow'ind, it’s time for them to resurface. 

He offers yvu the chance to play that part. 

Next, he offers you a pair of gloves the thieves were said to have 
worn. When you arc prepared to take up thi? cause, you’re to w'car 
the gloves as a symbol, and sp>eak to Stacey a^uin. 


Generosity 

When you do w'ear the gloves, he’ll ask you. for your first mission, to 
return the Hjcrvu Locket to Braynas Hlervu. 

Hlcrvu is a retired egg miner livbg in Ald’ruhn. He gave up the 
lockct tp Rcvloran Councilor Bolvyn Venim’s ra.xmcn, and now it’s in 
Venim Manor. Wearing the gloves, you’re to liberate the Locket and 
bring it back to its owner in die name of <evcrybody together now’> 
the Bal Molagmer. 

Retrieve die locket from a chest in the guard quarters at V'enirn 
Manor and return it as planned. Then return to Stacey, and your 
quest is complete. 

If you check in wdih Hlervu later, you’ll learn that Venim’s guards 
came searching for the locket, but that he’d hidden it well and that 
they left without it. It’s too dangerous to keep, and he’ll pass it on to 
his nephew. 

Now% wo don’t know' for the life of us why you’d do this. But if you 
somehow' missed the point of the Bal Molagmer story, you can also 
return the locket tg V'enim. 

How'ever you handle it, it will not go w'cll. In fact, it may go quite 
badly. Venim w'ill not give you a rcw'ard. He may try to kill you. 

You may have to kill him sooner or later anyway, so the choice is 
yours- But he is a lough huinbre, su later is lx*ttcr than sooner. It’s 
cither that, or you’ll have to steal the locket a second time. 
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yngung 

Half-Troll 


Yngling 

Assuming you pulled off the Generosity 
mission OK, or, during a temporary 
blackout, killed the poor old man before 
you accepted that quest, you're eligible 
for this one. 

Talk to Stacey about “Bal Molagmer” 
again and then about “corruption." He 
wants a ledger from Yngling Half-TroU's 
home — Yngling Manor in the St, Olms 
section of Vivec - that documents the 
Hlaalu councilor’s corruption. You need 
simply bring it back to Stacey, and the 
quest is resolved. 


But there arc a couple more ways this can play out. Just as you can 
perversely return the HIcrvu locket to Venim, you can perversely 
offer the stolen ledger to Mr. Haif-Troll. No reward is involved and 
he’s mad at you whether you decide to give it to him or not. 11 yv)U 
do give it to him, you’ll have to steal it back or kill him to finish the 
quest. If don’t, you'll definitely fight. 

Finally, you may already have killed Yngling Half-Troll in an 
entirely different context (your quest to be named Hlaalu Horiator), 
so this whole thing may just be a relative walk in the park. 


Even More Generosity 

Bal Molagmer returns. .^\sk Stacey about that topic again, ami then 
about “forged land deed.” 

The Hlaalu Council seems to be full of crewks. You've already 
heard about Yngling Half-Troll's corruption. And now you learn 
that Councilor Vclanda Omani has forged a deed in an effort to 
take widow Indrele Rathryon's land in Scyda Nccn. (Shades of 
Odral Hdvi.) 

Unless the Thieves intercc<lc, Umani will bribe her way to succcss. 

The fake deed is in the library in Vjvcc. (It’s lying loose in the 
middle of the bottom shelf, under a book on the left-most rear 
fKX>kcase.) Pick it up, take the stilt stnder to Seyda Necn, and return 
the document to Raihryon. (She’s near the shacks along the water’s 
edge.) You'll notice that these Bal Molagmer deeds are starting to 
get a little press with the ptipulacc. Nice to get noticed, isn't it.' 

Now. scoot back down to \' ivee and talk to Stacey to wrap things up. 

It's also fun to visit Omani with the fake deed in your possession. 
You can lease her by giving the deed back to her and stealing it 
hack again. 

lust watch her squirm. 


Enamor 

You should be offered this quest an provided you’ve completed the 
quest Generosity or if, for some reason, you killed Indrclc Rathryon 
before accepting the quests Generosity or Yngling. 

Basically, the Thieves Guild goofed. 


Select “Bal Nfolagmer” and “Enamor" to get the story. One of the 
Guild members has stolen the sword Enamor from Buoyant 
Armiger Salyn Sarcthi. Turns out the sw'ord w.is a gift Irom Ixird 
Vivee himself. Turns out Sarcthi’s a giMnl guy. Turns out the Guild 
doesn't want to associated with this sort of thing, (Stacey seems lobe 
running a sort of politically-correct Thieves Guild.) 

Stacey wants you to put the sword back - along with a note 
of explanation. 

Back whcrc.^ Back in Ghoslgate - the fortified monastery that 
guards the only access through the Ghostfcnce. It’s a long trip north 
across the Ascadian Isles and the Ashlands. S,ireihi's chest is in the 
lower level of the Tower of Dusk. 

Don't forget the note. 

Then it’s back to Stacey to finish the mission. (Of course, you 
mighi w'ani to check around the tower in Ghostgate and practice 
your thieving skills. Might be a couple valuable things just lying 
around there....) 

You can talk to Sarcthi to w'itncss the quest's redeeming impact. Bu 
do not kill him. (You know how fights can start by accident.) If you 
do kill him, Stacey refuses to work with you any more. 


Greedy Slaver 


It's rare that you perform purely symbolic 
actinn-s in Morrowind, but this is one of 
those limes. 

Talk to Stacey about “Bal Molagmer” and 
then “Brallion s Ring.” He now sends you 
off to Sadrith Mora to steal a ring from the 
trader. You’re to then deliver it to a Vivec 
abolitionist named llmeni Dren. 


■S' 


Brallion 


If the symbolism is lost on you, Brallion is a wealthy slave trader 
and Drcn an abolitionist. (If you w'ork for House Hlaalu, you can 
perform quests for her that involve helping escajx'd slaves.) The 
transfer of the ring is an emblem of the Bal Molagmer’s opposition 
to slavery, 

Brallion can usually be found up a short rajnp Iron) an cjiuidwr staEj I 
called Dunmer Alchemy. When this quest is active* though, 

Brallion will be found in Fara’s Hole in the Wall, next door. Seems 
he likes to have a couple belts w hile there’s a quest going on. Ask 
him about the ring and he’ll tell you a terrible, depressing story 
about how he got it. 

You can buy the ring fn»m him for as little as 500 gold if you bump 
his Disposition up lo 60. You can steal it. And you can kill him for it 1 1 
as well, though you won’t be able to complete the quest if you do. 
l>ogically, that’s the son of thing that would allow the Bal Molagmer 1 1 
tf) be painted as extremists, 

Drcn, the daughter of 1 )iikc Wdam Drem, can be found in Vivec in St 
Ddyn C'anal SoUth-(.)ne. Don't kill her, cither, or you'll be unable to 
complete the next quest. |ust give her the ring and hop over to the 
bfX)ksiore to meet w'ith Stacey again. 




FlilwriitK 

riki ^vr»l b in the spirit of [Imcni Dren's Hlaalu quest, 

Irtrr-ary Campaign. (See House Hladu Faction quests.) h should be 
bVrrrd id you if you've completed Greedy Slaver oTt alternatively, if 
ym bIM the trader Brallion but did complete Enamor 

4 u -^acTT yet again about ''Bal Molagmer"' and then about 
’Inrinry fcodtt-'’ He wants you to steal Odral Helvi*s copy of “A 
lltkf lliMirf-p dve Empire*' from the Governors Mansion in 
CikJefj ami ili^ate it in the Bal Mokgmer's name to Vala Catraso at 
lb AkJ'ruhrv Migrs O^iUd. (You may rccdll that the Guild runs 
difeWL but doesn't have enough books.) 

Hi fiiiu-^ndume set can be found in a few places in the game - 
■etuding tlie library in Vivee andi oddly enougb/in the Ald'ruhn 
3 biq(n i^giLt itself While Cair^so will accept any of these sets from 
^ wlf Hvlvi's actually completes ihc quest. Once you've given her 
ihrbwlu. 4 w 1 l mention that she's heard rumors of the rcuini of the 
hJ bfidaf^rvinT She won't believe you're one of them, though, unless 
ym*re wearing the gloves. Clothes do make the man, (A side note: 
Nst that you're planning on it, but Catraso*s yet another person ypu 
shouklii't kill if yt?u want to complete the Bal Molagmer quest.) 

Cbiucb PoitLi-e 

Ih dm hi| of the Bal Molagmer quests, Stacey asks you to swipe a 
lir^pr Dwemer goblet from a Temple olTicial and give it to a 
wneknnf priest in the name of you-know-who. 

To receive the mission, you just have to complete Plutocrats, To get 
ibe run-down, select *‘Bal Molagmer” and "“Owemer goblet-'* 

dm qvns U ItiF^dY symbolic, demonstrating to the world 
rtiH Bal Molagmer is on the side of the angels. The Temple oilicial 
ksecuriry B^nz\ The receiver is Dissid^t Priest Da mo 
lodules, who wanders about Vtvec caring for the skk and is being 
birassed by Sala's Ordinator guards. 

Sound familiar? If you've made good progress in the Main Quest, 

•jM know that Indules is the one who made a vital appointment Ibr 
^ with Archeanon Hioler Saryoni, which sets up your meeting 
■-TdiU]ril V|VBc and die inr KgnKH[ of the Kurf. 

Hk goblet can be found in Salas office in Justice Offices in Vivec. 
(It’s on the table in front of Kim.) Indules is in the Temple, 

just don't tdl her where you got the goblet, or he won't take it. 
Back to Stacey again- Yqu should be ready for the Thieves 
Guild endgame. 


Advanced Quests 


Kill 

When you do hit Kank 8 and complete Hostage, you’re ready to take 
lhe tifiilq to the Camofina Tong^ Talk to Staecy about “Icnith,** 

, A^in **tfae Icnith brothers’* the Tong's b^st enforcers. You're going 
iotake them out. Or at least you're going to give it the old College of 
Vvardeniell try. 


The leniths can found in the cellar of 
Orvas Dren's villa on the Dren Plamation 
just northeast of FcJagiad, You'll see only 
Navil. When you attack him, Banes 
appears behind you — a la the waking 
attacks you've doubtless ^perkneed from 
Sixth House monsters when sleeping in 
certain townsn 

Kill them both, return to Vivee, and 
talk to Stacey again to complete the 
quest. They're tough customers, chough, 
and armed with a couple of nice 
weapons. You'll enjoy having them 
when they're dead. 

njilVil iLNrni 

Kill Hard'Heart 

Now you're after the head of the Fighters Guild, 

Stacey klls you that alt non-violent efforts to come to terms with 
Sforing Hard-heart have failed. He seems to take the dispute with 
the Thieves personally and is plotting an assault on their Guilds, 

Kill him, and get back to Stacey. 

Your reward is wondeWul* Stagqi^ gives you a Skeleton Key, While it 
has a limited numbers of uses, it will open any door in the game. 
Save it for those portals and containers that seemed to actively resist 
your best efforts, 

You*rc not quite done- In converMtipn, selea “duties" again. You 
have no more duties remaining, but one more reward: Stacey kicks 
you up to Rank ?, 

You arc now the Master Thief. 




KAni3-m:j^gT 
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MPERIAL LEGION 


foin up with the Imperial Ix^gion! The Im(>cria) Legion has several 
fort garrisons here on W'ardcnfcll. The one near Balmora is Fort 
Moonmoih, southeast of town. The lower ranks handle law 
enforcement, escorts, rescues, dangerous predators, diseased and 
blighted beasts, and so forth. Upper ranks are the Imperial orders 
of knighthood. 


II you ain’t misbehaving (i.e.. the guard has a Disjx> 5 ilion of at least 
45), you should be able to talk to any of these guards - the cops for 
much of western WardenfeU - about “Imj^crial Legion” to get a 
run-down on the Imperial presence on Wardenfell. The Empire has 
built Fort Moonmoth at Balmora, Hawkmtith Fort at Ebonhearl, 
Buckmoth Fort at Ald’ruhn, and Fort Darius at Gmsis. (Curiously, 
they won’t mention Fort Pelagiad or Wolverine Hall.) 


The Imperial Legion is the first faction you will hear about in 
Morxowind. We can almost guarantee it. 


Note that these bases are entirely on the western side of the island 
the area that was settled by the outlandcrs. 


Once you're dear of the Customs and Excise House in Scyda Necn, 
w'ho’s the first person you encounter? OK, there’s the handsome face 
and sparkling repartee of Vodunius Nuccius. But after him? It’s the 
guy with the tight, professional smile and the Imjx*rial purple. 


Ask about “join the Imperial Legion” to learn the garrisons arc at 
full strength — except possibly the Dcaihshead unit near Gnisis. 
You’ll bo told to talk to C^neral Darius about that. 


Faction Reaction 






Hated Enemy 

ENEMY 
Ashlanders 
Camonna Tong 
Clan Aundac 
Clan Berne 

HOSTILE 

7emplc 

House Telvanni 
Thieves Guild 
Clan Quart 

Friendly 
Mages Guild 
House Hlaalu 
House Redoran 

ALLY 

Imperial Cull 
Blades 

Fighters Guild 

BELOVED ALLY 


Advancement 


Rank 

Endurance 

Personality 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Recruit 

30 

30 

0 

0 

Spearman 

30 

30 

10 

0 

Trooper 

30 

30 

20 

0 

Agent 

30 

30 

30 

5 

Champion 

30 

30 

40 

10 

Knight Krr.md 

31 

31 

50 

15 

Knight Bachelor 

32 

32 

60 

20 

Knight Protector 

33 

33 

70 

25 

Knight of the Garland 

34 

34 

80 

30 

Knight of the Im^xrruil Dragon 

35 

35 

90 

35 


Favored Skills 

Athletics 

Spear 

Long Blade 
Acrobatics 

Sneak, 

Security 


Joining the legion 

Signing on with the Legion requires a trip to Gnisis. Far north on 
the “Smuggler’s Coast," it’s not exactly on the beaten track. 
Morrowind won’t even send you there as part of the Main Quest 
(though House Redoran's faction quests will often put you in the 
Gnisis area). 

But be thankful you don’t have to walk. The silt striders stop 
there. It’s a quick and inexpcn.sivc mode of travel that spares you 
the indignity of having your inexperienced character dying in 
the wilderness. 


Your natural inclination once there will be to head south toward the 
distant battlements of Fort Darius. Bui no need: Darius is at the 
Madach Tradchouse just east of the silt sirider port. The general’s 
office is through the middle dtnir on the bottom fioor. He signs you 
up as a Recruit and gives you an Imperial chain cuirass. 

You’ll have to w^ear this armor to talk to him again, so pul it on 
straight away and leave it on for your term m the l^cgion. 

No, we’re not telling you to w'car crappy armor during a whole 
bunch of quests. Each time you rise in rank, you’ll receive a new 
piece of standard Legion equipment: 


Legion Equipment 


RANK 

Name 

riTMS 

1 

Spearman 

Imperial Steel Shield 

2 

Trooper 

Im(>crial Steel Cuirass 

3 

Agent 

Imperial Steel Helm 6c Gauntlets 

4 

Champion 

Imperial Steel Pauldrons & Boots 

5 

Knight Errant 

Templar ('uirass and Greaves 

6 

Knight Bachelor 

Templar Helm &: Bracers 

7 

Knight Protector 

Templar PauUlrons & Bwis 

8 

Knight of the Garland 

Duke’s Guard Silver Cuirass 

9 

Knight of the Imperial Dragon 

Chrysamerc and Lord’s Mail 


In addition, if you ask for orders, Darius will 
give you your first quest, 

(When you become a Knight Protector, you have 
free access to the “Evidence” chests in the l^egion 
prisons. So if you’ve had stuff taken from you 
previously for crimes, feel free to go back and get 
it. The chests will still be locked, but you can 
pick them without recourse.) 
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GENERAL Darius’ Quests 


Widow Maker 


Widow vabdas 


You may wonder if youVc made a 
mistake. Straight off, Darius asks you to 
do some-thing repugnant. 

Widow Vabdas, who recently lost her 
husband in the Gnisis Eggmine, holds the 
deed to land that Darius wants for a new 
dock. (Between the fort and the nearby 
barracks, the Empire is already a debning 
presence in Gnisis.) The general wants 
the deed, and says he won’t lake “no” for 
an answer 


Ask around town about “Widow* V^abdas,” ami you’ll learn she lives in 
abut west of the village. Us just around the hill. 

Ask her about “land deed,” and she refuses the surrender it. She’ll 
tdlyou her husband was mur<lered by a legionnaire when he went 
to the closed eggmine east of the village for fresh kw ama eggs, and 
asks you to go the mine and learn the truth. 

I Now, just how bad do you want to be? If the answ'er is “very',” 
amply kill the w'idow. take the key you’ll fin^l on her Ixxly, use it to 
I unlock the chest to the right of the door and take the deed. You can 
I also pick her pocket and simply take the key. Or, if you’re already an 
ladvancrd lockpicker, you can have a go at the chest s I^vel 40 lock. 

1 Then bring the deed back to Darius to wrap up the quest. 

[ Nkc. Who' re you gonna w'ork for next, the C'amonna Tong? 

If you don’t want to be bad at all. you’ll investigate further. Follow the 
widows tip and head for the mine itself, ft’s up on the stony bill cast of 
the village. To get there, yim’ll need to climb the lull on the north side 
of town, pass through the tent-like structure nml across the bridge. 


I Talk to the guard, V'atollia Apo, about “egg mine.” Since you’re in 
I the Legion, he’ll just give you the key. You can also get in if you’re 
! carry ing a miner’s pick, or if you can get Apo’s Disposition up to 70. 

I It’s a big old mine, and there’s a lot going on in here. When you enter 
the Lower Mine, you’ll meet a threatening Ore legionnaire named 
Lugrub gro-Ogdum who apparently dunks he’s your Father and tells 
you he’s going to count to 10. 

Don’t be intimidated. Walk straight past him and enter the 
Underground Stream. Here, you’ll encounter the ghost of Widow* 
Vabdas husband. Mamsilamat X'abdas reveals how Ogdum killed 
him on his way out of the mine to hide 
the fact that the Ore w*as sleeping on the 
job w'hen \"abdas entered. As evidence, he 
directs to you to a broken axe at the 
bottom of the deep pool behind him, 
which you should take. 

M,ake your way back dow n into Gnisis 
and see Darius again. When he asks for 
prcKif of the murder, show him the 
broken axe. He'll .send you to kill 
Ogdum. Do so and report back to Darius 
yet again to finish the quest. (It’s also OK 
Lugrub gro-Ogdum ** yutfvc already killed him.) 



Darius gives you an Imperial broadsword, and his Disfxisition bump 
»>f 20 is tw'ice what it would be if you’d just acted like a stonntrooper 
w ith the widow'. And this que.st alone may be enough to secure your 
promotion to Rank I (Spearman). 

In fact. It's even more complex than you may know. If you push 
deeper into the Underground Stream section of the mine, you'll 
tliscovcr that you can also exit the underground stream into the 
river! And now*, wdien you talk to Darius about “land deed,” it turns 
out Icgionaires are now* raising money for the wudow*. You can even 
make a donation. You’ve really turned things around. 

And did w*e mention Rcthamez? If you’ve played the Mages Guild 
quest.s, you know* there’s a rumor that tlic eggmine w'as dosed, not 
Ix'causc of the blight, but because miners broke into this lost 
Dw'cmer ruin. Like many rumors, it is at least panly true. 


Gnisis Blight 

In a quest very similar to the Tcivanni quest Mine Cure, Darius 
sends you to play dtKior with the Gnisis Eggmine s blighted kwama 
queen. You need to either cast a Cure Blight spell on the queen 
yourself or barter for a Cure Blight scroll wdth village Hetman 
Abclrnawia. 

There aren’t any surprises or little wrinkles in this one. If you’ve got 
the spell, go to the queen in the Low*cr Eggmine and cast it. If you 
don’t, the Heunan s hut is the northernmost of the three at the w'cst 
end of the village. Depending on your Mercantile skill, youTl need 
about 580 gold to buy his Scroll of Dacrir’s Blessing, (The spell itself 
can’t be purchased at the local Dunmer Temple.) 

If you have neither the spell nor the money (which is entirely 
possible it you’ve just startetl), you can go tlungcon-dclving. Speak to 
Darius about “little advice” and hcTI mention bandit caves to the 
cast. A big, tough one, Assarnud, is located south and east of Gnisis 
on the island w'here the river divides. 

Once the queen i$ in the pink, report back to Darius to collect KX) 
gold. Plus, you can boost the Dispositions of people all over town by 
talking to them about the eggmine. Yeah, that w*as me. 


Rescue Pilgrim 

Word has arrived from Aid Velothi of a 
kidnapping. Ashlander outcasts are holding 
hostage a pilgrim named Mx^dura Seran at a 
camp south of the village. You’re to bring 
her to safety. 

Renegade Ashlanders do things like this 
occasionally. (A similar mission is the 
Redoran faction quest Find Giladren.) In 
fact, they're going to do it twice on your 
watch with the IvCgion. There’s usually a 
peaceful w*ay around it. 


Madura Seran 


But to negotiiite whth the .Ashlanders, you've got to find ihcin, and 
“south of the village” may or may not work as directions. 

You’ll get belter onc-s in Aid Wlodii from people with a Disposition of 50 
or better. It's a fair jaunt north, and you may encounter distractions en 
route, but the road is w'cll marked and youll soon see the Aid Velodu 
(Jutpost s tower ami the ncarU' shrine AshalmawLa on the horizon. 
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Talk to Orero Omothan outside the Outpost about Scran. (Note that 
you can get this quest from the folks in town without belonging to 
the Legjon.) Omoihan says the Ashlanders are on the hill, past a 
lighted tree. You might well say “which hill?'', everything looks like 
a hill - but if you turn around and look southwest, you'll see a light 
on the hill to the southwest. 

The light will turn out to be a campfire, but it’s the right sjjot. Knter 
the yurt here and speak to Abassel Asserbassalit. Initially he s 
adamant about not releasing Scran. But if you can get his Disposition 
up to Odt he'll let her go for 500 gold. 

If you’re uncomfortable paying ransi^m (what sort of mess,age does this 
send to other rogue Ashlanders?), or just crummy at Persuasion, you 
can kill the Ashlander, but be advised you'll also need to kill the rvso 
Ashbnders outside the yurt. 

Once the Ashlanders are assuaged nr tlead, speak to Jk*ran and have 
her follow you back to the I'hcn make your way back to 

Gnisis to wrap up the mission, which improves your reputation both 
m the Legion and Temple. 

Rescue Ragash 

Darius asks you to find out what s become of a tax collector. Ragash 
gra-Shuzgub went to visit Baladas Demnevanni, and hasn't been 

seen since. 

Baladas will [irovc to be an impiortant part of Morrowind, but. in 
Gni.sis, he’s just a weird, reclusive enchanter w'ho took over a 
\ cloth i <lomc on the northwest edge of town. And in the manner of 
weird recluses everywhere, he has a unique way of dealing with the 
tax collector: He s throw'n her in a cell dowmstnirs. 

“1 was here before Gnisis, before the Empire of men,’* he wnll tell 
you. “1 will be here after Gnisis is gone and after this short-livetl 
Empire has crumbled."* 

If you’re adept at picking tough locks and comfortable vvitb trapped 
doorsj you can get Shuzgub out of Arvs-I)rclcn w'ithout Baladas 
knowing. Once youVe tackled the door, talk to the tax collector, have 
her follow you out and then lead her tow'ard the Madach Tradehouse. 

Another route is to talk to Bala<las. (Alone, please. Do not take 
Shuzgob up to the top level of the dome, as the enchanter will attack 
her. ) If you can get his Disps^sition up to 60. he’ll simply give you 
the key to Shuzgob’s cell. 

This is not in itself dangerous, but getting to him may be; Baladas 
has a Daedroth in his arena and it may seek you out and attack you 
along the way. 

Talos Treason 

The Talos Cult isn’t itself a problem. The former emperor Tiber 
Septim is widely worshipjxxl within Tamricl. (In fact, one of 
Morrow'ind’s owm factions is the Imperial Cult.) 

Hut Darius has learned through informants that Talos members 
wdthin his own Legions’ ranks are involved in a plot against the 
current emperor. Uriel Septim. (fust for background s sake, Septim 
is now' 80 and ill His manner has never allow'cd him to ingratiate 
himself among his people, and now' a controversy is brewing hack in 
the Imperial City over W'ho wdll succeed him.) 


'fhe general asks you to investigate this plot. 

You w'on’t have to go far. Imperial troopers are all over Gnisis. 
You can even talk to Nash gro-Khazor, who is in Darius’ office. 
He'll mention that Oritius Maro is a member and suggc.st you 
visit the Barracks, where you need to talk to Camp Prefect Optio 
Bologra. 

Bologra is behind the second right-hand door in the Barracks. 
He’s got suspicions of his owm. But before you reach him, you’ll 
run into Maro at the base of the first flight of Barracks stairs. 

He is pleasant, but uninformative w'heji asked about the Cull. But 
drive his Disposition up to 70, and he’ll ask you if you’re interested 
in joining. When you confirm, he’ll give you a key to the Talos 
shrine, ami tells you t<> speak to Arius Rulician. 

(You can also kill him or steal the key, but let's not get ahead of 
ourselves. So far, all you know' is that, yes, Maro is in tlic Talos Cult 
Big deal. That’s not a crime.) 

Enter the trapdoor in the storage room at the end of the hall and 
talk to RulicLin. He’ll tell you to feel free to lof>k around. Take him 
up on it. Feel very free. Pick the lock on the small chest on the altar 
.and take the note from Maro. It reports rumors that Uriel Septim 
will visit Vvardenfell and emphasizes the need to strike quickly if 
opportunity arises. 

Thai’s the evidence you need. Taking it is all the provocation 
Rulician needs to attack you. Kill him. If on the way out of the 
barracks Maro intercepts you, kill him too. Gel back to Darius for 
an update, and you’re donel (If you haven’t already killed the 
plotters, he’ll send you (dfto do so now'.) 

The Emperor has been saved. But Darius still seems worried - 
perhaps because of how it reflects on him. 

If you ask for orders again, you’ll learn that’s all he has for y<»u. 
Your official tour of duty in Gnisis is at an end. Of course, you 
can stay on and find other things to do — clearing out those bandit 
caves, searching the wdld country to the north for adventure, .and 
plundering the odd ancestral vault. (One along the river 
surrenders a great enchanted ring.) 

But for actual quests, Darius w'ill direct you to the Knight Protectors 
at the Legion’s other forts and, finally, to the Knight of the Imperial 
Dragon, \ arus V’antinius, in Ebemhearc, 

\'aniinius’ quests require a Knight 
Protector, but entry-level quests are 
available from Imsin the Dreamer at 
Buckmoih Fort near AKTruhn, Radd 
Hard- Heart at Moonmoth Fort near 
Balmora. and Frald the While at the 
Haw'kmoth Legion Garrison in 
F.honhearr, 

The most natural ch<nce is Ald’ruhn — 
a short hop away via silt stridcr. 



ARIUS RULICIAN 
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IMSIN THE 

Dreamer’s quests 

Smuggler 

Buckirujth Fori is south of Ald’ruhn* 
You’ll I'R: grateful iusi to he ijjside. This 
region, jUst southwesi of Red 
Mountain, is a dcicri often scoured by 
a dirty wind, fjy day, walking can he 
like swimming against a tide. At night, 
you may barely be able ro see where 
you’re going. 


Inujn U on the right side ul the fort's central bascmeiu rcH>ni. It's a 
' warm, friendly place; everyone seems to know everyone else. Ask 
Imsin for orders and she'll ask you to obtain evidence that Dnnar 
Var>'on is smuggling Dwemer ;irtifacu ihrough Ald’ruhn. 

You can practically testify to that already, if you’ve been playing the 
i House Hbnlu faction quests, you already know this fellow* is a 
^smuggler, (la die quest Fboiiy rxdivcry, you enn cither participate in 
J an ebony smuggling operation, or go undercover to get Varyon and 
I Odrd Heivi on smuggling charges.) 

I You’ll need to get into \ aryon’s house and look around. A.sk around 
; town, and you’ll learn that he’s in Ald’ruhn studying native pottery 
(hmmm) and that his houK is on the west side of town, across from 
rlip Ajd Skar Inn. 

The door's not locked, and. on top of that, he’s home. 

Well this is going to be awkward. 

The house is notable to two things: a huge number ofrcdw'nrc [xits 
ind bowds and three heavily- locked chests. 

Don't waste your time fiddling with the chests. While their contents 
do implicate Varyon in an entirely different type of smuggling (raw 
ebony), it’s kmj obvious ami handling the elxmy w'lll start a fight. 
Killing Varyon w'lll cut in half your Disposition bump from Imsin, 

The tc\’ Ls in the pots. It s a sort of ’‘Where s Waldo?” puzzle, only 
here VValdn ts a Dwemer 'lube. Look carefully between the pots on 
the large table where Varyon tends to position himself and you‘ll 
find u easily. 

Varyon w'on’i react; perhaps he did not notice, 'fhai’s all good. 

Hustle the Tube b.ick to Imsm to finish the qucsi. 


Rescue Knight 

A knight needs a white knight, joncis Dalomax, a Knight F.rmnt 
out ol Ebon heart, is being held in the Daedric nun A-shurninibi, 
located on island northwest of Hla Oad. You’re sent to gel him out. 

The heaviest burden is ju.st getting there. It’s a lyt/ung way. Take the 
silt snider down to Balmora and head southwest to the coast. Hla 
Oad is a bare wi.sp of a village halfway Ix*tvvcen Gnar Mok and 
ScydaNcen — a seedier version ol Khuiil. A celebrated outlaw parks 
his boar here, and the Catnonna l ong, the l-eginn s mortal enemy, 
has abase under the only store in town. 

In short, you’ll get no help here. 


But you don’t need ii. YouVe already close to your target. Make your 
w'ay north along the swampy coast and you’ll soon find Ashurninibi — 
a fallen-down mass of majestic stone with a hard-tO'find door facing 
west near the ruin s center. 

This shrine’s totally difterem from other.s you’ve seen. The 
underground portion of Ashurninibi repeats the devastation of the 
surface structures, and both paths are broken and often flocxled. The 
path leading directly ro the captive is concealed; you’ll need Levitate 
to get in or out. 

If you find it. 1 hope you know h<»w to hold your breath. 

Once you've killed the two ores flinking the statue. Dalomax tells 
you he can make it out on his own. Get back to the Buckmoth Fort 
to wrap things up. 



A Maiden’s Token 

If you thought the trip to Ashurninibi was long, wait until you try 
on Imsin's third and last quest, 

A Telvanni outcast is blackmailing a Buoyant Armiger ~ threatening 
to expose a love affair usittg an embroidered glove diat was given as 
a token of af fection. Imsin asks you to recover this token “at all 
costs.” 

The Telv.ini, Varona Nelas, is in Assunuinu - a cave far to the north 
in the Sheogorad region. 

Tike the sill sinder to Maar Gan. From there, follow the nearby 
foyada northwest to the coast, ilic coast east to the Urihilaku 
Ashlander camp .-ind, at first op|>ortuniiy, cross the straits m the 
north and make your w'ay northwest to Aid Redaynia - the V'eloihi 
dome high on a hill at the western end of the island. (You don’t nee<l 
to go inside or even get that close; it’s pisi the nearest convenieru 
rrfcfcnce point.) 

Follow the road frt^m AM Redaynia south. When it reaches a 
northciist -southwest crossing, head norihcasi.This path will 
eventually trail off, but continue around the northern edge of the 
j>o<)l here and it will pick up again farther south. From this point, 
paths lead cast into more open country and south uUo the hills. 

Head south. When the path reaches si dead end, look left, and you’ll 
see a gap between two standing stones. Climb to the top of the lovi' 
ridge here and follow it a short distance as u winds southeast and 
then south. Ii will soon divide into two paths. Lake the southerly 
one. When this ends in a large, puck-ishapcd boulder, look left and 
you shoultl see liie entrance to Assuinanu. 

W hew. 
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Thi« appeal^ iQ be the home of a litde band of rogue sorceresses, Jf 
ygu're heading left at the intersection, ycnill go up against 
Vienne GUellc and^ farther along, CaJmamodc, 

Heading rights you II confront a truly rprmidable opponents AJlimir, 
Nelas' appointn?^t secretary, 

AJlimir says you don't have an appointment, and doesn^ invite you 
to make one. 

You can kill him, but this will also force you to fight Ndas for the glove. 

A better route is to simply push past AJlimir dr use a Levitate ^peU 
to float around him, Then you can talk to Ndas in tlie ncsx room. 
Get lier Dispdsiddu up to 70 with persuasion and bribes and she'll 
give you the glove 

Viru csih ulkc ibr gfovi back w Ihe joudoi bcnelf, Liiiicfu Dkji, ui 
V^TFr'i $L Gdyn i^arwio. isle's jc C.fefml -Tlne.l 

However, the pay-off you’ll get isn't won^ the divecsioii. Dren 
doesn't give you tiny good dirt on her affair (and why should she?) 
or explain why Nc^ blackmailing Dren's Lover Dropping the 
glove off with Imsin will do. 

When you do, the quest is finally done, and so is your Legion work 
in AJd^ruhn. Silt strider boarding on Ramp Qnel 


Raj>u hari>-heart's quests 

£cra|> Mrul 

To find Moonmoth Fori, just bear left 

n r Balm ora's south gate, cross two 
jes and keep heading east. It’ll 
appear right in from of you. 


Radd Hard'Hcan — brother to Fighters 
Guild guildmaster Sjortng - is also right 
in from of you when you emerthe keep. 
Ask him Reorders, and you’ll learn the 
Legkui and the Ordinators are having a 
contest. The Ordinators are supposed to 
retrie ve the skin of a Go^rus beast. The 
Legion is to recover the trains of a 
Dwemcr centurion. 


RAbDHARD-HEAinr 


Tliis task has fallen to you. 

The only local I)weiner ruin Hard-Heart knows of is Arkngthand 
to the north- If you' ve performed the early Main Quest missions for 
Caius Gosadcs m Balmora, you already know where that is. If you 
haven't, there is no time like the present to find it. 

Make your way back to the crossroads just west of the fort and 
follow the sign for Caldera and then the one for Molag Mar, Climb 
the hilif cross the bfid^, and continue up the hill ^ Welcome to 
Arkngthand. Open the door by turning the crank on the pipe to the 
left, and you’re in. 

You don’t even have to kill a centurion. Any Dwemer krap metal 
will do. (Not that you'd find a ccnuirion here in any case; but for the 
handful of wimpy baddies inside, it's safe the streets of Babnora.) 


To find the scrap, descend the throe flights of stairs from the southcaM 
corner of the top level. At the bonom, follow the leftdiiand wall 
around to the next room, and youll sec two kegs^ One should have 
scrap metal in it. Hustle it back m Hard-Hear^ who donates 500 gold 
to your favorite charity (you) and offers up another assignment, 

R«cuc dit EJennit 

Those wacky AshJa riders arc at it again. They have kidnapped a 
hermit, Jocicn Ancois, from the Ffabinimsun Ashlondet; campt 
where he educating the tribe ih Imperial culture. Hc*s being 
held at a miall camp to the west. As usual, you're going in to ensure 
his safety and deal with the kidnappers. 

There are two ways to find the camps, and two lo complete the quest. 

It may be a shorter trip if you take a ship to Sadrith Mora prTd 
Aruhn and then aip down the coa^c, ducking inland to find the 
Erabinimsun camp shortly after passing Td Fyr on your left 

However, this way, you'll probably have to wand^ around a bit to 
find one gr both camps. (You can find the kidnappers' camp by 
fglldwing a trail of fallen pages from Ancois’ books.) 

However, if traveling on foot, you can save a step and jump straight 
to the kidnappers' camp. While this route sends you through a good 
deal of unforgiving terrain, the path is dear, fairly direct and wdL | 
marked. Keep following the signs for Mount Assarnibibi, This wilP 
eventually bring you to the wKitern edge of a large Java pool. Follow 
the north edge of the pool, bear straight east and you'll run straight 
into the kidnappers. 

It turns but they are mabrigash, or witch^womem who need a man's 
'^essence" for their ;qiagjc- 

Tltis does not sound like such a bad job. 

You c^n km all three mabrigashi Or you can talk toZennammu, 
their leader, and she'll agre^ to give up Ancois in exchange for a 
better man. She even has a better man in mind: a young hunter 
named Asaba^Bentus from the neighoring c^p. 

Go enlist him. Altsaba^Bentus doesn't hite at first, but he's young 
and impulsive and, you’ll cither goad him into accepting by 
suggesting that he’s afraid or by suggesting he can have «omc fun 
being a b^y toy before he escapes. 

Either Way, talk to Ancols again after you win his rekase and he'll 
find his own way hameni Then find your own way home to 
Moonmoth Fort^ 


Damsel 

You don’t get thtich detail on this one - 
just that an Imperial citizen named Dandsa 
has been taken captive by raiders and is 
being held in a cave called Abernanit 
southeast of Gnaar Mok^. Once again, 
you're The Rescue Guy, 

Tlie fishing village of Gnaar Mok is high up 
on the Smuggler Coast. Take the Caldera 
road north through that town and then 
follow the signs and make your way west. 


Dandsa 
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krgc, swampy isinnd is siraipht southcasc from the vilkgc, 
i ihc Hla Oad boat. The d(K>r to Aberruinii isn’t immediately 
^rent, but it's in one of those swampy p<K>U. Once past the 
tappl door within, climb to the second level of this small cave, kill 
dif Eddies and have Dandsa follow you outside to safety. 


"iant Netch 

wevcf, don’t run back to McHjnmoth Fort just yet. Your next 
ion is also in Gnaar Mok, and you can tackle it now w'iihout 
.getting it from HarchFIcart. 

those two giant flying jellyfish to the north? Tliey look like baby silt 
rrs,but they arc breeding netch. They’re dangerous, ;ind theyVe been 
g dose to town- Go kill them. You’ll get a small bump in Disposition 
fciks in this otherwise unfriendly village learn youVe responsible. 

it’s back to Hard-Heart to get credit where credit is due, and 
up one last quest. 


ccromancer 

AkiUiiigfor pubhc-rclations purposes. 

ncy isn’t illegal under the Empire* but the Dunmer hate it, 
0 win their heart and minds, the Legion is going after necrO' 
rs. This includes Sorkvild the Raven* who has a tower in 
Fel - the northernmost cominunitv on Vvardcnfcll. 


akca ship to Dagon Fcl and ask residents about Sorkvild to learn 
Juj tower is on the cast side of town — he’s actually taken over a 
ncr ruin - and dial he 5 unpopular. (You can also get this quest 
hromihc locals without first joining the lArgion.) 

Yjsit the tower. The folks downstairs arc not friendly, and you have 
(odimb through the trap door in the ceiling to meet Sorkvild 
‘“self, w'ho will attack you on sight. 


Be sure to lake his Belt of Nimblcncss and Amulet of Mighty Blows. 
If you talk to the locals on your w'ay back to d)e ship* they’ll express 
tbeir gratitude. Then check in with Hard-Hcari, who will thank 
you himself and refer you to the Legion’s other forts for more work. 
Wvc done everything he has to offer. 


Of course, Sarethi is nghl on the 
mark about courtesy. Ever talk to a 
guard? “Move along” is their mantra. 

Now, if you're still wondering w hat 
courtesy has to do with wit and 
poetry, go see Sarethi. He is in the 
lower les'el of the Towner of Dusk in 
Ghosigate. (The Legion sure makes 
you walk a lot.) The Armigcr 
clarifies things for you; He actually 
said the Legion has no courtesy, wit, 
poetry, or honor. 

Salyn Sarethi 

Ask further about “riddle” and you’ll learn about the contest. Sarethi 
w'ill offer three riddles. E^ch time, you’re to complete them by 
giving the answer in rhyme. 

If your character’s intelligence is 50 or better, you won’t even break a 
sweat. It’s multiple choice, and for each riddle, the correct answer is 
the third. Nail all three riddles, and Sarethi relents, allowing that, 
wdth wit and poetry, the Legion may have courtesy as well. 

If ynur intelligence is less than 50, Frald wiW recommend that you 
first secure a copy of the Red Book of Riddles from the AldTuhn 
book, store of former Legion champion Codus Callonus. Simply 
speak to Callonus about the book and he’ll give you his copy. 

Your character may have the intelligence of a slow Nix-Hound, 
but with the book in inventory, you’ll have no trouble with 
Sarcthi’s riddles. 

Rcjxiri back to Frald, who gives you a Speechcraft skill book (“2920, 
Second Seed”). You’ll alsg get nice big bumps in your Faction 
reputation and Disposition. 

Mind that, if you somehow- manage to blow a riddle w-ith or w'ithoui 
the book, you’ll lose the contest but not the quest, and w-ill still gel 
much more modest Reputation and Disposition bumps for just 
accepting the challenge. (The only thing you can do w-rong here is 
gel licked olt at Sarethi for being a big Buoyant Armiger snob and 
kill him.) 



Traitor Warrior 


FRALD THE WHITE’S QUESTS 

[f jfou'vc been follow-ing the sw-ath our questing legionnaire has been 
ratling .icross western V'vardcnfcll, you know only one destination 
feroains: Ebonheart. 

Built from the same gray stone ol the Legion forts, Ebonheart. 
located just southwest ofV’ivee, is the scat of Imperial government 
on Vvardcnfcll. .Most ot its offices and services arc housed in two 
ibfis-Dukc V'cdam Dren's castle and Hawkmoth Legion Garrison 
inHawkmoth Fort. In the second -floor dining room of the latter, 
youll find quest-giver Frakl the White. 

Courtesy 

Sarethi, a Buoyant Armiger (w hom you may also meet in a later 
Tkin-cs Guild quest. Enamor), asserts that the Legion has no courtesy. 
Frald dispatches you beat the Armiger in a contest of wit and poetry. 


A “go kill this guy” quest. 

Frald sends you after an old colleague in the Order of Ebonheart. 
Honthjolf quit the Legion and went to work for Uarusca Andrcthi 
ai remote Aharnabi, which Frald describes as home to sorcerers and 
Daedra worshippers. 

The Legion’s counter-offer: You are so dead. 

As in many Ixrgion quests, you’ll deal first with simply getting to 
your destination. Aharnabi is far down on Azura’s Coast, and, while 
a silt strider can take you as far cast as Molag Mar, any land route is 
the hard w'ay, 

HuwTVcr. one of the nice things about being quartered in Ebonheart 
is easy access to ships. Travel to Tel Branora and head northeast up 
the coast on foot. Look for the giant statue of Azura that marks her 
shrine. You’ll find the entrance to Ahanabi just to the south in a 
small inlet. 
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h s 3 faiHy small cave. Frald was right about the enchanters. You’ll 
have to kill one on the way in. Honrhjolf is oH in the cave’s 
northeast corner. He still has his Imperial armor. 

When you’ve retired him, get down to Tel Branora again and grab a 
boat back to Ebonhean. 


When you've nailed it down, return to Rniius, speak to him again 
and he'll follow you all the way home to Klnjoheart. Take him lothcil 
Hawkmoth Ciarnson to finish the quest. 


VARUS VANTINIUS’ QUESTS 
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SURYN ATHONKS 


Protect Entius 


False Ordinator 

Another hit, but iiuich clwr to home, Suryn 
Athones% an Ordinator guard in Vivec, has 
been spreading lies abi)ut the Order of 
Ebonheart. Frald orders you to silence him. 

Vivcc’s ckise enough that you can walk. In 
the nnribw'csi end of the Hall of justice, 
climb the stairs to the justice Offices, use the 
d(K)r to your leti and enter the rrMsm on the 
right at the end of the hall, Thai’s Aihones 
right in front of you. If you ask, he’ll 
continue his slanders. Kill him — iliis may 
take a while, as the Ordinatorsare nodiing if 
not durable - and rcfx^rt back to Frald. 


Sapnus Entius, a knight of the Order of Ebonheart, is wanted for 
murder. Frald doesn't think he can get a fair trial in Vvardenfell 
and wants to get him in frs»nr ol an Imperial court on the mainland. 

But Entius has gone inly hiding in V'ivec, and Fralii doesn't know 
where. You have to find him before the Ordinator guards do. 

You’ve got to be squeaky-clean yourself before you can undertake 
this mission, so before you even accept the quest, turn yourself into 
the authorities and pay the fines for any outstanding crimes. 

Then st.iri asking after Entius among V'ivcc’s Ordinator guards. 

This is a huge city; you’ve got to be able to focus your search on a 
particular Canton. If you can get a guard s Disposition up to 70, 
you’ll learn he's seen another Imperial legionnaire at the Arena. 

Now, where would you hide? 

Some plaee people don’t usually go. 

An Arena storage area can he lound off the C^analworks level, CJei 
down there. Entius is behind the northwest door off the main 
storage room. 

(A side note: This is the only sjxii in the game where a quest brings 
you into close proximity to the Mor.ag Tong headquarters. To find it, 
use the southeast door oil the main storage room, and look for a 
trapdoor in the small chamber beyond.) 

Unfortunately, you’re only one step ahead of the guards. When you 
talk to Entius. tw'o ( Jrdmaiors appear behintl you. You'll have to kill 
them w'ith Entius’ help. (And a gtxid thing, nx:), as they’re tough.) 

Once they're dead, talk to Entius again. You can have him follow^ 
you, but tell him to stay put for now. Happily, the Arena is close to 
the bridge to the mainland. But you’ll want to first scope out a fairly 
straight escape route that involves crossing paths with the fewest 
ptiHsible guards. 


What A Day for a Knight 

If you've reached Knight Protector in the 
Legion, you can go to work for Frald ‘s 
boss. Varus Vantinius. He’s upstairs in 
the Duke’s castle. Use the spiral staircase 
off the Grand (amncil Chamber, and 
you’ll suddenly find yourself in very 
illustrious company. 

You may have been to the castle before — 
ciibcr to get a sironghohl cnnstruciion 
contract or House Hlaalu t|uests from the 
Duke, and possibly to perform a question- 
able as.sassination for the Figlucrs Guild. 


Varus vantinius 


But if not, finding your way in can lx* a little tricky. The two forts 
arc connected, and you can get to the castle easily only through 
Hawkmoth. C’dimb the stairs outside the door to the Hawkmouih 
l-egion Garrison, and the rest should Ik simple. 

Vantinius tells you that to become a Knight of Garland, you’ll have 
to recover two missing artifacts. 

’fhe first is a cuira.ss called the Lord’s Mail, which vanished from thc)| 
.shrine on the low er level of the Imperial Commission. V'amimus 
will give you a key to the shrine. 

Visit the Commission on the ground ficKir of the castle, and you’ll 
get a definite lead. For starters. Imperial Magistrate Rufinius 
Allcius suspects the involvement of banished legionnaire Furius 
Acilius, who talked about the armor - and of secret caves under 
the castle - before he left. He suggests you ask after him ,ii the 
Imperial Guard Garrison. 

A visit to the shrine downstairs answers the question of hnw' the 
thief got ill. There’s a secret door in the right wall. Lock Level: 95. 

Now\ how are you ever gi»ing to get past that? 

A key would be nice. C'heck out the Imperial Guard Garrison, which 
is right next door to (he Commission. Descend into the barracks, and 
talk to the guards to learn Avilius had the southwest room. 

A bottle. A cup. Candles. A pillow. 

And under the pillow', a key. 

The key opens the secret door in the shrine. It leads to a small cave. 
I’urn left at the inicrseciion and you’ll find Acilius wearing the 
armor in question. You can talk to him, but it’s going to be a short 
chat if you discuss the l-ords’ .Vlail. Kill him, take the armor, and 
return it to V antinius. 




US also has a hidden campsite on the ledge above him, which is 
hk by levitation. However, the barrel and crate floating in the 
beside him are empty other than a key lo the secret door you 
fcltcrcd. But check out the pool at the end of the cave’s right-hand 
kjich. It leads ip an underwater gale, and the gate lets you into the 
jia, That’s how’ Acilius got in without alerting the guards. 

In the second part of the quest V’antinius sends you after a 
JqciKlar)' sword, Chry'samere, which was stolen by another 
crous knight. (Apparently the Legion needs to screen its 
‘ t-s a little better.) Legion spies have learned it is in the 
ion of sorcereress Draramu Hloran. You’re to kill her and 
•cr the blade. 

AO you know' about Drararnu is that she lives near Sadriih Mora. 
Travel there by ship and ask after her. You W'oii’t get easy answxrs. 

*1 won’t speak of her,” people w'ill say. ”Not out loud.” 

Even in a lowm of wizards, people arc scored of Drararnu Hloran. 
Voull have the boost the $peokcr s Disposition to 75 to learn she lives 
W'cst of lowm in a cave called Abanabi. She’s said to have 
fcmlying creatures that guard her lair, and ^xiwxrful friends. 

Even this isn’t all that helpful. Zafirbel Bay has a lot of islands 
inda lot of them arc more or less south w'cst of Sadrith Mora. 
Sowell need to be really precise. From the front door of 
fRcrlcttc Rostorard: Apothecary, just north of Wolverine Hall, 
youll want to swim and w'alk (or, ideally. Levitate) in a straight 
line southwest that will take you over one large island and one 
small one. 

After the small one, you’ll sec a little beach on your left and a door 
jct in Slone. That’s the wav into Ahanabi. 


The cave plays with your head a bit. There are two spellcastcrs 
in Abanabi. The main tunnel leads to one named Maranique 
Jolvannc. You should be able to get a w'ord in wdth her, 

|bciwcen killing the creatures she conjures to fight you. She’ll 
say she know's Hloran and identify Chrysamcrc as a w'capon 
designed to kill spcHcastcrs. But no persuasion or threat wdll 
I dicir more details. 

You’d almost think Hloran had moved on. 


She's here. A slightly-concealed side corridor - on the left, belorc 
you reach lolvannc — starts you down toward HJoran’s lair, A 
crooked, narrow stone path, over deep water, leads to the platform 
where you’ll fight her. 


Go to Mvec and open one ol the tw^o doors to the Arena Pit. Jf 
you’ve already fought all duels to which you’ve previously 
committed w'ith other characters, Vantinius should appear. 

If you haven’t fought all your duels, your opponents wdll be stacked 
up waiting for you, like the scene from “Airplane” with the 
hysterical passenger, and you’ll have to complete each of those fights 
to get to Wintinius, Do so by leaving the Arena Pit after each fight 
and then returning. 

K,ilJjng \ aoiinius can be tough, especially now that he has ;hc 
armor and w'capon you just recovered for him. But once you do, 
you’re head of the Legion. And you get the use the Lord's Mail and 
the Chrysamcrc, 



DRARAMU HLORAN 


And yes, she’ll use Chrysamerc. 

, Return the sw'ord to \\intinius for your very own Duke’s 
: Guard Armor. 

j 

Grandmaster 


1 [fyou speak to V’antimus again and select “advancement,” he’ll 
; observe that there can be only one Knight of the Imperial Dragon on 
I Vvardcnfcll. Select “duel,” and he’ll tell you he’d rather die than lose 
) his position, and challenge you to a death duel in V'ivec s .Arena. 
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I MPERiAL Cult 

The missionary arm of the great faiths, the Imperial cult brings 
divine inspiration and consolation to the Rmpirc's remote provinces. 
The C'uh combines the worship of the Nine Divines, the Aedra 
Akaiosh, Dibclla, Arkay, Zeniihar, Mara, Stendarr, Kynareth, and 
julianos, and Tiber Septim, founder and patron of the Empire. 
Imperial cujt priests provide worship and services for all these gods 
at Imperial shrines in settlements throughout Vvardenfell. 

Some factions are fussy ah-nit who they take. But it could hardly be 
easier to join the Imperial Cult. 

Don’t be put off by the \uli’' part. Its just the name for the 
Imperial religion. 

To join, you need simply speak to either Ygfa at Fort Pciagiad, 
Syloria Sirultulus at Buckmoth Legion Fort outside Ald’ruhn, 
Somutis V^unnis at Moonmoth Legion Fort outside Balmora, or 
Ruccia C^nician or l.^latia Varian at Duke Vedam Dren's castle in 
Ebonhcari. (These last two are in the Grand Council Chambers 
and Imperial Chapels, respectively.) 

YouH make a one-time payment of 50 gold. 

And you’re in like Flynn. 

Advancing is another matter. Idkc other factions, the Imperial Cult 
is lixjking lor a particular type of character — in this case, a person 
who is durable, colorful, and peace-loving without being a weenie — 
and the more of that sort of character you arc, the higher you can 
rise in its ranks. 

When you reach certain ranks and select the “Advanceinent” topic 
when in conversation with a quest-giver, you’ll receive special magical 
tokens that, when worn, add live points to certain of your skills. 

At Rank 2 (Initi.ate), you’ll receive a Maran Amulet, which adds to 
your Conjuration, Mysticism, Restoration, and Speechcraft skills. At 
Rank (Acolyte), you’ll get a Stendarran Bell, which su|iplements 
your Att.ack. Blunt Weapons, Enchant, and UnarmoreJ skills. At 


Rank 5 (Disciple), a Septim Ring adds to your Attack, Blunt 
Weapons, Spccchcralt, and Unarmored skills. And, finally, at Rank 
6 (Oracle), you'll get an Akaiosh Rmg that adds to your 
Conjuration, Enchant, Mysticism, and Restoration skills. 

In some respects the Imperial Cult’s quests operate in a fashion 
similar to early House Telvanni. The lour qucst*givcrs all operate 
from ,1 single location, and you can start out performing innocent 
delivery errands- Indeed, two of the Cult quest givers arc among iht) | 
most amiable and flexible in Morrow'ind- You don't even have to 
finish their quests. You can turn down or give up on any quest by 
simply saying so. Its like fjucsi Schcxil, and a great pkacc for a 
novice Morrow^ind player to start. 

The hitcht li you turn dowm a quest, the quest-giver will wait a day 
before giving you another assignment. 

SYNNOLIAN TUNIFUS’ QUESTS 

If you liked the early Telvanni quests, w^hen you were looking for 
spell ingredients, you should look up Tunifus in the lower level of || 
the Imperial Chapels. In his seven “Lay Heakr” quests, you arc aoi 
a killer, a thief, or a spellcaster. You arc essentially .a guy with a 
durable pair of shoes and a w ill to travel. 

These missions all require delivery of 
ingredients. To be sure, Tunifus will offer 
suggestions on how' to acquire the goods, 
but while these sometimes offer special 
advantages, they are only suggestions, and 
vou can take or leave them. 


Marshmerrow 

For your first errand, you're to bring 
7ufinus five pieces of marshmerrow, an 

ingredient in Restore Health poltons. SYNNOLIAN TUNITUS 


Faction Reaction 





Hated Enemy 

ENEMY 
Ashlanders 
Camonn,i Tong 
Clan Auridac 
Clan Berne 
Cbn (^)uarra 

HOSHLE 

Temple 

House Telvanni 
Thieves Guild 

FRIENDLY 
Mages Guild 
House Hlaaiu 
House Red ora n 

ALLY 

Imperial Legion 
Blades 

Fighters Guild 

belo\td ally 
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Rank 

Personality 

Willpower 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Layman 

30 

30 

0 

0 

Novice 

30 

30 

10 

5 

Initiate 

30 

30 

20 

8 

Acolyte 

30 

3U 

30 

10 

Adept 

30 

30 

40 

12 

l>isciplc 

31 

31 

50 

15 

Grade 

32 

32 

60 

18 

Invoker 

33 

33 

70 

20 

Theurgist 

34 

34 

80 

25 

Primate 

35 

35 

90 

25 


Favored Skills 

Speechcraft 

Vnarmored 

Restoration 

Mysticism 

Blunt Weapon 

Conjuration 

Security 
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He suggests you get them from the fields of Bahir Salvu, a Pdagiad- 
irtJ farmer, and gives you a Fortify Strength potion to give to Saivu 
I as a gift -along with the suggestion that, if you're pleasant, Saivu 
! might be willing to teach you a thing or two, 

|| When you arrive, just speak to Saivu, Your gift is turned over auto- 
ideally, and the farmer is happy to help - both with the 
hmerrow (which can be found in cither of his fields) and with 
'"^an Akbemy skill book. (You’ll have to ask him about “do you for" to 


If you like, you can buy the marshmerrow at an alchemist’s shop or 
find it in the wdld and keep the Fortify Strength potion for yourself 
But then you won’t get the benefit of Salvu's teaching, 

I Return the ingredients to Tunifus for a Restore Health jxitkm, and a 
mortar and pestle so you can practice making ytiur own jxgions, and 
the suggesiiou that you check your advancement. (You should already 
j|'qoalih' for advance to Novice.) 

Muck 

You've only to speak to Tunifus again to 
get diis tw'o-fcr errand. 


Ogrul, the chaplain at Fort Darius, has 
made a deal w^ith Gnisis farmer Abishpulu 
Shand, You can gather free of charge the 
five units of muck Tunifus requires from a 
muckspungc patch near Shand s hut. 
(Muck is used in potions to cure common 
disease.) No need to check in w ith Shand 
first, (In any case, he’s not home.) 


IH 

h ABISHPULU Shand 

I' 

ill And while you’re in town, you're also supposed to deliver to the 
ir chaplain four Restore Health potions that Tunifus supplies. 

It's all pretty straightforward. Take the silt strider to Gnisis from 
Vivee or Seyda Nccn. (Tunifus gives you money to cover this.) The 
chaplain is in the chapel on the low^est level of the fort, fust talk to 
I him to rum over the potions, and select ^return your favor" to get a 
choice of one of four Restoration spells (strength, willpower, sjKed, 

IV or luck). 

The muckspunge patch is between Shand’s Jiut and the Legion 
Barracks. Note that you can harvest muck only from the larger plants. 

Again, if this seems like a long way lo go for five units of muck, you 
can buy or find them instead and keep the potions for yourself. 

Return to Tunifus to receive a Cure Common Disease potion, a 
retort for potion-niaking, and a collection of 10 alchemical recipes 
called “The Alchemist s Formularv." 


place will soon turn up on the 
right. You can get the five 
units of willow anther from 
the lavender flowers in the 
Ix’i.x to the right of the front 
dcKir. Or you can do the 
buying and finding thing 
we've already mentioned. 

If you arc eager to tempt fate, Gro-Bagrafs down in his cellar 
behind two seriously locked dcxirs - the second one trapp>ed. Let’s 
just say he's not in the itiockI to talk. 

(iet the willow anther back to Tunifus for a Cure Paralyzation 
Potion and his old copy of “The Four Suitors of Benitah," which 
adds tw'o ^xiints to your Restoration skill. 


Scrib 

You’re olf to the Shulk Eggmine near Balmora in search of five 
units of scrib jelly for Cure Poison and Cure Blight potions. Simply 
kill five scribs, harvest the jelly from their remains and hoof it hack 
to Ebonheart. 

As usual, Tunifus can provide detaiicti directions, just talk to him 
and ask after the mine. 

You can take the silt stndcr to Balmora, hut it’ll take you out of your 
w\ay at both ends ol the journey. Ami its safe to walk - provided you 
don’t fall in with bad company. Don’t talk to strangers along the w^ay, 
and just follow the signs north. 

South of that large town, you’ll finvl a |X)st with three signs — none 
of them pointing along an obvious route to the west. Follow this past 
the Llcran Ancestral Tomb, the pilgrim Nevrasa Dralor, and the 
Shurdan-Raplay Egg Mine. The path then winds dowm toward a 
swinging bridge. In the distance, you shouhl see a campfire. It’s right 
outside the Shulk mine. 

TTie mine s quite large, but rcbtivcly safe. Use the Detect Creatures 
s[nc\\ Tunifus gives you to avoid any kw-ama w-arriors. 

I>on't worry aliout the kw.ama workers; they may Icxik imimidating, 
but just go methodically about their business. The kw'ama foragers 
are numerous and pesky, but easily killed. And the cootiedike scribs 
themselves are about the least offensive critter in Morrowind; you 
can kill them almost by lo<iking at them. 

However, not every scrib can be harvested for jelly, and you may 
need to fill out any shortfall in the wilderness or another mine. You 
can also mooch tw^o units of scrib jelly from one ol the miners on 
break at a fire outside the minc-if he has at least a Disposition of 50. 
(Avoid the Shurdan-Raplay mine to the cast; it is blighted.) 




Willow 

Now your contact needs Willow' Anther for Cure Paraty^caiion 
potions. Tunifus confesses that he steals the stuff from flowers 
around the home of Gurak grf>-Bagrcit - a skooma smuggler whom 
he cautions you to avt«d. 

Ifs easy to find. Just rcjxrat your trip to Salvu’s farm, but this time 
continue casit. across two dock-like bridges, and past any number c»f 
wandering nctchcs (w'hich the smuggler raises), and gro-Bagrar s 
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This may be one time you want to buy at least some gf the 
ingredients at an alchemists shop. 

Whichever way you go, you’ll get Cure Poison and Cure Blight 
potions and an alembic when you return to lunifus. 

Corkbulb 

Your contact will send you gut ior five units of corkbulb — a root 
used in Cure Common Disease and Restore Health potions. Just as 
the cult has a muck-raking deal in Cnisis, so it has a corkbulb- 
pulling deal with plantations in the Mcadian Isles region and 
Tunifus suggests you visit the Arvel Plantation - one of three sited 
just north of V'^ivecs Foreign Quarter. 

Again, this is simply an extension of an earlier trip. Return to CJurak 
gro- Bagrat’s manor, where you found the wallow anther, and this time 
head north across a strait to Dren Plantation. (If you're scared of the 
water, Tunifus has taught you a Sw'immer s Blessing spell that should 
ease your passage.) Then continue north, over a rise, to Arvel Manor. 

If you can't get all five units of corkbulb here, the Llovyn farm 
southwest of the Dren Plantation should fill out your supply. And, 
naturally, any old corkbulb will suffice. 

Return to Tunifus for Cure Common Disease and Restore 
Health potions. 


Rat 


Tunifus now wants five units of rat meat for Cure Poison potions, 
and directs you lo Vivcc’s Underworks, or sewers, to find the critters. 

Each canton has its own sew'er. You can enter them either internatly 
through a trapdoor in the canton s Canal w^orks level or from the 
outside using the underwater outflow grates. You should be able to 
find three or four rats in each. 

But just as not every scrib yields jelly, not every rat pnxluccs meat 
and you may have to visit as many as three separate sewers to collect 
all Tunifus requires. 

It’s a bit dangerous for an inexperienced character — not so much 
because of the rats as for what else you may stumble across in the 
process. The sewers arc neither large nor confusing, but they are a 
place people - sometimes bad people — go to escape. If you’re still 
finding your w^ay in the game, stay fixused on the rats and run from 
anything bigger than a brcadbnx. 

Cart the stuff back to Tunifus for a sample Cure Poison potion. He'll 
also note that your missions arc gelling more dangerous and give you 
a skill tnjok for Unarmored, which boosts that skill by two points. 


Netch 

Here, you’re back in familiar terrain again. To make Cure 
Paralyzation potions, Tunifus needs the leather hide of a ncich — one 
of those giant flying jellyfish you’ve spotted previously around 
Gurak gro- Bagrats manor. 

Pay another visit to Balur Salvu’s farm. You should see several 
ncich nearby. All should be close enough to the ground that you 
can attack them easily, but take Tunifus* lip and look for a bull 


netch. They arc less fierce than the 
females, but they’ll still fight back. You 
should be able to tackle whatever it 
dishes out, but if the fight doesn’t go your 
away, feel free to retreat, heal up, and 
return to the fray. 

Gee, hope this wasn’t one of gro- 
Hagrat’s nctchcs. 

Once the netch is dead, take the leather 
and return to your contact for an 
especially nice reward - not only five 
Magicka Resistance potions, but a Belt of 
Balyna's Soothing Balm, 

And now you've done all the quests Synnolian Tunifus has to ofFcn 
That w'asn’t so hard, w-as it? 


lULUs Truptor’s quests 

Well, this is different. 

In the seven “Almoner” Quests issued by lulus Trupior, who shaja| 
the downstairs room at the Imperial Chapels with Tunifus, you art 
a cult fundraiser - collecting gold and the odd item to support the 
organization’s good works. 

The quests are of no more than moderate difficulty, but you’ll be 
doing a lot of talking and negotiating and for that you’ll need good 
Personality, Sp>eechcraft, and Mercantile skills. 

Skyrim Alms 

Your first destination is the mi.ssion from the Empire’s Skyrim 
province. It sets the pattern for the early quests in this series. You 
need to collect 100 gold and return it to 1 Vuptor. If you come up 
with 200, you'll get a bonus. And anything above that is icing and 
you keep it to cover your "overhead.” 

The Skyrim and Argonian missions arc located close together 
over in the Hawkmoth pare of the fort complex. Don’t just 
blunder in and start asking for moolah. As in most communi- 
cation in Morrowind, the key is the donor’s Disposition. If you 
ask for "alms for the poor” without using Persuasion or Bribes 
in preparation, you’ll receive a lower donation, and you'll be 
stuck with it. 

However, you should be able to raise the minimum easily. In faa. 
Mission leader Heidmir will supply it himself at a Disposition of 50 
and the full 200 at one of 70. (Everyone else here will give 
something, and everyone can be nudged to a higher donation with 
Persuasion or Bribery.) 

As a reward, in addition to the usual Faction Reputation and 
Disposition bumps, you’ll get two Fortify Personality potions. At 
200 gold, the Faction Reputation and Disposition bumps double 
in size, and instead of the potions, you’ll get the enchanted Shoe* 
of Conviction. 

And all you had to do was walk one fort over. 
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jArgonian Alms 

Turn in your money and Truptor will give a pair of scrolls 
(Fphyggi’s Gem-Feeder and Didalas Knack), If you pull together 

Aitbc Afgoman Mission, ii s pretty much the same story — but at 
i coccmuch simpler and sli^;htly more complicated. 

the full 200, the bonus includes a Mercantile skill book (“Tlie 
Buying Game”). 

The simpler part: This time, you only have to deal with one person. 
Breryone else in the embassy defers to Consul Im-Kalaya. With a 
Station of 50, he’ll donate 100 gold. At 80, he’ll make it 200. 

Shirt 

The Harvest’s End pageant is coming up, and the cult needs a red 

^ The more complicated part: The 80 Disposition may prove a 
llliuniing goal for characters without a high PersonaJity or 
Jpcechcraft skill (or deep pockets). 

shirt and a black vest — a combination known on V* vardenfcU as a 
’’common shin." You’re to persuade a clothier to donate the items. 

Where to start Truptor suggests you could find a shop familiar 

AncptKm for those who find themselves in this position: Explore the 
'embassy. Deep in the bowels of the building, beyond a flooded section 
of corridor and behind a locked door, youll find an Argonian slave. 

with this Western fashion in Vivee, Balmora, Caldera, or Pclagiad. 
The closest is Agrippina Hcrennia on the Canalworks level of 
Vivec’s Foreign Quarter. She doesn’t have any, but refers you to 
High Rif Falanaamo in Caldera. 

The Argonian mission is spiriting escaped slaves out of Morrowind. 

Use the teleport service at the Mages Guild in V^vcc’s Foreign 

While a noble action, this is also a crime. And while it’s pretty con- 
lemptiblc to do so, you can use your new knfiwledge to blackmail 
bn*Kalayaby repeatedly mentioning **runaway slave” in conversa- 
tion to pry the full 200 out of him. 

Quarter. You’ll find Falanaamo: Clothier right next door when you 
emerge from the Mages Guild in Caldera. 

Falanaamo’s got the goods... and also the will to be paid for them. 
You’ll need to get his Disposition up to 80 before he’ll donate the 

1 think I liked collecting spell ingredients better. 

common shirt. (He’ll throw' in matching trousers!) 

With 100 gold, Tmptor gives you a pair of Fortify Luck potions. At 
200, you’ll pick up an enchanted Zenithar Frock. 

And if you can’t manage that, you'll have to steal it — Falanaamo 
has one with the right colors in a crate upstairs - or even 
<choke> buy it. 

jl ilSl H 

Then again, if you’ve already blown the w'hole Persuasion thing, 
the elf may not even want to sell you the outfit. If so, watch for 
people on the streets wearing it. It’s not a common item, but you’ll 
recognize it when you see it, and you can kill the rightful owmer 
and take it. 

We’ll just look the other way. 

Gel the shirt and vest back to Truptor to wrap up the quest and get 
a Mercantile skill training book as a reward. 

Fort buckmoth 

Dinner 

Buckmoth Alms 

The cult is bolding a high-cla.ss fund-raising dinner, and is looking to 

Now you’re bound for Ald'ruhn to raise money for the 
"Buckmoth Fund.” 

get the high-class booze for free. You’re sent around Balmora taverns 
and restaurants to round up five boidcs of Cyrodilic brandy. 

Its not exactly hard. But it can take a good long while. 

Unfortunately, you can only gel donations of three bottles this w'ay. 
Bacob Closcius at the South Wall corncrclub happily turns over a 

You’ll get two kinds of responses to your solicitations. 

l>ouIc, and Dulnea Ralaal at the Eight Pbtes and Benunius 
Agrudilius at the Lucky Lockup will each give you one, though they 

The Dunmer will say, more or less, drop dead. Don’t even bother 
talking to them. 

need to have their Dispositions stroked first, 
you 

Youll have lx!ttcr luck w'ith members of other races. Some will give, 
some won’t, and most of those that do will give the minimum donation 
(10 ^Id) at a Disposition of 30 and the maxinium (20 gold) at 70. 

or two 

But hang Closcius 

something about 

You can put together the 200 from the follow'ing eight residents: 
Aengoth the fcwcllcr at The Rat in the Pot, Cienne Sintieve at 
Cienne Sintieve: Alchemist, Codus CJolonus at Codus Callonus: 
Bookseller, Maipcnix Blonia at Malpenix Blonia: Trader, Edwinna 
Elbert at the Mages Guild, and Pcrcius Mercius and Baradras at the 
Fighters Guild. A number of others will donate smaller amounts. 

five 

the 

Banor 

or 

Crates of Brandy 


I ^ 


Crates of Brandy 
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So steal it. U’s in a closet in the hall to the right of the bar, and if you 
close the door before you do the deed, no one will lx: the wiser 


bring the brandy back to Truptor for a pair of enchanted gloves - 
the Right and Left Hands ofZeniihar. 


Rich 


Back to Caldera - this time to persuade Cunius Pclclius, part-owner 
of the Caldera ebony mine, to follow through on a pledged 500-gold 
donation to the Imperial cults Widows and Orphans Fund. 


Cunius can be found right inside the door of the Governors Hall - a 
large, castle-likc structure in the norihca si corner of town. Talk to 
him about the donation, and he’ll say he s busy and wnll discuss h at 
a later date. 


End of story. 


Ordinarily, you’d try to bring up Pdelius’ Disposition and get him 
to see the light. But here. Persuasion simply won't work. You'll have 
to llnd another w^ay. 


talking to most of the other people in the Governor’s Hall isn’t 
proiluctive. But Olumba gro-Boglar in the south upstairs hall is the 
exception. You can talk to him alxsut Pclclius and learn a rumor that 
he's solving money troubles by skimming from the mine and by 
smuggling ebony. 


The rumor gains weight when you follow up with slaves in the 
mine itself - first boosting their Dispositions to 55 — and discover 
Pelelius has been sneaking in at night to steal ebony. Return to the 
rich man and try on the “donate 500 drakes” topic again and then 
threaten him with the slaves’ account. He’ll give you three pieces 
of raw ebony. Sell it to someone who has a high regard for you — 
the price depends on their Disposition and your Mercantile skill — 
and get the 500 gold back to Truptor. In return, he’ll give you six 
scrolls with exotic names. 


Admittedly, this is a long road to travel for a mere 500 gold, and 
none of it is required. If you've done well for yourself, you can 
simply pay off Truptor from your own resources. 


But then you w'ouldn’t get to see that bastard Pclclius squirm. 


Ponius 


Another deadbeat donor, and another 
dark talc of corruption in an 
Imperial enterprise. 


In his final quest, Truptor asks you to 
get Canctunian Ponius of the East 
Empire Company to pay his pledged gift 
of 1,000 gold for an Imperial cult 
mission to the Ashlandcrs. 


Go see Ponius in his office at the rear of 
the company hall, located near the 
docks in Ebon heart. 



Hey, Ponius, did anyone ever tell you that you look like Naplconf 


The East Empire Company boss is concerned with weightier 
matters. A seemingly reliable clerk named Mossanon has embezzlej 
3*rK)0 gold from the company’s treasury and vanished. Ponius cnlistj 
you to track him down. W'hen you recover the money, he’ll make 
gcKxJ on the pledge. 


You can start tracking right outside Ponius’ door. Shazgob gra- 
Liizgan reports the clerk had been seen c<iming and going from ik 
teleport service at the Mages Guild in V'ivcc s Foreign Quancr. Atd 
Okan-Shei, in the hall's front room, will give yog a sense w'hy he 
was there: Mossanon has a .secret Tel van ni girlfriend. 


Get over to Vivec and see Flacassia Fauseius at the Mages Guild, 
Sure, she remembers Mossanon. He went to Sadrith Mora a lot. 


And now, so should you. 


Did we mention the clerk is a High EIC Make use of that info. 
It’s going to be important, as it's possible to lose track of 
Mossanon here by talking to the wrong people. Many people in 
Sadrith Mora will direct you to a High Elf trader mimed 
Sinyaramen at the Gateway Inn. He can't help you, but suggests^ 
you talk to Dark Elf females if you're looking for gossip on a 
Tcivanni lady with a High Elf boyfriend. 


If you question Dark Elf females in Sadrith Mora about Mossanoivj 
they’ll rcjxiri having seen a High Elf in the company of Volmyni 
Dral, w'lio lives near Wolverine Hall, They'll even say catty things 
about her looks. 


Go to Dral's House. Look upstairs. (The stairs arc on the iefr, if you 
can't see them, turn up the Gamma C>>rrcction a Imlc.) 


Yup, that's Mossanon, all right. Talk to him about ’'embezzled fundi* 
and hc'U admit the deed and say he did it for love. 


You have three choices here. You can simply demand the gold. If 
Mossanon's Disposition is 70 or better and your Speechcrafi skill 30 
or better, dial’ll work. 


Alternatively, you can promise him secrecy and succeed if his 
Disposition is 70 or better and your Personality is at least 45 or 
Reputation at least 10, 


Or you can just beat the bejesus out of him and t,akc the money and 
his enchanted Peacemaker staff. 


Now' all you have to do is grab a ship home to Ebonheart, rctunitbel 
gold to Ponius, deliver the I ,()(K)-gul<l pledge to Truptor, andcollcci| 
the powerful Zenithar Whispers charm amulet. 


But how much gold do you return? Ponius doesn't know' how' mud 
you recovered. You can lx honest and give him all of it, like a good 
would-be Nerevarine. Or you can lie through your teeth, give him 
just enough to cover his commitment to the Imperial Cult, and kq 
the rest to cover cx^Knscs. 


That little twdngc is just your conscience. 


Canctunian ponius 
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KAYE 


KAYE’S QUESTS 

The **Shrinc Scrj^jcAnt'' quests from Kaye, 
who you’ll find right inside the Imperial 
Chapels door, arc more in line wirh those 
you'll perform for other Morrowind 
factions. Of moderate difficulty, they 
involve rather more fighting and 
generally scary situations, and the last, 
Rcstlcvs Spirit, pits you against four high- 
level enemies. 

To be sure, as in earlier quests, you don’t 
have to meet any requirements first. But 
while you can still turn down or back out 
of quests, there are now repercussions. 
Kaye gets annoyed at you, and his 
Disposition drops by 10 points. 


Missing Limeware 

Seems you just can’t leave out the good china when a High F.If is in 
ibe bouse. 

After treating a High Elf named Caryarcl for .swamp fever, a rare 
, lirowarebowl turned up missing from the Cult’s shrine. Its a gift 
ftom a benefactor, and its loss would be cmbarra$siag if exposed. 
You’re to track down the thief an<l retrieve the bowl. 

The clues arc few. The swamp fever only suggests Caryard lives 
jr along the coast, and Kaye’s dcseripiion of him could fit any 
number of High Elves. But Kaye also notes that the High Elf 
cimmunity on Wardcnfcll is small and tight; one High Elf might 
^ know another, He suggests you talk to the High Elves serving in 
' the Hawrkmoth Garrison, 

While you may have hit a dead-end using a similar approach in the 
Pofiius quest, jt works here. At the Garrison, l^ndorume or Fanildil 
will point you straight asvay to the west coast fishing village of 
Gnaar Mok. 

Take a ship there from Ebonhean (Ebonheart to Hla Oad to Gnaar 
Mok). You’ll End Caryard walking around the village. He allows 
I ifut he was treated at the chapels, but denies any knowledge of a 
> nutsing bowl. 

Hit story doesn’t have the ring of truth. He’s unnecessarily rude, and 
its not just the traditional Gnaar Mok rudeness. 

He’s your guy. But again, as with Pcidius, Persuasion won’t make an 
impres.sion. 

Other residents will tell you Caryard lives in a shack by die docks. 
Ifsthc last house on the southern sitle of the docks. Find it, pick the 
lock, and take the bowl, (It’s in a barrel partly hidden by the table.) 
Return it to Kaye for 200 gold and three Divine Jotervemion scrolls. 


The Haunting 

Kaye doesn’t have many details - just that a Bosmer named 
1: Nedhelas has a ghost in his house in Caldera. A plain old weapon 
won’t touch a ghost, so you’ll get 200 gold in front money to buy an 
enchajiicd one or some spells. 


You may w'dl already have such a weapon, if not, you can pick up 
one or btith in V' ivec’s Foreign Quarter on your way to the Mages 
Guild, (its guild guide tdcpori service is the fastest way to get to 
Caldera.) Check out Miun-Gei: Enchanter in the Lower Waistw’orks. 

Once in f^ldcra, }ust head south from the Mages Guild and you’ll 
run right into Nedhelas in the street. He thinks the haunt’s 
connected to the cellar — his landlord told him to leave it be -- and 
gives you the key to the trapdoor. 

This also opens the front tloor of the house, located just inside 
Caldera’s south gate. The trapdoor’s in the near left corner^ and its 
description should leave you in no doubt of the s<jurcc ol the 
problem: The house was built atop the Hdcran Ancestral Tomb. 
((,)ne of the designers has apparently has seen ‘'Poltergeist.”) 

Below is a small crypi-cum-basetncnc, and it’s a simple matter to 
find and beat up the ghost of Galos Hdcran. Stop by on your w'ay 
out to town to tell Nedhelas the good news, and check in w'ith Kaye 
to gel two scrolls of Gulnara’s Eye-Maze (a Chameleon spell). 
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Witch 

A variation on the ghostbusting of the previous quest, only this lime 
the ghost is a witch named Thd.su Ural and Caldera is the Asha- 
Ahhc Egg Mine near Khuul. 

Again, Kaye doesn’t know' much - ju.st that Dral is a capable enough 
spdicastcr to summon bonew.alkcrs. 

Take ships up the coast from Ebonheart to Khuul, and follow' the 
path south out of low'n. You’ll pass the Panud Egg Mine on your 
right. When the path splits, go right. You’ll evcmually come to 
two intersections .set very dose to one another. Go straight 
through the first and turn left at the second, following the signs 
tor Aid V^clothi and Onisis. Over the rise, you’ll sec the Asha- 
Ahhe Egg Mine on your right. 

Talk to the miners about the mine for a good scare. 

But, in fact, Asha-Ahhe is fairly small and linear for an egg mine, 
lust follow' its w'indings down to the bottom and kill the witch there 
cjuickly. Watch out for her Nord barbarian bodyguard, hut her Dark 
F.If healer friend isn't much of a threat. She doesn't offer much in 
the w'ay of loot (beyond a fancy outfit and an enchanted poison 
blade). But, back in Ebonheart, Kaye has an enchanted Firestone 
ring W'ith your name on it. 
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Silver Staff 

The ciilt s Oracle has had a vision: a Silver Staff of Shaming, lying 
in a land ot burning rock, in the shadow of the Mountain of Fear. 

Cuk acoJyic Linus lulu-s vanished with such a staff years earlier Tiie 
Mountain of Fear is the old name for Mount Kand. And the shadow 
(it says here) must mean the stafflics cither in the shadow of the 
rising or setting sun and hence east or west of the mountain. 

You’re to recover the staff — along with any other of lulus* perstmni 
effects you can lay hand on. 

Book passage by ship from Ebonheart to Hla Oad to Molag Mar, 
and then follow the ashy road north from town. Kaye made the trip 
sound intimidating, it isn’t, really. The road to the mountain is 
marked and in the one spn where it isn’t — branches north and 
northeast — you just have to remember you’re going mountain 
climbing and follow the uphill path to the north. And if you do get 
lost, Kaye’s provided a Detect Enchantment ring that should lead 
you by the nose to lulus’ remains. 

Near the crest, you'll find a door in the mountainside to your left. l>m’t 
enter. You’re probably not ready for what s deep under Mount Kand. 
(Besides, that’s a faaion quest for a whole different religion.) But use 
the door as a reference point for your exploratiom using the ring. 

When you locate the unfortunate Mr. lulus, get his staff, Stendarran 
Belt and Maran Amulet and make your way down the mountain 
and back to Ebonheart. 

Before you talk to Kaye, look over the IxMiiy and figure out w'hat you 
want to keep. If you have all three items in inventory when you talk 
to him, you’ll turn them all in. In return, Kaye will give you the 
Silver Staff in addition to a Restoration shirt (which reduces fatigue). 

However, Kaye doesn’t know what you found, and you can save the 
Bell, and Amulet for yourself i f you dump them before your chat and 
pick them up again later. If so, you’ll just get the shin. Bear in mind 
you’re going ro gel your own Belt and Amulet eventually anyway. 

Your choice. Grccdball. 


A Restless Spirit 

Okur, an Argonian from Hla Oad, 
reports that she is being visited by the 
ghost of a murder victim. The guards 
apparently can’t do anything here 
(though you were certainly able to act 
under similar circumstances in the 
Widow Maker mission for the 
Imperial Legion) and you’re to speak 
to Okur and see how' justice can be 
served and the spirit allowed to rest. 


o :: 
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SMUGGLERS 
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You’ll need to take a ship from Ebonheart to Hla Oad. Okur s house 
is right on the northeast edge of town. She'll tell you ihc ghost is that 
of [ulie Aumine, and that she'll rest only when the four smugglers 
W'ho killed her are dead and her amulet is returned to her husband. 

J really hope it’s not going to turn out that Okur had some big 
personal bccl with the smugglers. 


The smugglers - Dudley, jUirisus Dergius, Ralos Othrenini, and 
Thervam DreUs - are hiding out in a cave called Yasamsi along the; 
road south ol Hla Oad. The dotjr is off the southern edge of a 
sSW'ampy pool on the cast side of the path. If you reach the Odai 
River bridge, you’ve gone too far. 

The combat is challenging. T hese are advanced characters, and 
you’ll probably have to deal with more than one of them at the same, 
time. Dudley and Urdus (and anything the latter may have 
summoned) will be on top of you the moment you step inside. 
Dergius and Othrenim (w'ho ba$ the amulet) arc deeper in the cavcq 

The Ixjoiy’s interesting - not so much the hodgepodge of stuff on 
the smugglers (though Drdas has some unusual Nordic irollboncl 
items) as the huge collection of disparate items stored at the rear 
ol the cave. 

All yours now-, chum. You probably won’t want to cart this stufi off 
now, but make a mental note of it lor the next time you need some 
quick cash. 

You don't have to seek out the murdered woman’s husband, lust get 
the amulet back to Okur and sheTI take care of everything. All thaflj I 
Icll to do IS return to Kaye one final lime for your reward: scrolls of 
Helllire, Summon Flame Atronach, and Fifth Barrier. 


Lalatia Varian’s Quests 

In which pretty much all the procedural rules established in the 
previous three quest series are trampled undcrf<K)t. 

Admission to the five “Oracle Quests” is limited to characters that 
have reached Rank 3 (Acolyte) in the Cult and w'ho not only agree 
to the terms of a disclaimer, but sw'ear a special oath to serve V^arian. 


Also, Varian somciimcs doesn’t tell you 
exactly what she wants. She doesn’t 
always know herself. Rather, she relates a 
vision or prophecy and you’re expected 
to draw^ out its buried meaning and then 
go do the quest. 

You’ll have to complete each quest in 
sequence to get the next one. You can’t 
back out. 

And these quests arc hard. No ingredient 
deliveries ■w'hatsoevcr. 



LALATIA Varian 


Ring in Darkness 

Varian has had a vision. She has seen the legendary Ring of the Wind. 

Docs she say where it is? She does not. That is not the w'ay of 
visions. Rather, she says she has seen the w'inc! upon a dark clfs 
hand, the fire gleam on a Dwarfs face, and darkness upon a ring of 
water and heard “no name whispered in the mouth of stone.” 

When the Oracle talked in riddles in the Silver Staff quest, Kaye 
translated it into English for you. Now you have to go find a 
translator yourself. Varian asks you to consult with a Dark Elf 
savant and a Dark FTf scout. 
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I |Tbc quest sinlcrprcuvc portion can actually be quite short and sweet. A 

I I Iw people can help you with this, but Lbalam Drcdil» who can be found 
onCssdcEbonhearts second floor, is a Dark Elf savanL He translates “no 
Mmc"as‘'Nammu”-a cavern west-northwest of the Daedric ruin 
Yaewrramus that has a great, water-ringed stoixr spire at its heart* 

So we know where weVe going, but not how to get there. Who s 
heard of Yansirramus.? Hands.^ Anyone? 

I Your best bet is to boat it to Tel Aruhn and make your way straight 
ircst across the north lip of Zafirbd Bay. Swim or Levitate and use 
'ibetowns tallest tower as your on-shore reference point. Two 

Is west, you’ll pass Yansirramus to the south. When you hit the 
id, jog north a short distance and you'll see a little lagoon 
with stone pads leading to a door. This is Nam mu. 

h starts out as a standard smuggler’s cave, with two long prongs. 

The right-hand one is ordinary. Galmis Dren, w*ho has the ring, is 
doisTi the left one - high on a catwalk on the great stone pillar. Kill 
this baliicmagc and take the ring. Note his Dwemer helm (which 
tipbins why the Oracle said she saw a dwarP s face,). 

But don’t manhandle the other person up here. SjKak to Jon 
iHawkerto learn this Redguard trader was Dren s prisoner, and give 
him the Divine Intervention scroll you received from X'arian sr> he 
Ian make his escape. 

Read carefully w'hat he tells you (something seems un.s|>oken, yes.^) 
atid look at the presents he (eaves with you. They arc spectacular. 

The magical glove Zenithars Warning casts Demoralize Creature, 
Pemotalizc Human, Silence, an<l Blind, and its companion, 

Zenithar’s Wiles, casts Charm. 

"It is strange — such valuable gifts,” reads your journal entry. “How 
did ht hide them from Galmis Dren?” 

You’ve just had first-hand experience with Zeoithar’s wdjes. Hawker 
iin’t Hawker, but an earthly manifestation of the god. 

Take anything you can carry aw^ay Irom here - many potions and 
scrolls can be found at the right end of the catw'alk - and return the 
ring to Varian to discover you can keep it for yourself. (It boosts 
four Agility by 50 points) 

Ajid be sure to mention to her the story about Hawker for an extra 
Reputation point, for a total of two on this mission alone. 


The Boots of the Apostle 


Boots of 
THE APOS1T.E 


This lime, Varian offers up a prophecy 
on the location of a nother legendary 
treasurer The Boots of the Apostle. 

Though you’re asked again to consult 
with a Dark Elf savant or scout on its 
meaning, and Uaalam Dredil can help 
you again, you shouldn’t need much help. 
After all, the Berandas the Oracle 
mentions can only be the stronghold on 
the coast near Gnisis. “Wings of rw^ilight” 
can only refer to powerful Daedra that 
must guard the item. And “dust sleeps in 
the shoes that Talos wore” can refer only 
to the item not being in use (i.c. buried in 
a ebest or found on a body). 


(Before he became Tamrief s emperor, Tiber Septim was known as 
Talos Stormcrown.) 

Nevertheless, Berandas is not exactly easy to find from Gnisis, It’s 
located southeast of the town across the Ouada Samsi, and no 
bridges arc nearby. The best route is to jump in the water at the silt 
stridcr port and make your way south along the east bank. You’ll 
eventually pass under a stone arch^ and right after it is a shallow 
slo|Kr where you can climb out. Head east to a path, then south, and 
Berandas will rise up to meet you. 

Like most strongholds, Berandas is a dark and forbidding place, but 
it seems to have fallen into disrepair - there is much evidence of 
collapse - and the two upper levels are largely empty. You w'on’t run 
into serious opposition from the D.iedra guardians until you reach 
the underground section. Here, you’ll have to fight a Dretnora and 
then a pair of Winged Twilights to reach the body of the dead hero 
w’ho has the boots. 

Don’t be in a huge hurry to run back to Varian. Berandas’s 
underground level appear.^ simple, but a little levitating reveals a 
couple of hiding places, (Think you don’t have a Levitate spell? Ah, 
but you do: that’s the Boots’ special enchantment, unless you’re a 
Khajiit or Argon ian, since you can’t w'ear boots.) 

One is high up in the final chamber, w'here you'll stumble upon a 
captive healer. Speak to Ama Nin and give her the Divine 
Intervention scroll she requests. She’ll leave you with two cnchantc<J 
items of clothing (Mara’s Skin and Blouse). We’re unsure how many 
male characters will wear this cute satiny outfit, but everyone can 
use the extra reputation point you’ll get for helping the lady. 

Nin, of course, is .another earthly manifestation of a member of the 
Cull’s pantheon - this time Mara - and she's not the last you can meet. 

But the last i$ even better hidden. 

Get back to V''arian to learn the Boots are yours to keep. 


Ice Blade 

It’s nice to finally get an Oracle quest you don’t have to translate first. 

This one’s pretry cut-and -dried: raid the Dunmer 
strongold of Rotheran in southern Shc<)gorad, rescue 
Adusamst Assurnarairan, and, if possible, get the lee 
Blade of the Monarch she’d gone there to recover. 

Take a ship to Dagon Pel and head west and then 
south out of tow n. Follow this road for a good ways, 
with the mountains on your left, and then turn cast at 
first opportunity. When you see the giant Dwemer 
ruin of Mzulcft ahead of you to the left, follow the 
path to the south, Rothcrans dead ahead. 

Its another unconventional stronghold. (There arc at 
least a couple of these in the game.) This one has a 
communal hut on the roof and a full-scale arena inside 
- to say nothing of a throng of Dunmer, who all act as 
though they want to cat your heart like an apple. 


CA 


Don’t give them the satisfaction. Kill ’em all — 
including sorcerer Llaren Tcrano, who’s down in the 
far right corner of the corridor, and the baddies in the 
arena proper. (Don’t hurt the two slaves here.) 


ICE 

Blade 
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From Tcranos Ixwiy, take the Ice Blade, .\ssurnarairan’s ring and 
robe, and the key to the sbvc cells. 

Free all the slaves in the cells off the Arena. You’ll llnd Assurnarairan 
in with the Khajilts. She seems kind of messed up - she says 
somcdiing about Tcrano poisoning her mind with spells - and takes 
her ring from you and uses ii to w^arp out w'ith barely a “thanks.” 

Reptiri back to V^arian tor your reward. You'll get one Reputation 
point tor the rescue and another for bringing the sw'ord back. And 
you'll keep the kc Blade. (This enchanted claymore has an evil 
reputation tor choosing its own master — rather like a certain ring 
- but that's just the stuff of legend. U’ll w^ork tmc.) You'll even get 
back Assurnara Iran's ring. 

Urjorad’s Revenge 

Long story sJiort: Healer Urjorad went off to the Daedric shrine at 
Ashalmimilkala to avenge his master's death at the hands of 
Carecaimo, the shrine’s High Elf priest, Among other things, he took 
with him a pow erful artifact called the Scroll of Fiercely Roasting. 

It’s not explicitly stated when the quest starts, but you can read 
between the lines that the only thing believed to have been fiercely 
roasted at the shrine was Urjorad himself. 

You’re bound for Ashalmimilkala — on a coastal island west of the 
stronghold Hlomaren — to recover the scroll. That is all you have to do. 

But if you' re up to it, for extra credit, you can try to kill Carcccalmo 
ajid his bodyguard, a powerful knight named Meryarnn. It’s even 
cool il you use the Scroll to roast them. 

That may prove to be difficult. This is an altogether tricky mission. 

Getting into the shrine is tough enough. The structures that 
comprise the rum are deiLsely packed; the water around them can 
make movement aw'kw'ard.. 

It doesn't gel any easier when you're inside. First you’ve got to deal 
with the bodyguard, a ferocious spell-casting fighter who is sited 
close to the entrance. 

Then you realize that the shrine - tiny at first glance - isn’t small at 
all. Additional tunnels, some of them flcMnlcd, lead in an irregular 
ring to the late Urjorad and to Carccalmo himself. And w'hilc 
Carccalmo may be ancient, as V'anan says, he is hardly feeble. 

Finally, you'll need to Levitate to reach the Scroll of Fiercely 
Roasting - on a stone near Urjorad s bo6y. 

In short, you can boh and weave your w'ay to the Scroll and gel out, 
but even that is going to be a challenge. 

Now, if you're dividing your time bctw-ccn the cull and the Morag 
Tong, it's conceivable yoirve already exterminated Carccalmo in one 
of the Tong's “Special Duties” quests. 

If so, you’ve made your life that much easier, and you're liaJfw ay to the 
bonus reward for this quest; + 1 Reputation, -►5 Faction Reputation 
and +5 Disposition, plus the enchanted Gauntlets of Glory. 

For getting this far, you deserve them. 



SKULL CRUSHRR 


SkuU-Crusher 

Once again, Varian has had a vision. 

It concerns a lost artifact called Skull ^rusher - a }XHcnt but 
infinitely light warhammer. The w-cafxm was stolen in the First 
But legend has it that Skull-Crusher can Ixriray thieves and return 
to its makers. If true, the great hummer still waits somewhere to be 
reclaimed and its curse lifted sti that you may carry it. \'ariansays 
you are destined to do so. 

But where is it? She does not know. It was created at an unknown 
site on Vvardenfcll by a master vvcajxinsmith and an enchanter. In 
her vision, X'arian saw this site: a Daedric ruin with a forge of moltr^ 
stone. The ruin has lx.x*n sealed by fallen rocks. But the forge can sdlj 
be reached through the Halls of the Dead. 

Or muylx* you’d rather go pick some corkbulb. 

V^arian says a Dark Elf scout and savant might offer some insight. 
The "sealed Daedric ruin” topic leads sc<iui Nalasa Sarothren (atihe 
KIven Nations cornerclub m V'lvec) to suggest Anudnabia, a ruin 
near Sadrith Mora. And our Dimmer savant, Lbalam Dredil, back^ 
at Castle Ebonheart, equates the “Halls of the Dead” with any 
Dunmer ancestral tomb. 

Fut two and two together: To find the Halls of the Dead, you nccdj 
to find a Dimmer tomb near Anudnahia. 

But w'here’s Anudnahia.^ 

Travel by ship to Sadriih Mora. You won't get any clues in town 
about the direction of the sealed shrine, but even a little cxploraiw^ 
will turn up a Daedric ruin with a blocked door just over the ridgej 
to the east of town. This is now'hcrc marked as Anudnabia, but it 
can’t very well be anything else. 

The ancestral tomb must be 
nearby. If you look carefully, you 
may even be able to see the cow l 
around the tomb door from the 
ruin. The entrance to the Omaren 
Ancestral Tomb can be found just 
northeast on an island. 

From here on, everything’s pretty 
deliberate. Enter the tomb, find 
your w^ay through a hole in the 
crypt w'all, and levitate across the 
chamber beyond the w^aterfall to 
reach the entrance below to the 
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^gotten Vaults uf Anudruihia. Defeat the Storm Atronach and get 
ihc key from the chest. It opens the door as well as the chest on the 
odicrsklc. Both the dwr and the chest inside arc trap|>c<l, so be 
Ijrcparcd. Once youVe through the doc>r, use Levitate to reach Skull- 
Crusher in a chest suspended over the forge. 


Whenpu return to Varbn, you'll learn the weapon is yours to keep, 
i She finds no curse. Perhaps there never was a curse. Or perhiips it 
his been sacrificed to the greater gf.M>d. In any case, your Reputation 
|, goes up by two points. And you get a nice ring. If your Blunt 
^Weapon .skill is greater than or ctjual to 40, you get Foc*Quern, with 
a 45 Fortify Blunt Wcapm skill enchantment. If your Blunt Weapon 
skill is less than 4(1, you get Foe-Grinder, with a 4-20 Fortify Blunt 
Weapon skill enchantment. 


|ucnrly, to get the maximum skill bump, you'll want to monitor 
dosclyyour Blunt Weapon skill in earlier quests. When it gets to V), 
iwiich to a non-Blunt weapon. That way, you'll get the nicer ring.) 


And that i$ that. You're done w ith the Oracle quests, and can tic up 
my loose ends you have outstanding w^ith other cult qucst-givers. 
Varian tells you that, if you're needed again, she'll sentl for you. 


But don't hold your breath. She won’t vlo this within the game. Not 
within this game, anyway. 


I W\ilf at the Door 


We’re not quite done. 


I Once you obtain Wraiihguard from Lord \"ivcc as part of the Main 
Quest, an aged Imperial w^arrior named Wulf will appear in 
teOboftlgate's Tower oi i>usk. (Note: Wulf will not appear if you 
I obtam Wraiihguard by one of the back-channel methods.) 


I |jWulfw.iN not in the game previously, and no one w ill mention him to you. 


iSptjk to him. He'll ask you to carry an old coin to Red Mountain as 
! afevof. Accept the coin. When you leave the tower, the old man 
Jdmppears from the game as suddenly as he ap|x*afcd. 


You may just pass over this as a 
meaningless encounter- It has 
none of the usual hallmarks of a 
magical event. 


The coin itself isn’t a magical 
artifact, but when you accept it, 
you iuimcdiaiely acquire a new 
permanent power: Luck of the 
Emfx-ror, which fortifies your 
Luck by 20 for 120 seconds- 


Wulj isn’t really Wulf, but a mani- 
festadon of the god Tiber Sepiirn - 
and the god-emperor has just blessed 
your journey to Red Mountain. 


WULF 


All this doesn't require membership 
m the Imperial Cult. But cult 
nsembers experienced m meeting 
members of the Imperial pandtcun on 
the earthly plain may be best equipped 


to recognize u for what it is. 


.And even if you don't, Varian will. If you do Ixhmg to the cult, you 
can talk to the Oracle abemt the incident afterward using the topic 
'‘Wuir-” She'll give you an explanation, your Reputation will jump 
by tvv{; points and the story wall enter the realm of Morrowind 
rumor and legend. You can have it repeated back to you by simply 
asking anyone for “the latest rumors,” 
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RiBUNAL Temple 

The Tribunal Temple is the j[i<iuvc religion. The Faithful worship 
three God- Kings, Almalcxia, Sotha Sil, and V^ivee, w^ho are known 
together as the Tribunal. Most people usually just call it 'The 
Temple.' They accept outlandcrs as members, but few ouilandcrs 
)oin except for the services. 

The Tribunal Temple likes folks with unyielding personalities who 
can serve as forceful advocates for its holy cause. You need a 
Willpower and Personality of 30 to sign up. 

If you meet that spec, getting into this Dunmer church - a 
competitor to the Imperial Cult - is as simple as talking to Fddrclo 
Sadri at the Balmora Temple or any of the five quest -givers: Endryn 
Llcthan and Tholcr Saryoni (in adjacent offices in the High Fane in 
V'ivcc), Tuls Valcn at the Ald'ruhn Temple, Tharcr Rothcloih at the 
Molag Mar Temple, and Uvoo Llaren at the Ghostgate Temple. 

In conversation, just select **join the Temple*" and choose between 
joining or a short overview of what the Temples about (“Faith, 
Family, Masters, and all that is good”). 

Advancing in rank from layman up to Patriarch is similar to 
advancement within other factions. Your Willpower, Personality, 
and reputation within the Temple will each need to progress 
steadily and this progression w'ill start to accelerate when you reach 
Rank 4 (Adept). 

It doc$n"t matter which of the quest-givers you contact first. All of 
them, plus Sadri, will require you to first submit to "‘The 
Pilgrimages of the Seven Graces.” 



The Pilgrimages of the Seven Graces 

Think of it as a rite of initiation. You must visit and activate seven 
shrines -all but one in the western half of Vvardenfell. None of 
these quests are hard - though some can be a bit nerve-wracking- 
and youll be led through this process by the hand. 

In conversation with your contact, select “Seven Graces” and youll 
receive a book called “The Pilgrim*s Path.” Equip it to read it. Its a 
19-page guidebook (a portable quest-giver, as it were) that lays out 
each shrine’s significance, location and what must be done to 
complete each pilgrimage. Reading the book will add the shrine 
Uxrations to your map. 

Each shrine can be activated only by a s|^cial “token.” This token 
can take the form of an item (which must be in the player s 
inventory) or an action. 

If you succeed, the shrine w'lU respond anti you1l often receive either a 
half-day or full day blessing. 


The Fields of Kummu Shrine 

In fields northwest of Suran, Lord Vivee is said 
to have worked as a beast of burden to help 
harvest the crop of a muck farmer whose guar 
had died. Pilgrims still travel there to pray for 
the humility that Vivee show^ed that day. 

Hope you have nice weather, for this trip 
takes you through some of the prettiest 
countryside in Morrowind. The shrine lies on 
the south side of the road that runs betw'ccn 



THE FIELDS O 

Kummu Shrcs 


Faction Reaction 





Hated Enemy 
Clan Berne 
Clan Aundac 
Clan Quarra 

Enemy 
Mages Guild 
Imperial Cult 

HOSTILE 

Blades 

House Tclvanni 
Ashlandcrs 
Thieves Guild 
Imperial Legion 
Fighters Guild 

FRIENDLY 
House Hlaalu 

ALLY 

House Redoran 

Beloved ally 


Advancement 


Rank 

Personality 

Inteliigcnce 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Layman 

30 

30 

0 

0 

Novice 

30 

30 

lO 

0 

Initiate 

30 

30 

20 

0 

Acolyte 

30 

30 

30 

5 

Adepc 

30 

30 

40 

10 

Curate 

3l 

3l 

50 

15 

Duciple 

32 

32 

60 

20 

Diviner 

33 

33 

70 

25 

Master 

34 

34 

80 

30 

Patriarch 

35 

35 

90 

35 


Favored Skills 

Unannored 

Alchemy 

Restoration 

Mysticism 

Conjuration 

Blunt Weapon 
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the north shore of Lake Amaya arid the mountains. (If you reach the 
Mth that leads north to the Sarano Ancestral Tomb and south to 
Alofsdock. youVe gone too far cast.) 

You’ll Deed a unit of rauck in your inventory to activate the shrine. 
|Afly muck will do. You can buy it at Ibarnadad Assirnarari: 

cary in Suran. And, if you don’t mind dealing with a few 
hterfish and muderabs, you can find it in quantity on an island 
I |u$t southwest of the shrine. 

In return, you’ll receive a day-long Feather spell as your blessing. 


To Stop the Moon: The Shrine of Daring 

The first of the three V’ivcc shrines is on the southwest corner of the 
upper levd of the Temple canton. 

This shrine marks the spot where Lord Vivee stoppctl a rogue moon 
which now serves as the Temple’s Ministry of Truth — from 
[mshing into his new dty. The token: a jxition of Rising Force 
MLevitatc) m your inventory. If you don’t have one, you can buy it 
fiom any number of alchemists and enchanters in the city. (Home- 
brewed paions aren’t accepted. Shrines in Morrowind, and some 
people, arc kind of snobby that W’ay.) 

I And the blessing? A half-day Levitation spell. Try not to be too high 
( ^ in the air when the spell vanishes. 


ji The Palace: Shrine of Generosity 

■j Two shrines dedicated to the memory of those w^ho died in the last 
; great war against Dagoih Ur arc fcxind atop the stairs to the Palace 
I of Vivee - ihc souiherninosi of Vivee *s cantons. 

jl' 

' You simply have to donate 100 gold at one of them. You have that, 

I don’t you 

You’ll get aday-long blessing that adds 10 points to your Mercantile 
skill. So if there's something you’ve been meaning to buy for that 
special someone (meaning yoursclO. now’s the time. 


The Shrine of Courtesy 


The Puzzle Canal: 

The Shrine of Courtesy 

The Puzzle Canal is a fairly 
simple puzzle room in which 
you’ll have to satisfy two shrines. 

You may think you’ve made it 
into the Puzzle Canal w'hcn you 
haven’t. It’s reached through the 
palace’s extensive sewer system. 
But the outflow' grates on levels 1, 
2, 4, and 5 of Vivee ’s pyramid- 
like palace simply take you into 
sewers very like the ones under 
other Vivee cantons. 


However, in the Level 3 scvv'cr, another grate can be found in the 
connecting corridor - the crossbar in the *‘H” layout of the sewer - 
and this takes you into the actual puzzle. 


Climb the stairs in front of you when you resurface here and try to 
activate the shrine in front of you. You’ll get a message: ’’Breath the 
Water of his Glory.” 

Or, in plain English, go drown yourself. 

Seriously. Descend a nearby set of stairs into the w-atcr and let your 
breath run out and your hc.Tlth start to drop. Just before you die, 
surface to save yourself, climb the stairs and lcK>k back toward where 
you entered. 

A bridge now exists w'here none existed before. 

The Temple doesn’t ask much of you, does it^ 

Naturally, if you can Levitate or if you've recently done the 
Pilgrimage to Stop the Moon, you don’t need to try to kill yourself 
over this puzzle. You can just float across the gap. 

However you get across the gap, climb the stairs beyond and try to 
activate the shrine before you. You'll learn ihat, on thi.s spot, Vivee 
gave a silver longsword to Daedra Lord Mchrunes Dagon, rather than 
fighi an unarmed oj'iponcni. You’re expected to reenact that scene 
with Krazzt, the peaceful Dremora who stands beside the shrine. 

N*»w. we’ll iust bet that you’re fresh out of silver longswordSu 

It’s OK. See the chest on the left? It contains a silver longsword, and 
it's recyclable. Take it, speak to Krazzt and allow him to take the 
.sword from you. Activate the shrine again to complete the 
pilgrimage and receive a double blessing of day-long VVater 
Breathing and Swift Swim spells. 

Now just find your way out the way you came in. 


The Mask of Vivee: Shrine of Justice 

Next, we’re headed north to the Onisis area to visit shrines in that 
town’s Dunmer Temple and at the Koal Cave just to the south. 

Take the silt stridcr to Gnisis. The temple is the low, domed 
building on your right as you head west through town. The Mask is 
on an altar on the upper level, and the shrine itself is up a short 
ramp in the center of the room. 

Don’t touch the Mask. Ii is regarded a holy relic ^ said to have 
formed over Vivec’s face when be and his followers took refuge in 
Gnisis from renewed storms of ash and blight from Red Mountain. 
If you lake it, the nearby Ordimtor guard will see you, you'll be 
expelled from the Temple, and charged widi a crime. 

The Temple’s got a lot of little rules. If you break them, you'll get 
the boot but can atone and be readmitted... once. 

Do it again, and you’re kicked out of heaven for good. 

You’ll need a Cure Disease potion in your inventory to activate the 
.shrine, and any kind of ptJiion (save for those crummy homemade 
ones) will do. If you don’t have one handy, you can buy a Cure 
Common Disease potion from Zanmulk Sammalamus in the second 
room on the left as you enter the Temple. 

W'hile you’re there, buy some Dreugh wax, too. You’ll need it at the 
next shrine. . 
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When you activate the Gnisis shrine, ii casts Cure Blight, Cure 
Common Disease, and Cure Poison on you. 

Don’t leave just yet. This particular shrine is more ihart u 
appears. Once you have activated the shrine, try to activ,arc the 
middle of its five segments. It will slide down to reveal the true 
Mask of V’ivec. (Apparently, the Temple keeps only the replica 
on display.) 

You can activate this mask with the same results as the shrine - and 
an additional beitcfit. You’ll learn the spell Vivee s Touch - a low- 
cost spell that cures blight and disease in others (and not in you)... 
and always succeeds. This is useful for later Temple quests where 
you have to cure someone. 


But a player just starting out may find 
whole the experience pretty intimidat- 
ing. It's like getting ,a little preview of 
the endgame. 

Start your trip in Balmora, where you 
should pick up any supplies you need - 
healing, anti-fatigue, and invisibility 
potions. Divine Intervention scrolls, and 
Mark and Recall spells may all he useful - 
and, most particularly, a soulgem to 
activate the shrine Any size soulgem is 
OK, and it doesn’t matter if it already has 
a soul in it or not. Gaibcdir at the Mages 
Guild in Balmora has a bunch for sale. 



The Shrine 

OF PRIDE 


Koal Cave: The Shrine of Valor 

When you're done in the Gmsis Temple^ return to the silt strider 
port, jump in the river, and head south along the river’s left hank. 
Y'ou’ll soon pass under a stone arch and, beyond, find a spot where 
you can climb out easily. Head east over a rise and continue under 
an arch until you reach a path leading southeast. 

This path will eventually straighten out 
and head straight ca.si. Continue to follow 
it across an intersection marked with 
small stones and blue flowers, and as soon 
as you pass the next hill, turn right. You 
should sec ahead of you one of those rope 
guardrails that are set up along roads to 
prevent travelers from blundering off 
cliffs at night Follow' it down to the 
water's edge and on the right, under 
another stone arch, vou ll see the dtxjr to 
the Koal Cave. 

The SHRP^E Xhe shrine i$ just inside the door. Activate 

OF Valor jt and you'll get a full-day blessing that 

fortifies all ofyour armor .skills. 

You forgot the wax? Well, you can get the wax in this cave, but yoifli 
need to kill a Dreugh here to gert it, and they're tougli. 


Leave town by the south gate and head east to the Foyada Mamaca. 
This volcanic trench is a freeway pointed straight at Ghostgaic-thcl 
monastery that guards the only ready access to Red Mountain’s 
crater, just follow it north and northeast. The pth should be 
obvious - though the trench widens around the Dacdric ruin 
Assanatam.it, w'here you may have to dodge some combats. Just 
keep up your speed and your health, and you should be fine. 

Once y<iu reach Ghostgaie, use the switches to open the gates and 
head on in to Red Mountain. Go straight up the mountain north 
toward the crater. Y'ou'U soon see a path off to the right. At the end 
of this spur, you'll find the shrine between two dead trees. Activate 
it with the soulgem for a day-long blessing of Fortify Magicka and 
Shield. You’ll find that an c.specially useful blessing later in the 
game, when you’re inside the Ghostfcnce on a regular basis. It’s a 
good idea to lay in a supply of cheap soulgems and slop at the shrine! 
on each of these journeys. 

Get back to any quest-giver or Sadri - it doesn't matter w'ho made 
the initial contact — and you're done. 

Once you’ve completed the “Seven Gr.iccs," many of the remaining 
Temple quests are open to you. You can get assignments from 
Endryn Llcthan at the High Fane in \'ivcc, Tuls Valen at the 
Ald'ruhn Temple, Tharer Rothcloth at the Molag Mar Temple, or 
Uvoo Llaren in the Ghostgate Temple. (Sadri can bring you into the 
Temple, but offers no quests of her ow n.) 


A 


Moreover, Koal is a big place and you w'ill have to swim through a 
lot of dark and sometimes confusing tuitncls to rooms that don’t 
alw'ays have nice air bubbles at the top (hence, it s not a had idea to 
take care of this shrine right after the Puzzle Canal and its w'aicr 
breathing and sw'ift sw'im blessings). 

N,irurally, there is also a pay-off: You can loot the btxjies of a pilgrim 
and an adventurer who ventured into the cave’s interior and died in 
the attempt — and the latter has great armor. 

If you explore the cave and kill the Dreugh Warlonl before you 
activate the shrine, you'll also get an enchanted dreugh cuirass. This 
will only w'ork once, how'cvcr, and only if you haven't activated the 
shrine yci. 


The Ghostfcnce: The Shrine of Pride 

The last shrine lies in enemy territory - inside the Ghostfencc. To be 
sure, it’s not far inside, and even without the spoon-fed directions 
from “The Pilgrim’s P.'^^h,'’ it s easy to find. 


Endryn Llethan’s Quests 

Disease Carrier 


You’ll find Llcthan in his office at the northern end of Vivec's Higji 
Fane. Facing the tunnel, it's the door on the left. 


Llcthan seems preoccupied. Always 
pacing about and tending tow'ard just- 
ihc-facts briefings, it’s like he’s got 
something else on his mind. (Maybe it’s 
just having the boss. Archcanon Tholcr 
Saryoni, in the office right nc.xi door!) 

But he does have work for you. It’s not a 
happy job. Your first assignment is to 
make a sick w'oman get out of town. 

Tanusea V'cloth, a V^vec holy w'oman, has 
tht^ "Divine Disease." That’s the Temple’s 



ENDRYN LLETHAH 




r 
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^juccnamc forCorpms. It has not killed or disfigured her, but she 
an pass the sickness on to others. Yoif re to persuade her to move to 
Tayih Fyr s Corprusarium in Zaftrbel Bay. 

han knows only that Vdoth is in the Arena canton. Talk to 
Ic there, and you’ll learn she s in the Arena pit. (She’s the 
an oil by herself toward the east end of the stands.) 

You an take up leaving V'ivec as a personal favor or as a practical 
r, but she s having none ot it. Veloth seems to he in denial. 

Kow.don^l go killing her. S*x)ner or later, you will have tlrsi-hand 
npcricncc with 0>rprus if you follow the Main Quest, and the 
womans situation should stir your compassion. 

In fact, three approaches w'lll work here. You can persuade and 
bribe Veloth to gel her Disposition up to 80 and she’ll agree to 
<ahcm> go live in a dungeon. Proud of yourself? 

If you don't have the conversational skills to bring that about, 
fooember Llcihan’s suggestion that a demonstration of your 
detotion might sway her thinking. You can dig up a copy of 
^Saiy'oni's Sermons” - a book Veloth mentions in conversation. If 
you have ir in your inventory when you talk to her, you’ll quote 
from the book and impress this deeply religious woman with your 
piousness enough that she lakes you seriously. 

(lisa common bcK)k, and you’ll find it all over the game- However, 
you can find a copy easily at (obashas Rare Books in V’ivec’s 
Foreign Quarter.) 

Or, as a last resort, yes, you can kill her. V'oifll complete the quest, 
but you’ll get no real rcv\\ud when you return to Lleihan. It you 
fbibw'onc of the talking paths, he'll give you a Potion of Cure 
Bfight Disease - just to be on the safe side. (But not to w'orry. Y'ou 
can't gel Corpnjs from Veloth.) 

Sotethat if you talk Veloth into quitting V’ivcc, she doesn’t 
disappear immediately — she’s an old lady and moves a bit more 
ilow'ly than you - but should move to Tel Fyr the next lime you 
leave Vivcc. You can visit her there and have a little chat. 

Apparently, she's trying to convert Fyr himself to the Temple! 


You'll have to make the most of the trip over land and all of it under 
your own powder. To cross the straits to Shcogorad, you’ll have to 
Levitate, watcr-w'alk, or swim. And you’ll have to stay aw'ay from 
people who might inadvertently pipe up with a disastrous comment 
(and, hence, civilised areas in general). 

Make sure you’ve got everything you need before you give LIcthan 
the go-ahead. Then take the vow and zip it. Zip it giKid, Activate 
the shrine to receive its twin day-long blessings of Fortify Endurance 
and Fortify Willpcmer. 

Then, released from your vow\ travel to Dagon Fel, where you can 
grab a ship home and talk jxrople s cars off. 

However, there'? a much faster way to do this. Initially, don’t take the 
vow of silence. Assuming yoo don't yet have the spells, buy one 
Mark, one Recall, and tsvo Divine Intervention scrolls. Take a boat to 
Dagon Fd, make your way west to the shrine and cast the Mark spell 
at this location. Use a Divine Intervention spell to zap to the nearest 
Imperial Cult shrine (at Buckmoth Fort outside AldVuhn) and then 
zap to V'ivec via the guild guide teleport service at the Mages Guild. 

Now\ talk to LIcthan and take the vow of silence. Cast the Recall 
spell and you'll zap directly to the .spot where you cast Mark at the 
shnne. Activate the shrine, use your second Divine Intervention spell 
to zap out to the Imperial Cult shrine again and return to V'ivec. 

II the first solution holds t<x> much frustration, amj the second seems 
loo much like cheating, hercs a third: Talk to someone (LIcthan, 
even) on purp>ose and blow' the quest. Llethan w'on’t hold it against 
you. Of course, you w'on't get any of the bumps in Reputation or 
Disposition that ytiu’d earn by completing the quest, or the four 
skillbooks Endryn gives you, but at least you’ll be able to move to 
the next one. Thai’s a small good thing. 


The Shoes of St. Rilms 

In a dream, a priest saw' this missing 
Temple relic in the depths of the 
Daedne ruin Aid Sotha. If you’ve 
reached the rank of Curate, Ucihan 
w'ill ask you to bring it back. 


Silence 


I Didn’t you just get l>ack from a pilgrimage? In fact, didn’t you just 
grtback from seven pilgrimages.^ Now Llethan is sending you on 
. one to the Sanctus Shrine west of Dagon Fel. 


[Could it be any farther away.^ And wan until you hear what you 
bve to do along the w'ay: Y'ou have to keep your mouth shut. 
lUrthan swears you to silence. 



Sanctus shrine 


If you give your destination to a ship’s 
pilot or ask to barter writh a shopkeeper, 
you’ve broken your vow . If you ask a 
scout for directions, you’ve broken your 
vow. Even if someone else talks to you 
unbidden — as occurs w^hen the person 
you’re escorting reaches their destination 
— you’ve broken your vow*. 

The one exception to the no-talking rule: 
Dealing witii the guards it you’re charged 
with a crime. 


Aid Sotha is a relative rarity among DaecJric shrines - located in 
the southern reaches of V’vardenfcll and close to Vivcc. (It’s on the 
mainland just to the northeast.) 

The potions you’ll get from Llethan are four Restore Health, two 
Invisibility, and one Hcroisni. The Invisibility potion? will help if 
youVe not quite ready to lake on the opponents here. 

The opponents arc heavy duty — Llandrale Varam, in ihe shrine 
profx:r, is a Level 25 mage - but they’re not thick on the ground and 
you should be able to penetrate to the shrine quickly, fust keep 
moving and don’t allow yoursell to be drawn into unnecessary 
combats in the flanking chambers. 

The !»hcx-s arc in a locked (level 50) wooden chest at the rear of the 
altar in the shrine. Its the one on the altar proper - not one of the 
tw'o on floor level. 

If you do take on Varam, note that the various '’Sanguine” items in 
her inventory w-il! be needed to complete an over-arching quest for 
the Morag Tonj», so don’t lose track of them if you have any plans to 
join the assassins guild. 
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And note^ too, thftt fighting ijn’i your best move: Since youMI need 
to more or less dear otu Aid Sotha in a late Mnrag Tong quest, there 
is littie purpose in trying to do so novv' if you have a lower-level 
character. Do what needs to be done, and make a run for it. 


Kill Bjadmund 

Finally, Llethan asks you to kill the leader of a cult that meets under 
Vivec s St. Ddyn Canton. He'll give you some respectable combat 
scrolls " He! I fire. Elemental Burst: Fire, and The Fifth Barrier - 
and send you off to a shrine called Ihinipalit. 

The shrine has to be in the canton s Underworks (sewers). As usuaf 
the sewer entrance is through the trapdoor in the Canal works level, 
and the sewage outflow vents. Ihinitpalit is just down the hall. 

You’!! be attacked by everyone here and all the things they summon 
as soon as you open the door. But you don't have to kill everyone, 
just Biadmund. Hes the bald fellow with the battleaxe^ 


The loot is fair - 
the woman. 


decent armor on the men and fancy clothes on 


Return to Llethan. He s been pretty stingy w ith the rewards so far, 
but this lime he'll give you an Ancestral Wisdom Staff 

But ask him for more duties, and he has none, He1! send you on to 
colleagues Vakn and Rothdoth tor more work. They have difficult 
tasks for you... but at least they let you talk. 


You’]] need to be careful on a few counts. First olT, this road is lousy 
with bandits and renegade Ash landers and they can be hardy and 
creative opponents. However, the rewards are too small to make 
casual combat worth your while, so don't engage. Just outrun them. 

Second, the path isn't obvious, J^aedric shrines don't show up on 
signposts - too many letters f - and at one turning, you may not be 
able to see the road. 

Once out of town, make your first left. A signpost marks this 
crossing, hut offers no sign for this particular rs?ad. Follow the road to 
a grove of twisted trees. In this grove, watch lor choke weed bushes. 
They turn up between the trees first on the right and then on the left. 
Right after the bushes on the left, leave the road and head southeast. 
You may not see the path immediaEdy, but it will appear on your 
map. Follow it through the low green hilb for a short stretch and 
Maelkashishi will appear in a depression on your lelt. 

Finally, be careful inside the shrine. The Ore is at the base of the 
Stairs. If you're just starting out, get in, do the cure and get out. 
Either the potion or a spell will do the trick, and though Vakn will 
be properly outraged, killing the Ore will also complete the mission. 

However, if your character i$ more advanced , and you can Levitate, 
definitely explore. This shrine has some good loot, and ifs full of 
surprises. (It's basically a Daedrk skyscraper.) Just don't break your 
neck il you leave via the Forgotten Galleries, It's looong way down. 

Get back to Valen tor a Restoration skilJbook GThe Four Suitors 
of Beni tab"). 


Tuls Valen’s quests 

Compassion 


Tuls valen 


Valen can be found right inside the door 
of the Ald'ruhn temple. He is every bit as 
quick to the point as his colleagues as he 
dispatches you to the shrine Maelkashishi 
on an errand of compassion. 

Vivec often show'ed mercy to his enemies, 
and you are now to show mercy to an 
enemy of the Temple - a Shcogorath 
worshipper named Bulfim gra-Shugar^: - 
by curing her blight disease. 


Vakn doubles up on the lessons, apparently wanting you to show^ 
frugality as wtH, He gives you a potion of Cure Blight Disease for 
the Ore, but comments that it is expensive and that he'd prefer you 
learned a spell like Rilm s Gift (which cures both common and blight 
disease) and returned the potion unused. The real lesson seems to be: 
Show compassion if ii dcxrsn’i cost you too muchf 

You can learn Riliifs Gift from Folvys Andalor upstairs. 

The Daedric shrines are stacked up like fast-food restaurants in this 
part of Vvardenfcll; Maelkashishi is the second one east of Aid 
Velothi. (Ashlamawia is die first.) 

But that towm’s not served by fast transport, and as you're probably 
supposed to cure the Ore this month, you're better off taking ship or 
silt strider to Khuul and heading south. 


The False Incarnate 

There s a guy named Elvll Vidron who's 
trying to cut in on your action. He's telling 
people that he's the Netevarjne and is 
predicting Many Bad Things. Your job: Do 
that Persuasion voodoo that you do so well, 
and show^ him the error of his ways. 

Your quickest route is silt strider to Bainiora 
and then Suran. You'll find Vidron outside 
near Desete's House of Earthly Delights. It 
turns out he's not a lunatic; he's just 
confused about the dreams hes been having. 


t 


ELVLL Vidron 


You and me both, brother. You can bring him around by getting his 
Disposition up to 65, or by showing off your fancy Moon-and-Star 
ring if you've received it already in the Main Quest. (If you've 
already been acknowledged by the Temple as the Nerevarine, 
VGkn's instructions will be slightly different.) 

Or you can, um, cut Vidron to ribbons. 

However, this fellow? doesn't really need to be murdered, just 
corrected , and you’ll get less reward if you go that way. (Talk sense 
into him, and you’ll get high-level Restore Health potions.) 


The Magic Rock 

Valen sort of phones it in this time. He doesn't even give you real instnic- 
hons for this pilgrimage - just to read the mscripdon on the shrine in 
Maar Gan, imitate Lord \1vec, and to talk to the priest if you need help. 
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I j pi^Wcqucntly, you go into this strnngc little quest more or less in 
|{ the dark. You won’t figure out what to do until you step off the 
i «ltttndier in M;»ar Gan a fortified village north of Ald'ruhn — 
Ind visit the large hut in the cast pan of tow n. 

nV shrine here isn’t the usuil three-sided pillar. Its a Ujulder. When 
pfehnincs Dagon held it threateningly over his bead, Vivee is said U> 
havrtaiiintcd the Daedra l^rd to make him thiow the rock at Vivee, 
rathfr than at V’ivec s people. 

OK, lets play Taunt the Daedra. You be V'ivcc and... OK, that 
Dremora over can be Dagon. Is that OK with you, Dremora? (The 
ikrinc actually has a Dremora sMiidiiig aiouml, looking like it could 
tolly use a cup of coffee.) 

Allpu'vcgouo do is use the "’Titunt” command to bug the 
jDronora (who is named Anhaedra) until it attacks you. 

1 Don’t worry; it doesn’t use the boulder. 


[ You don’t have to kill it. You don’t even have to fight it. Once the 
Daedra attacks, evade or block its blows and activate the shrine 
for its blessing (day-long Fortify Specchcrafi and Personality 
^11$). And you can talk to priest Tralas Rendas if the Dremora 
lomchow managed to get in a good whack or two and you need 
I . to heal up. 

iwcvcr. don’t launch a preemptive strike against the Dremora, as 
j j you II have to wait for it.s body to reform and then repeat the ritual. 

Valcn seems to have gotten his act together by the time you get back 
with the good news. He turns over a Block skill t»cK)k (“The Death 
Blow of Abernanit’*). Hope you're reading these. This one's an epic 
poem with no fewer than five footnoiesJ 


II Into Hassour 

I It’s conceivable you've already stumbled onto this high-end Sixth 
House base and completed this mission as part of the Main Quest, 

And if so, terrific. You’ll discover you’ve wrapped up your w^ork for 
IValen, who will turn over blight curing {K^tions and scrolls and kick 
you along to his colleagues. 

Jifnot, and you’ve reached the rank of Disciple, V’alen sends you off 
Unacommando raid against Hassour. Shut down this base, and 
I you'll stanch the How of Sleepers and Dicaincrs in the fialmora and 
IPdagiad areas. 

You’ll find the entrance In the west wall near the southwestern 
dpofthe Foyada Mamaea - the opposite end of the volcanic 
trench you used to reach Ghustgaic in the last of the “Seven 
j Graces” pilgrimages. 

Spooky place! Take the left-hand passage and turn left again at 
the first intersection to reach the shrine. (And be sure to strike 
(be bells you find down this second hall for a little laugh.) The 
Ash Slaves and Dreamers shouldn't prove much of an obstacle, 
but the shrine’s priest is a lesser Dagoth (Fovon) and a 
formidable opponent. 

1 1 The loot here is excellent, and the bth House Bell Hammer is 
, ibrmidable for an uncnchantcd weapon. 


Tharer rotheloth’s Quests 

Swamp Fever 

If one of Vivee 5 cantons somehow' floated aw'ay, it might have 
wound up like Molag Mur — bumping hesitantly against the harsh 
coast of the Molag Amur. 

The appearance and layout of this 
settlement — more stronghold than town, 
as its residents tell you — is almost identical 
to that of a Vivee canton: Waistworks, 

Canalworks, Undcrw'orks. But the sew'ers 
arc oddly extensive. And the top level, 
w'hcre must of the services are located, is 
oddly open to the air - air far less 
hospitable than X’ivec's. 


You'll find Rotheloth in the temple on this 
level. For your first quest, he'll send you to 
Tel ^h)ra to cure a Redguard named lactic 
of sw'amp fever. 


THARER ROTHELOTH 


L)on’t es'cn think about w'alking. Have you seen w'hat it's doing 
outside? Du you know how far that is.^ Take ships to Sadrith Mora 
and then Tel Mora. Chances arc LvCite will be one of first people you 
see after you get vfl the boat; she's wandering in a da 4 C across a 
narrow' channel from the village. Get over there and give her a 
potion ot Cure (>omoiQn Disease or cast a spell. Anything that cures 
her is OK. 

Crab (he next boat back to Sadrith Mora and Molag Mar. Rather 
amusingly, Rotheloth gives you the “clearly hcreiicaT Restoration 
skill book. “2920, Rain's Hand.” 


Riddles in the Dark 

Another pilgrimage. This time, if you’ve reached the rank of Curate, 
you’re to travel to Mount Kand to prove your bravery and w'isdom. 

The trip itself sh<iuldn't l?e a challenge — especially if you’ve already 
played the Imperial Cult C]uest Silver Staff, w'hich follows the same 
route. The road is marked and dear, even in bad weather, and the 
mounmin lies directly north of Molag Mar. 

But on that occasion, you were searching the slopes. This time you're 
going inside the caverns. 

Like other Temple pilgrimages, this one follow's the exploits of D)rd 
V'ivcc. Under Mount Kand, he answered riddles from three Daedra. 
Tlie flainc. Frost, and Storm atronachs arc still down there, repeating 
their riddles into eternity, and you’ll have to answer them correctly, in 
that order, and then activate the shrine beyond the Storm Atronach to 
receive Mvec's blessing (Fortify Endurance and Intelligence). 

If you get one wrong, it’ll start a 
fight. The atronachs apparently 
take their little riddles very 
seriously. You’ll either have to 
kill the atronach and then wait 
for it to respaw'n so you can get 
the riddle again, or run, leave 
the caverns entirely, and return 
for the atronach to reset (after 
72 hours). 
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But you shouldn’t have any problems. While the second and third 
riddles arc quite tricky, the answers are multiple choice and all can 
alt be found in the “The Yellow Book of Riddles.” This book turns 
up rantlomly, but should be available from a few booksellers — 
including Dorisa Darvcl in Babnora. That’s a quick trip from Molag 
Mar by silt strider. 

The riddles start easy. The Flame Atronach wants: 

A metal neither blad{ nor red 
As hheavy as man V golden greed 
What you do to ssstay ahead 
With fffriend or anow or sssteed 

The double-meaning of the answer is the giveaw'ay. It’s “lead.” 

The Frost Atronach s riddle is a variation on an old classic: 

“If you lie to me, / will slay you with my suvrd. If you 
tell me the truth, I will slay you with a spelL " 

If this seems bewildering, it’s probably because it lacks context. But 
just think it through from the perspective of someone w'ho wants to 
survive, and you’ll see that one answer (“spHrlJ”) kills you. the other 
(“sw'ord”) sets up a par.adox that saves you. (“Don't kill incl” is just 
an emotional response, and it doesn't work.) 

If you were to say “spell,” the Daedra could either say you were 
telling the truth and kill you. or lying, and kill you. 


Delvam Andarys 

How-ever many necromancers you may kill in Morrow'ind, another 
aKvays seems to pop up somew'hcrc else. So it is now' with necromancdl! 
Delvam Andarys at Mawia. RocJielotli asks you to eliminate Iviin. 

Maw'ia s quite close to Molag Mar, and you can walk it. Just cast of 
town, you'll find a north-south channel between tw'o islands. Folb#^ 
this channel south. YoiYll pass the Hlaalu Ancestral Tomb on the 
island to the w'cst. Follow' the beach on the eastern island around to 
its southern tip. To the south, you’ll see a dome on the next island to 
the south and a series of flat stones leading like lily pads to a door. 
This is Maw'ia, 


F.asy, right ? 

Actually, it is - right up until you face the 
necromancer himself under the dome. 
You’ll face the txld ghost and bonew^alker 
on the w'ay in, but the place is virtually 
empty. It’s like Andarys just moved in, 
and hasn’t had lime visit the discount 
stores in V'ivec to buy furniture. 

Take Andarys’ hltlc enchanted short 
bl.idc. Shimsil, and his Ring of 
Regeneration. And check out his library; it 
contains a lot of sly and noi-so-sly 
references to v.impircs. and thus neatly 
ftireshadow's your next quest. 



DELVAM ANDARW 


But it you say “sw'ord,” the Daedra can’t kill you with his sword, 
because that would mean you w'cre telling the truth - m which case 
he’d have to kill you wddi a s|5clL But he can’t kill you with a spell, 
either, because that means you were lying. 

Finally, the Storm Atronach offers this scenario: 


Galom Daeus 

Unless you have played some of the Mages (Juild quests, or 
stumbled omo one of their lairs, you probably haven’t had much to 
do with the vampires of Wardcnfcll. 


An atronach is dead. The Altmer says the Dunmer did 
it. The Dunmer says the Khajiit did it. The Khajiit 
says the Dunmer lies. The Ore swears he didn't do it. 
If only one of them is telling the truth, who hilled the 
atronach? 

The Ore. 


Yes, v.ampires. Sec the ’'Vampires” section of miscellaneous quests 
for details. You can become one. In fact, there is a chance that you Tt 
gou)g to bccotnc one. 

Part of the Temple's anti'Undcad policy is a campaign to remove 
vampires from Vvardcnfcll. In this difficult quest, Rolhcloth sendsj 
you to the vampire lair Gabim Daeus to kill Raxle Bernc^ the Icack^^ 
of one of the island’s three vampire blwdlines. 


He swears he didn't do it. But ii you accept that either the Altmer, 
the Dunmer, or the Khajiit is telling the truth, every’one else is lying. 
If the Ore is lying, he’s guilty in each case. 

Don’t make the trip liardcr than it is. The winding passage into the 
mountain s heart is extremely dark, and there is one pit before you 
reach the Frost Aironach’s cavern that can injure or trap a careless 
player who can’t L^evitate to safety. Hug the right-hand wall, use the 
potions of Night-Eye that Rotheloth supplies and make sure you can 
float out of (rouble. 

Note that you don’t have to fight the atronachs after you answ^er 
correedy. ft’s OK if you do, but it’s not necessary. You can simply 
walk around the atronachs and nghting just raises your risk. That’s 
already high enough. 



Galom daeus 
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To help bring this aUjut, he’ll give you some enchanted vampire- 
lulling equipment: the warhammer V’’cloths Iiidgmenr (which 
eooipares closely to the deadly Dwemcr hammer Sunder from the 
Mam (Jucst endgameh a Bell ol Balyna's Soothing Balm» and a 
Warden’s Ring. 

I 

I! But he’s not much help in getting you there. Rothdoih does put a 
jKarb)' location called Uviritii's Grave on your map, and gives you 
Uccuratc directions from that point. However, the usefulness of this 
Ifcfocncc point depends on where you are in the game. If arrive here 
{after you have started building a stronghold, you should see the 
|Tdva[ini tower rising at this site. 

I If you haven’t, this is just a featureless patch of ash. 

I Don’t try to find your way on foot from Molag Mar. It can be done, 
but not easily. Many ot the trails in the Molag Amur range weren’t 
Imadcby man, but by nature, and following them is a thankless task. 

I Yout best bet is to take ships from Molag Mar to Ebonhcari to 
ISadridi Mora to Tel Arulin, and then walk south down the coast. 
IWhen you reach Tel Fyr, look west. On the beach, you'll find the 
[yunofsome renegade Ashlandcrs. Just south of the tent is a grove of 
|dcad trees interspersed with steam spouts. /Vnd just west of this grove 
I w a path uuo the interior pointed almost directly at Galom Daeus. 

[Beyond another group of dead trees and steam spouts, you’ll come 
I to a king lava river. Follow its banks as it runs west and northwest, 
|nndcr a swinging bridge, to end in a deep enclosure. To the west, 
'across another lava pool, you’ll see a Dwemer ruin. Detour around 
the north end of the pt:K:i! and enter Galom Daeus - home of the 
Berne vampire bloodline. 

Gilom Daeus consists of two sections - the entry area, which is filled 
with lesser vampires (who will attack you on sight) and peaceful but 
WKommumcativc ’‘cattle” who arc kept tor vampire- feeding purposes, 

Berne is in the C>bservatory. When you’re done with him, take the 
rare book ‘’Secrets of Dwemer Animunuculi” from his tiesk. If 
you’re in House Telvanni, or planning to join, you’ll need this IxKjk 
to complete your stronghold. If you're in the Mages Guild, you can 
show it to Edwinna fur a reputation rcw'ard. 

llAnd w'hile you’re at it, Leviuie up to the upjx^r level of the 
iObsersator) and grab “Private Papers of Galur Riihari”;ind perhaps 

II diat Daedne shield as w'clt. The shield, though immensely heavy, is 
1 1 also immensely strong... and it’s worth a fortune. The papers will 
||axDc in handy in a vampire-related miscellaneous quest. 




Raxle Berne 


Now’, that said, note that there are 
compelling reasons to hold off on this 
quest until late in the game. 

Fir$t off, it's extremely tough and best 
played wdth an advanced character. 

Moreover, if you play any of it, you may 
restrict your future choice of quests. 

Tlic reason: It’s very good bet that, in the 
course of tltis quest, you will become 
infected with tlic Berne strain of 
vampirism ^ one of three in Morrow’ind. 
If you notice this, you can take care of it 
with Cure Disease potions. 


However, if you mis.s it and become a vampire, you’re limited to the 
Vampire quests offered by the Berne clan. 

And, naturally, if you kill Berne, who i$ die 
quest-giver for the Berne clan, you'll cut 
yourself off from even the Berne quests, and 
limn yourself to the eight V^ampire faction 
quests that can be performed by any vampire. 

We recommend that you w^aii, select the 
Vampire dan you want to join (if you want 
to join one at all) and then come back to this 
quest later. 

, ^ ^ ^ UVOO LU\REN 

uvoo llaren’s Quests 

A Case of the Droops 

Back to the grim solitude of Ghostgaic. You’ll find Llaren in the 
monastery' temple, w'hich is pejsitioned on an upper level between the 
tow'crs of Dawn and Dusk. 

Llaren breaks you in gently with a couple of simple missions. The 
first involves curing ;ui Ashlander outcast named Assantus Hansar. 
Hansar and a couple of pals have a little camp partway up the slope 
south of the monastery. You’ll find your patient there- A spell or 
p<ition wdll work fine. 

However, you may have to perform major surgery on his iw’o 
friends, who are the usual sort of angry outcast .Ashlandcrs and 
immediately attack you. 

Report back to Llaren lor three Cure Common Disease potions. 

Kwama Eggs Again? 

Another haste errand - though a very long one. Here, you’re trans- 
porting sustenance — Kw'ama Eggs and Mazte - to hermit Sendiis 
Saihis on Shuran Island, located just w’cst of the stronghold Rotheran, 

No fast travel is available out of Ghostgatc^ and you face a long jog 
back to Balmora, a guild guide zap to Sadrith Mora, a ship ride to 
Dagon Fel, and another long w'alk south. 

Accomplished Leviiators and mountain climbers may w-ant to risk a 
direct route around Red Mountain. We sympathize, but withhold 
our recommendation, since this amounts to taking a censu.s of the 
region’s cliff raa*r population. 

What you should do, learning the lesson of the Silence quest, is plant 
a Mark spell at Ghostgatc before you leave, and then bounce back 
there with a Recall s|xrll when you’re done. In fact, once your 
character is sufficiently advanced that the inevitable small combats 
of travel begin to lose their purpose, you should do this for every 
mission that requires a long haul. Why W'alk when you can mingle 
with the ether? 

Rotheran ’s easy to reach. Head wxst out of Dagon Fel, then south. 
Make your first left, continue east until you see the Dwemcr min 
Mzulcft rising ahead of you and then head south to Rotheran. Just 
Ixforc YOU reach Rotheran, you’ll see some gentle slopes that take 
you west over the hills to the water (Be careful on the water side; the 
dropoff is steep..) 
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Swim west to the next island. You’ll find Saihis on high ground, 
looking rather more like a castaway than a hermit. 

And wouldn’t you know? Alter all your effort^ he complains 
about the food. 

Cast that Recall spell and get back to Ghostgate. 

The Hair Shirt of St. Aralor 

The honeymoon is over. Now' Llaren s 
Cjuests start getting hard. You shouldn’t try 
any of the next three missions until you 
reach at least Level 10. or even l.evcl I ‘5, 

A Temple guard named Peril Salmyn, searching for Lost 
Kogoruhn, has become lost himself. He’s thought to be dead, hut the 
Temple w'ants to rea>ver a relic known as the Hair Shirt of St. 
Aralor from his body. 

This may confuse you a bit if you’ve already performed the Seven 
Tests ol the Seven Visions as part of the Main Quest and have 
already visited Kogoruhn. After all, it’s not “lost” to you. (Just 
remember that the w ay the Nerevarine secs the worhl isn’t the w'ay 
the rest of the world sees it.) 


Getting from Ghostgate to Tureynulal is a real hassle. The foyada 
that leads straight up the mountain becomes impassably steep. The 
left-hand foyada goes to the citadel Kndusal. And the one to the 
right one goes back down the mountain. Where docs this leave you?i 

The path back down the mountain is the correct path. Near the 
bottom of this foyada, you’ll sec that the eastern slope is shallow 
enough lor you to climb. I>) so, and bead northeast until you find 
yourself in a third foyada filled with small boulders. Climb this one 
to the top. You may have to struggle a bit around over a steep, 
smot)th area* but it can be done. 

At the top, you’ll see a citadel on the left. This is Odrosal. Cross the 
swinging bridge across the foyada you just climbed and follow this 
new path along the Ghosifcncc. It’s a long one. When you seethe 
Saivcl Ancestral Ibinh on the right, start looking lor a foyada on 
your Iclt, (Yeah, there arc tombs in here, and this i$ kind of a strangij| 
one. There is also a Daedric shrine and at least one mine!) 

This foyada leads almost straight south to Tureynulal. 

The Armiger’s body is on the citadel’s lowest level. From the 
entrance go straight ahead, dowm the stairs, right, dow'n the stairs 
again, and through the trapdoor to the Bladder of Clovis. (Don’t 
ask.) The btidy is in the tar corner. Take the Cleaver, invoke your 
Recall spell, and get the hell out of Dodge. 



But it’s the same place. It’s just getting there that’s changed. 

Plant a Mark spell at Ghostgate, and wc’ll lor>k at your « 3 piit>ns. 

The old Dunmer fortress of Kogoruhn - original home to House 
Dagoth - lies fairly close to the north edge of the Ghostfcncc. The 
south edge of the Ghostfcncc is directly over your he.nl. And you well 
may be thinking, “Hey, w'hy don’t I just follow' the Gh<»sifcncc^” 

Well, you can, after a fashion. 1‘here is a stretch of eastern slope in 
the foyada to the south that you can climb, and eventually make 
your W'ay around to the north side of Red Mountain. 

You’ll be sorry. East of the Ghostfcncc is savage and unpredictable 
country - full of w'rong turns, long diversions, territorial clifl' racers, 
crazy Ashlanders. undimbabic s1ojk*s, and ankle-breaking falls. You 
are much lx*ttcr off retreating to Balmoru, riding the silt strider north 
to Maar Gan, and foUow'ing foyadas across the northern Ashlands. 
From Maar Gan, you’ll take them southeast, northeast, northw'csi. 
cast (which curves around to hea<i north), cast again, and you're there. 

Alas, Salmyn is dead. You’ll find his lw>dy, along w'iih the itchy Hair 
Shirt, out of doors in a willed enclosure in the southw'esi corner of 
the fortress. 

Light up that Recall spell and zap back to the Ghostgate Temple. 
Note th,it no rew'arcl accompanies the Shirt’s return. Bui think of it 
rather as a reward deferred. Once you are named Temple 
Archcanon, that, and other Temple artifacts you have recovered, 
become yours for the asking. 


The Cleaver of St. Felms 

Now' you’re right in the thick of it. A Buoyant Armiger carrying the 
(^leaver of St, Felms fell in the Red Mountain citadel Tureynulal. 
You have to go in and recover this potent w'capon before the enemy 
realizes what it has- 


The Crosier of St. Llothi 

The Buoyant Armigers need to stop leaving 
their w'capons behind. They’ve lost another one. 

This time, you’re going into Dagoth Ur's own 
tower - down in the crater it.scif - to retrieve 
the Crosier of $i. Llothis. 

You can Levitate dowm there most easily, but if 
you’re on foot, you’ll be happy to learn this quest 
uses much of the route from the last one. 

Follow those instructions, but this time don’t make n 
the left turn after the ancestral tomb that took you to ft 
Tureynulal. St,iy on the path and continue west along 1 
the Ghostfcncc. ft 

This path w'iJl soon end in a “T” intersection at another 1 

foyada. Turn left and follow this path up the hill. You'll ft 

see a swinging bridge ahead of you. Climb out beside it, ft 

and head easL Follow the “S” curve up the hill. When it ft 

straightens out, you’ll be heading south, downhill, with a 1 

Dwarven statue ahead you. After the statue, turn right. The 1 

crater is ahead of you. )ust before you reach the edge, turn I 

right again, and you’ll see a path leading down into its depths, 1 

That big ball of stone conceals the door. This is exactly like the 
first Dwemer ruin you visited early in the Main Quest. To open 
the ball, turn Urc crank on the pipe over to the left. But be quick; 
you have only a small window in w'hich to get back and activate 
door before the ball rejoins to conceal it again. 

The Crosier is in the Inner Tower. But, curiously, the route to it it i 
almost all downw'ard. At the bottom of the fifth flight of stairs, 
you'll reach the Inner Facility, Within, descend one more flight, 
enter the door straight ahead of you and use Uic irajxioor in the 
ceiling to enter the Inner Tow'cr. The Crosier is on the floor at the 
righL- right between a Dagoth and the Ividy of the Armiger. 
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[THOLER Saryoni’s quests 

lOKrfmj hit Rnnk 7 (Diviner) and have completed all of Eiidryn 

Hearts can Ik recovered only from the tougher Dacdra: Clannfear, 
Dnedroth, I>rcrnora, Golden Saints, Hunger, and Ogrim. Even these 
will yield them only about 60 percent of the time. 

UJefkin*s quests, he will invite you U> meet with Temple Archcanon 
|*nitilfrSar)'oni and supply a key to Saryoni’s private quarters in 
IVivtciHigh Fane. You can reach this room either from Llethan s 
1 office or the Hall of Wisdom. 

1 Note that this different from a similar invitation you will receive 
|(!iro(n Danso Induies - th»ii rather nervous fellow you’ve doubtless 

However, at one location in Morrowind, you can find Dacdra 
roaming in the wild in quantity. You may already have stumbled 
across it in an earlier quest w'hcn you were traveling to the Sanctus 
Shrine from Dagon Fd. Located northwest of thai town just off the 
coast, this medium-sissed island is home to two Hunger^ a Golden 
Saint, a Daedroih, and even the rare Ogrim. 

ticai pidng at the mouth of the High Fane tunnel - as part of the 
1 Main Quest. That meeting, which sets up the Main Quest endgame, 
1 has diflFerent requirements and results. (However, if you meet the 
iKqwrtments for each, you can combine the two meetings.) 

If you’re lucky, you might find all four hearts here, and youVe 
already reasonably close to your destination. 

1 Speak to Saiy^oni about “dunes,” and the Archcanon tells you he Ls old 
Ijod plans to retire soon. (What is it .about you that makes people quit 
1 their jobs and muve to an island in the distant reaches of Sheogorad the 
fcftcwicnt you poke your head in the tlcx>r?) He’s identirieJ you as a 

If you’ve spent much lime on Sheogorad, there’s a good chance you 
already know exactly where to find the shrine. From Dagon Fel, and 
make your usual exit west and south. Follow this road for a good 
ways and make your first right. 

IpoiemLil successor, but first requires that you complete... 

lou 11 sec an Urc standing some distance down the road. This line 
fellow, who goes by Bbk gra-Murg, probably won’t be hostile. Nor 
will he be especially communicative. You know how it is with Ores. 

The Pilgrimages of the Four Corners 

The who of the what? 

[When the Tribunal Temple began to suppLim the Dacdra in the 
[hcaruand minds of the Dunmer, it relegated these exotic magical 

But by his very presence, hes revealed you're in the neighborhood. 
(Remember: Malacath is the patron of Ores.) Go to the end of this 
road, bear right, and follow this road past four additional, heavily- 
armored Ores to a dead-end and a huge statue: Malacath. 

[icrtatures to two categories. The three “good” Daedra became 
Iknownasthc Anticipations, and the four “bad’’ Dacdra as the Four 
1 Comers of the House of Troubles. 

1 In the spirit of keeping your friends close and your enemies closer, 

; you arc dispatched to the four corners of rhe Bad Dacdra w'orld. You 

1 he Statue is the shnne. Activate it in the usual way to donate your 
Daedra hearts and get the poem (which you don’t have to recite in 
front of the Ores; it appears on its own) and your Fortify Strength 
blessing. Boat it or cast Recall to zap back to Saryoni for a briefing 
on how to turn the next corner. 

must perform these quests in the order below, as each sets up the one 
(hat follows. Otherwise, they w'ill have no effect. 

Aid Sotha 

Outside Dagon Fel 

In this shrine )ust northeast of Vivec, you’re reenacting Vivec’s rescue 
of Sodia Sil from the armies of Daedra Lord Mchnmes Dagon. 

The first corner is Malacaih, the Daedric piron of Ores, w'ho tests 
the Dimmer for weakness. A shrine to this god can be found in 
Shcogorad southwest of Dagcm Fcl. To complete the pilgrimage, you 
must take four Dacdra hearts there and recite Vivccs poem, "Four 
[Comers of the House of Troubles.” 

It should be pretty simple. In all likelihood, you’re already familiar 
with Aid SotJba’s layout from previous visits, and recall that the path 
to the shrine is all downhill. You don’t even have to hunt up a token 
for this pilgrimage. 

Now, you’ve probably seen a few Dacdra hearts in your time in 
[Morrowind. Maybe you even heard that they have magical 
properties and kept one for a rainy day. 

And the opposition r What opposition? Jf you have to square oil 
svith one Dremora, thafll be a lot. Get in, activate the statue of 
Dagon for the poem and a big old blessing (Fortify’ Destruction, 
Axe, and .\ttack), and get out. 

Veil, now its pouring. 

Bal Ur 

But take heart (four of them, 
actually). Some alchemists have 
Daedra hearts for sale. Check with 
shops like Nalcarya of White Haven 
in BaUuora and Anis 5^1oth in 

Bal Ur, rarely visited in Morrow'ind, is an extensive riverside shrine 
north ofSuran. Here, Vivec is said to have tricked and defeated 
Molag Bal - the third corner of the House of Troubles 

Sadrith Mora, with Gils Drebs 
Thcrana s Chamber in Tel Branora s 
Upper Tower, and with Craetia 
fullalian in Vivec's Mages Guild. 

If you re willing to get your feet wet, Suran s a short )og northeast 
from Vivec. Pass through town and climb over the slope to the 
north, and you’ll find yourself looking down into the shrine. 

Or you can go Dacdra hunting. 
This a lot of long-distance 

travel — most of the shrines are up 
LANFEAR north - and it can be disappointing. 

Note that Bal Ur has two entrances ^ one into a small upper les’cl 
(from which you’ll need to levitate dowm into the main body of the 
shrine) and one in the shrine proper. The worshippers down here 
don’t like you, and will fight wdth little or no provocation. 
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bal Ur 


You could probably u^* a little 
help. As you approach (he 
statue, you*ll face a Bone Lord 
and a Golden Saint, and the 
shrine s priest, a 27th level 
witch nained E>erar HIcrvu, 
isn't exactly a slouch either. 
Given the twisting path of the 
stone walkway over the lava, 
you won’t be able to rush her — 
the tactic of choice with 
summoners - so Levitate over 
and put the hurt on her quickly. 


Again, no token is rcquiretl for this shrine. The statue s blessing is 
nice - a cheap C'ominand Humanoid spdl that always succeeds - 
and HIcrvu s clsony mace, and the glass halberd and helm on the 
altar guarantee the quest will pay for itself. (The shrine also has a 
hidden upjXT level, which can lx reached only with Invitation, hut 
apart frtjm a lew nice scrolls, it’s oddly short on Itxt.) 
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Aid Daedroth 


The previous two quests were fairly straightforward exercises in 
combat that didn't require much travel. 

But the last of the Four Corners quests recalls the first. Again, you 
have to journey to the northern reaches, and, again, you’ll have to 
find a token to activate the shrine. 

The place: the remote Daedric shrine of Aid Daedroth 

The token: The Gambolpuddy, 

\ cry funny. On wc have the real name, please? 

Thai’s it. Saryoiii acknowledges that the name is bizarre, but says 
creations of the Daedric god Sheogorath all have in them a touch of 
madness. All you know is that the < cough > Gamholpuddy is in Aid 
Daedroth, and that it somehow wjU renew a pact that X'lvcc struck 
with Sheogorath a long lime ago. 

Travel by guild guide or ship to Sadrith Mora and then by ship to 
Tel Mora. Make your way northwest to the camp of the Ahemmusa 
Ashlanders, and then svest along the coast. When you can just make 
out the outline of the shrine Kushtashpi ahead of you, head north. 
Its a long way to swim - Hying is better, if you can manage it - but 
you’ll eventually sec Aid Daedroth on your right. 


If you are f ollowing the Main Quest, you’ll have to visit this shrine 
sooner or later to make it a safe home for the Ahemmusa 
Ashtanders, When you drop in lor the first lime, you’ll discover that 
Sheogorath cubists are having a wild party - a scamp is the 
bartender — and that Ordiriaturs and spellcasicrs from the Temple 
are crashing it. Pitched battles are raging outside and in the 
corridors within. Ultimately, you’ll either have to negotiate with one 
or both sides, let them fight it out and beat up on the weakened 
winner, or just clear the place out entirely- 

As a result, depending on what you may or may not have done 
previously, you can have several dificrcni times on this visit to Aid 
Daedroth. If you've finished the save-thc- Ahemmusa mission, it will 
be a walk in the park, j 

If you haven’t, it’s an invitation to a rioi. 

Your best bet to cut across all these potential complications is simpl)^ 
to make a run for the Gambolpuddv- 

Ald Daedroth is huge, but cleanly laid out, with left and right wings 
and an Inner Shrine (where you’ll find the statue of Sheogorath) 
that leads to the Antechamber. You'Ll be able to avoid battles along 
the w ay. In the uppermost of the Antechamlser's rooms, you'll find a 
pair of bedrolls in the far left corner. Under the pillow of the bedroll 
closest to the outer wall is the Gamholpuddy — an enchanted glove 
that fortifies or drains four attributes. Take it back to the statue in 
the Inner Shrine, save your game, and then activate the statue. 

Why save here.' It’s .always a gtxxl idea to save regularly, but it’s an 
especially good idea here because the statue’s half-day blessing can 
he a curse. It wdll randomly add or subtract from four of your 
character’s attributes: Intelligence, Willpower, Luck and Personality.] 
If you save first, you can alw ays reload and then roll the dice again. 

(Then again, cither way, the blessing should w'car off shortly after 
you get back to Tcl Mora - .and you can always sleep off a bad roll.) 

Then get back to Saryoni to have your completion of the “Four 
(k>rners’* quests ackmiwiedged. 

An alternate approach: You can receive Gamholpuddy as a gift. 

You just have lolxfriend Ra'Gruzgob - an Ore in Aid r>acdroth so 
K«nlx*d on Mcx>n Sugar that he thinks he's a Khajiit. 

He’ll ask you how' you like his tail. He doesn’t have one, L>ut tell him J 
it looks fine .anyw'ay. That'll help you bump up hts Disposition. If 
you can get it up to 70, he'll offer to tell you a "little secret.” Ask 
him about "little secret,” and he'll ask for Moon Sugar. Get him 
Moon Sugar - there should be some over by the bar - and he'll tell 
you the little secret is under his pillow'. 


Assarnibibi 

A few' more "ifs”: If you have now' reached Rank 8 in the Temple, 
and if you have completed all four "Four Corners” pilgrimages in 
the correct order, Saryoni will invite you to perform one more quest. | 

He’ll send you to Mount A.ssarnibihi, “where Molag Hal oversaw' the 
lovers of Bocihiah that gave birth to Almalcxia.” Alinalcxia, Vivcc,j 
and Sotha Sil arc the earthly g«x!s who constitute the Tribunal. 

What on earth d(xrs Almalcxia do on Mother’s Day? 
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(lunycasc, you have to pray at the shrine, get the Ebony Mail, and 
liemrn it to Soryoni. 

Like Mount Rand, Assarnibibi is in the Mulag Amur range, but 
inher north and cast. Travel to Molag Mar via ship or silt 
^dcr. and just follow the signs from the silt siridcr port as you 
Imd cast along the shore and then northeast up a long foyada. 

'You may have to tangle with a cliff racer or two en route, but 
youVe up to that, aren't you? 

You may be expecting a steep climb - something more like what you 
' did at Mount Kand ~ but the actual assent is rather gradual. At the 
I top. you’ll see the shrine w'ithin a ring of five great staoding stones. 

Simply activate it. Nothing terrible happens. You’ll get ihc F.txjny 
Mulaodall that remains is to get back to Saryoni for promotion to 
Ibchca non. He tells you to keep the mail, and quits to write some 
aiofc of those earnest sermons. 

You inherit his title, but don’t expect to inherit his office. It looks as 
ilbough hes staying pm. 



T-J 

T 

0 
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ORAG Tong 

The Morag Tong is an assassins guild sanctioned by the Empire to 
provide three varieties of execution: public executions, private 
executions, and House Wars executions. Constrained by ancient 
traditions and rigid codes of conduct, the Morag Tong only recruits 
candidates of proven skill and honor. Morag Tong only accepts 
legally approved contracts called 'writs/ but rumor hints at the 
execution of secret extralegal ’grey writs.' The Morag Tong is the 
sworn enemy of the Dark Brotherhood. 

You can perform three different types of quests for the assassins guild: 
authorised executions (known as “Writs"), conventional Morrowind 
quests (here called “Special Duties") and item-retrieval missions (“The 
Threads of the Webspinner") that comprise an over-arching quest. 

Finding the Morag Tong 

But your first Morag Tong quest isn't one of these. It's sort of an 
informal quest You have to find the guild s headquarters. 

It isn’t easy. To join, you'll have to speak to Grandmaster Eno 
Hlaalu... and he doesn’t like the limelight. The HQ is hidden. And 
really hidden, not hidden-ija-plain-sight like the TTieves Guilds. 

Finding it isn’t diat different from fmding anything else on 
Vvardcnfcll. Talk to people in the Morag Tong branches in 
Ald'ruhn, Balmora, and Sadrith Mora. You will learn the HQ is in 
Vivec. In Vivee, you’ll hear it s in the Arena Canton. In the Arena 
Canton, you’ll Jeain it s nearby. 

And a very few people will tell that you 
either that's it is hidden under the Arena, 
or to investigate the Arena’s storage area. 

Sure enough, if you exit the Arena’s main 
storage room by its southeast dtxir, you’ll 
find yourself in a small room with a 
trapdoor in the floor This leads down 
into a three-level suite of otherwise inac- 
ccssible rooms with its own magic shop 
and trainer. 

^ ,, In a bcdrtKjm at the back of the lop level, 

ENO HLAALU ii . c i 

you 11 meet Eno Hlaalu. 


Joining the Morag Tong 

You may not even have to talk to the Grandmaster about “join the 
Morag Tong.” You’ve impressed Hlaalu by simply fmding him, and 
he will allow most players who are just starting out in Morrowind to 
join the guild straight away. ' 

But he does require you to pass ancjiher test. 

It’s your first offioal quest- Hlaalu gives you a “w rit” - a svritfen 
assassination order. You’re to kill Feruren Oran, a spcllsword at the 
F.lvcn Nations cornerdub in Vivec. and report back to Hlaalu. 

This requires a bit of expianation before w*e set out. 

1 

Morrowind draws distinctions between outright murder and killinjfi 
in self-defense, but executions don't receive .such advance dispensa^'i 
lion. Typically, your crime will be reported, and you’ll be w'anted. 
Imperial guards will stop you and impose fines or jail time. Asa 
Morag Tong operative, regularly committing w'hat the game rcgardfl 
as murders, you’d quickly build up a significant criminal record i 
while just doing your job. ; 

How'cvcr. w'hilc its leader may hide like a criminal, and the organiz^ 
lions shares its last name with the criminal syndicate Camonna 
the Morag Tong isn’t itself a criminal organization. A guild liketlic | 
Fighters, Mages, and Thieves guilds, has the authority to perform ' 
executions in lieu of open w'arfare bctw'cen the Cjrcat Houses. 

How then to distinguish the executions you perform from any crimes , 
that you may or may not commit (w'c admit nothing) on your own bind 

"Writs” like the one you’ve been issued for Feruren Oran double 21 , 
a “Get Out of fail Free” card. A writ presented to any guard will 
subtract one assault and one murder from your criminal record, j 

Hence, membership in the Morag Tong does not amount to a free 
license to kill — you’re still responsible for your actions as an 
individual — but the writs prevent you from fooling the bill for 
business you conduct for your employer. That’s a savings of 1,040 
gold per pop - the typical penalty for a murder — and it changes 
radically the way you’ll be viewed by the game world. j 

Then again, if you somehow lose a writ - say, w'hile sorting ihrou^ 
your possessions at dungeon -bottom while ovcr-cncumbcrcd - yool 
have to go back and find it or it's gone, gone, gone. The guild 
doesn’t issue duplicate writs. 




ENO HLAALU 


Advancement 



Favored Skills 

Mar /(swan 
Short Blade 
Light Armor 
Acrobatics 
Sneaky 
Hlusion 
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'The Even Nations is located in die northwest comer of the up^icr 
level oi the Hlaalu Canton. You’ll find Oran downstairs. He’s quite 
fi^blc of defending himself, so watch your step. His possessions are 
btagtr. >ut do take his steel dai-katana once he’s dead. 

Return to Hlaalu to report your success, and you’re in. You can 
begin ocher writs immediately. 

Writs 

Writ quests like the one you just completed comprise a healthy 
|diunk of your initial work tor the Morag Tong. Usually olfered in 
pairs, they're straight assassinations - ‘'go here and kill this person** 
-awl don't have special requirements beyond tho rnmplction of 
iotis writs. 


They’re together - in Temporary Housing, just off Telvanni Plasui 
in that House’s Vivec canton. I hcre's no real loot here. Get to a 
quest 'giver (Hlaalu in \^ivec is easiest) for your pay-off: 1,500 gold 
tor the three executions. 


Guril Retheran and Galasa Uvayn 

Retlicran is on the downstairs level of the Flowers of Gold 
cornerclub in \’ivec s Redoran Canton. Like Saren, he comes from 
money. His equipment comes from money, too: Check out his 
enchanted Fiend Tanto and, more particularly, his Glove of 
Sanguine Horny Fist (w'hich raises the wearer’s Hand-to-Hand skill 
by five points). 

Hlaalu will want to sec this item. 


They're also not connected to any particular quest giver. You can get 
than from, and rejxjrt y*our success to, any Morag Tong member of 
Rank 7 (Master) or better. ( I hts doc.sn’t need to be the same person.) 
la Yivcc, you’ll deal with Hlaalu. In Balmora, the quest-giver is 
iihasi Rilvayn. In Ald'ruhn. it’s Goren Andarys. In Sadrith Mora. 
k’sDunsalipal Dun-Ahhe. 

These quests arc offered without alternate approaches and usually with 
Iktlc background - just the victim’s names and where to find them. 


Odaishah Yasalmibaal and Toris Saren 

‘Siren is local, so you may want to start w iih him. From an 
jinibentijl family, he lives tn Saren Manor, ItKaied off Redoran 
Plaza in Vivcc’s Redoran C.imun. He packs a nice weapon - an 
[tiidiantcd Wild Shardbbdc - which you should collect before you 
move north. 

li’sa fairly long haul to re;*ch Yas;ilmiba^il. .\n AvhLnder who has 
been ordered killed by a Telvanni noble, he lives alone on a rocky 
islami northwest of Tel Fyr. He’s in his yurt, and he's not carrying 
anything special. 

Return to a quest-giver (the Sadrith Mora guild is the most 
convenient) to complete the quest and receive payment: 500 gold for 
cadi execution. 


Sarayn Sadus, Idroso Vendu, and Ethal Seloth 

Again, you have a quest m the neighborhood. Sadu.s is hiding out in 
leave called Zainiirari, located w'csi of Tel Fyr. 

It’s a toughie, Sadus isn’t alone, anti you’ll 
have to fight off his bandit buddies. But 
the loot is quite good, Dih Helajren, 
your first bandit victim, is decked out in 
honcmold armor. 

The second assignment is a double- 
header, and in this case, you do get some 
background. V^endu and Seloth arc 
apparently killers. However, the evidence 
isn’t enough to convict them, Duke 
Vedam Dren is unwilling to help... and 
someone’s paying the Morag Tong a lot of 
Sarayn SaDUS money to see that justice is served. 


Uvayn. poor woman, made the mistake of offending a Redoran lord. 
A capable spcilcastcr and worthy opponent, she V in the Hlaalu 
Treasury in Vuvec and has a Dire Flamebladc. 

V’isit Hlaalu again and he'll pay you 1,000 gold for each of the hits. 

Ifyou assent, he’ll also take possession o( the Glove of Sanguine 
Horny Fist you found on Retheran. But if you don’t mean to give it 
up yet, don’t mention it to him, or his Disposition toward you will 
take a hit. 

This is first <»f the 26 ’’Threads of the Wcbspinncr” that you can 
recover as part of an over-arching quest - and the only .such item 
youTl find in a “Writs” quest. We’ll cover these in detail in the 
next section. 


Mavon Drenim and Tirer Belvayn 

Y’knuw', somebody cs>uld have mentioned this to you before you left. 

Drenim and Belvayn are not your ordinary' assassination targets. 
They are powerful spcllcasicrs and the moment you w'alk into their 
respective lairs - Drenim’s in the top level of the Wlothi dome in 
Vivcc’s Telvanni Plaza. Bdvayn’s in the dungeon Shara - they w'ill 
be all over you. 

Ignore the shambling horrors they summon. Ignore Drenim s 
assistants. Stay focused on the mages, and take them out fast. 
Wizards arc weak at close combat, and gnee they’re gone, w'hatcver 
they’ve conjured vanishes with them. 

Take Drenim'* Hcllfirc Staff and Belvayn s Silver Statf gf War. 

On top of the fights, Belvayn set up shop in an out of the way spot. 
You’re basically told that Shara's on an island souihw'cst of Sheogorad. 

1 hat’s a little like giving directions to a city in Mexico by saying it’s 
southwest of Texas. 

The nearest reference point is Ashmclech, which is fairly obscure in 
it? ow’n right. Fruni here, head up the path to the northeast and 
swim across the channel to the next island. Beyond the great 
standing stones, paths head cast and northwest. Follow the eastern 
path and, when it splits east and northwest, follow^ the northwest 
branch. Shara will quickly turn up along the w'cst side of this path. 

Visit a quest-giver to get 1,0(X) gold for each killing. 


.p 
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Mathyn Bern is and 
Brilnosu Llarys 

Bcmis leads a of outlaws quartered 

in the Hlaalu Ancestral Vault in the 
Hlaalu Compound in V’'ivcc. Most of Uk 
tomb will seem abandoned. Three of the 
bad guys arc all in the big room at the 
north end. The fourth, Arven Nalyn, is 
elsewhere in the Ancestral V^aults and 
you may have finished him off already. If 
not, you might meet him on the way out, 
or during the fight with Bemis. In any 
case, he's not your target. 

Arven Nalyn can be tackled by himself But the other three bathlics 
attack en masse, and that can make this a messy fight. 

The l(K)t is good. Nalyn will fill out, and upgrade, your suit of 
boncmold armor. A H'arch of Broris Fals’ corpse turns up a Fiend 
Battle Axe. Bcmis himself had a Cruel Sparkbladc. 

Llarys is just a general no-gocxlnik who hangs out with outlaws and 
Daedra worshippers at the stronghold Hlormarcn west of Balmora. 
After the long and duiotic battle in the tomb, this may seem more 
like dealing with a rebellious teenager. Your mark is not in the 
stronghold s dark depths, but up on the roof, so you have lots of 
room to maneuver, and while she has some help and conjures new 
fighters, you should be able to get to her quickly. 

Again, great equipment: Llarys has two pieces of ebony armor and 
the Dwemer halberd Stormforge. 

Get back to a quesi-givtr to collect antJthcr 1,000 for each execution. 

Navil and Ranes lenith 

The names should be familiar. You may already have killed them. 

This quest is identical to Thieves Guild quest Kjll lenith. You must 
seek out the brodicrs lenith (enforcers for the Camonna Tong) 
behind two seriously locked doors in the cellar of the villa of Drcn 
Plantation, northeast of Pclagiad, and do what assassins do. 

Note that the brothers* tactics arc tricky. You may think you’ve 
found only Navil. But Rancs appears behind you during the fight. 

Return to a quest-giver to collect the 2,000 gold payment. 

You’re done with Morag Tong writs — for now. You won’t be able 
to perform additional quests of this type until you’ve finished the 
Main Qticst mission Destroy Dagoth and made Grandmaster (Sec 
Special Duties). 

The Grandmaster Writs 

Larrius Varro 

Return to a Morag Tong quest-giver once Da goth Ur is dead, you’ve 
completed all the previous writs and made Grandmaster, and you’ll 
learn many new’ writs have been issued owning to the ’’recent troubles.” 


The guild has saved the four most 
difficult of these for you. 

These people will be extremely 
hard to kill. 

Moreover, these are also some of 
the most honorable men (and one 
of the cra:cicst W'omcn) on 
Vvardcnfclj. And if you hap(>en to 
belong to your victim's faction, 
there may be hell to pay once you 
kill them. So don’t look on these 
quests as integral to gameplay, but 
as high-level challenges. 

Larrils Varro 

Then again, by now, maybe you don’t care what jKople in the game/ 
think of you. You’re the fulfillment of prophecy. You’re practically! 
Morrow'ind Gcxi in your own right. My right hand is lightning aivd 
my left is thunder. My eyes arc flame- My heart is ashes. Look upoaj 
me and tremble. 

Where w'crc we? Oh, yeah. The first of the new' writs finds you 
handing the local Imperial Legion commandant his head. Varro can 
found in the Fort Moonmoth barracks. 

He puts up a heroic struggle. Even w iih your Dagoth-Ur-killing 
artifacts in play — the hammer Sunder or sw'ord Keening — he’ll lake] 
quite a while to go down. 

His armor is surprisingly ordinary - plain Imperial steel - but his 
weapon is Tcmreki, Shacklcr of Souls. 

Yu goua love a sw'ord that has a name. 

Return to a quest-giver for the 4,(KXkgold pwyoff. 

Baladas Demnevanni 

Docs anyone really want to kill Demnevanni? A Morrowind 
without this sorcerer would be a less interesting place. 

Your quest-giver strikes a rare cautionary note and reports that youi| 
target is ”for mid able,” and this is true. When you confront him on 
the top floor of his home (Arvs-Drclcn in Gnisis), Demnevanni wil] 
stand up against you longer than most of hts w*izardly brethren. 
And if you give him breathing space, he’ll surely summon 
something nasty. 

It’s appropriate that you don’t get many real benefits from killing 
this Dwemer expert beyond the 5,000 gold from your quest-giver. 
He carries the plaine-st of items — only the Dwemer summoning 
ring you obtained for him in the Telvanai quest Dahrk Mei^alf 
should stand out - and his study and home are unadorned with the^ 
trappings of influence and wealth. Demnevanni seems to have livo^ 
a life of the mind. 

Dram Bero 

Your quest-giver will tell you only that Bero, a reclusive member of 
the Hlaalu Council, lives somewhere in Vivec. 
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Youll learn in the Main Quest and Hlaalu faction cjuc^t that Bero’s 
jflStOlms Haunted Manor. If you haven’t reached that point in the 
Main Quest, or don't belong to House Haalii,you can find him indc- 
ipepdcfuiy with the same sort of aggressive questioning you used to 
End die Morag Tong to begin with. 

iThc manor is on the south side of St, Dims Plaza. The empty' shelves and 
is I doc goblet on the counter within arc meant to suggest to the casual 
eye that it is vacant But the aggres-sivcly locked d<Kjr down a ramp at the 
lear iwcals this as a false front. 

fick the lock, and you may find yourself in a pleasant dining room, 
fleru and Omesu Hlary's (presumably his bodyguard) are in a room 
off the hall ahead of you. 

When Berodies, you’ll get a mcssiige about having broken a thread of 
y and indicating you can restore a saved game or continue to 
Ihc in a doomed world - Dagoth Urs recent demise noiw ithManding, 

|Dwi’i worry about this. Before the defeat of Dagoth Ur, Beros death 
|would be a quest-breaker. That is, he vs^as one of the people you had 
It tedcal with to complete the Main Quest. 

But that quest is done, and now you^re just seeing whai you can see 
itnl doing what you can still do. 

Ilcnirn to a quest -giver to claim your 3,00f) gold. 


Therana 

Conceivably, Tdvanni councilor Therana 
is already dead. Killing her is a valid 
option in your quests to be named 
Tdvanni Hortator and Arehmagister. 

Heck, the Ncrevarine siufT aside, you 
might have killed this Iwn during the 
Tdvanni faction quests becau.se she kept 
attacking you whenever you did things 
for her. 

Someone else seems to .share your low 
opinion. The quest-giver tells you 
Therana is dangerous and unstable, and 
YOU must end her insanity. 


Therana 


Therana 5 in her Upper Tower chamber in Td Branora at the 
jotithern lip of the Azura’s Coast region. The rules for fighting 
other enchanters apply equally here. See a quest -giver for the 10,000 
fold pay-off 

Finally, Therana has proved her w^orth. 


|The Threads of the Webspinner 

|Thc Glove of Sanguine Horny Fist you found on Guril Rethcran's 
[[body at the Flowers of Gold corncrclub w'asn't just another 

med item with an elaborate name. It is one of 27 created by 
iDacdra Lord Sanguine for Morag Tong patron Mcphala, 

Tuciuy-fivc of these arc scattered acro.ss Wardenfdl. (In addition to 
the glove you found, Hlaalu already has recovered the Amulet of 
-Sanguine Enterprise, w'hich adds five points to the wxarer’s 
Mercantile skill.) 



If you return to Hlaalu the remaining items, youll receive an 
dabtiratc rew'ard from Mcphala. 

Fifteen of the 25 Threads can be recovered in the course of the 
'’Sjx’cial Duties*' quests covered later in this section. While you are 
required to recover only two of them that way, the other 13 can be 
easily incorporated into those missions. 

The remaining 10 Tlireads, covered below, require their own missions. 

Note that you don’t have to rush this stuff back to Hlaalu. You don't 
need to turn it in until you’re ready to collect the rew'ard. The 
Threads are designed to be used by the player. Each item 
supplements one of your 27 skills with a constant five-point btmus 
and you can wear seven of them at the same time (two rings, one 
amulet, tw'o gloves, one pair of shoes and one belt). 

Differeru strategies can work here. You can accen marc the positives 
and make your character more of what it already is. You can identify 
your weak skills and use these items to shore them up. Or you can 
store them items someplace convenient and use them to best support 
your activity of the moment. 

However, that said, don't wait too long to return to return the 
Threads or you’ll miss the opportunity to do so. If you complete the 
Grandmaster quest under "Special Duties/* Hlaalu will retire. When 
you leave the area, he will vanish from the game, and w'ith him will 
vanish the possibility for your reward. 

Sanguine Glib Speech 

Have you been to Khuul.^ Probably not. It is a remote fishing village 
on the West Gash coast northeast of Aid Vclothi. A collection of 
weaihcr-lxraten dockside shanties and a single shop, Thongar’s 
Tradehousc, Khuul’s most distinguishing characteristic is its unob- 
siructed view of the great natural stone arches to the southwest. 

Nevertheless, one of the Threads of the Webspinner has found its way 
to this oul-of-the way place. The Amulet of Sanguine (ilib Speech 
(which adds five prjints to the wearer s Spccclicraft skill) belongs to 
Shoiherra, who you w'ill find just inside the door at Thongar’s. 


Recovering a lot of the Threads won’t raise any 
issues with the authorities. A Thread’s current 
owner - always a Dark Brotherhood agent or 
Me h runes f>agon worshipper in these quests — 
usually W'ill attack you with enthusiasm and, as 
u.sual, you’re within your rights to defend yourself. 

However, this item and two others are held by 
peaceful characters. So you’ll wind up killing 
them. Sad, but necessary. 


Sanguine Golden Wisdom 


/ 


./ 


AMULET OF 

GLIB Speech 


In this ease, the Thread is the King of Sanguine Golden Wisdom, 
which adds five points to your Alieraiion skill, and its owner is a 
mage named Talis Veran. 

Kbcrnanii, in the trackless gray wastes ol the northern Ashlands, is 
one of the tougher Thread locations to find. Your best bet is to 
follow' the northern coastline east, past the Urshilaku .'^shlandcr 
camp, to the stronghold \ alenvaryon, and then chart a course 
straight stiuthcast. You’ll soon see the ruins in a low' crater. 
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Gnaw Tooth 


and Sanguine Smiting 

At Aid Daedroth, two more cultists arc 
wearing additional Threads. You can 
find Gnaw Tooth and his pal Domba 
deep inside the great Daedric shrine, 
located northwest of the Ahemmusa 
Ashlander camp, 

Ekscend into the outer shrine, bear right in 
the main rex^m and enter the right wing. At 
the bottom of the next set of stairs, turn left 
and go to the room at the end. 


Mr, T(x>th and Mr. Domba act as though, for all the world, they would 
like to split your head open and feast upcxi your brains. After you speed 
their passage into the next world, take from Gnaw Twtb d>c Ring of 
Sanguine Green Wisdom, which adds five pH-Mnis to your Restoration skill, 
and from Domba the Belt of Sanguine Smiting, which adds five to your 
Blunt Weapon skill. 


Sanguine Impaling Thrust 

Gluronk gra-Shula on the second floor of Sadriih Mora’s Gateway 
Inn has a Thread as well: the Belt of Sanguine finpaling Thrust, 
which adds five points the w'carcr’s Spear skill. 

A BrotherhexxJ agent, this Ore assassin should apjxrar to your right 
immediately after you open the north-wing door. Like the 
Brotherhocxl agent in Khuul, she's a peaceful type, so this is more or 
less a holdup - OK, ic s entirely a holdup - and goes in the books as 


Sanguine Leaping 

The Shoes of Sanguine Leaping, which adds five points to the 
wearer's Acrobatics skill, arc in the possession of Dro'Zaymar, a 
Kbajiii who lives at C^ana! South-Three in Vivec’s St, Ddyn Canton 
- a working-class district just west of St. Olms. 

As w'iih Shotherra and gra-Shula^ you’ll have to kill or knock out this 
Dark Brotherhood agent to get the Thread. However, unlike the 
other assaults, you may be able to get away with this one, as it occurs 
behind closed dotirs in a private apartment and $0 escapes notice. 

But that doesn't mean you have to feel good about it. 


Before you reach Mehrunes Dagon worshipper Inganar, who hasibt 
Thread, you’ll have to beat down tw'o fire aironachs and afterwar(|| 
possibly, two oflnganar’s pals. 

Take the Glove of Sanguine Safekeeping (which adds five points to 
your Security skill) and get h;ick to friendlier terrain. 


Sanguine Silver Wisdom 

You'll find the Ring of Sanguine Silver Wisdom (which adds five 
points to your Illusion skill) in the sprawling Daedric ruin of 
Assurnabitashpi - found along the desolate north coast west of the , 
Urshilaku Ashlander camp. Look for Dark Brotherhood agent 
Earmil in the underground shrine. Lk>n*t fret if you can't find himj 
immediately. The shrine is deceptively large - it has two levels. cad^ 
with its own entrance - and he will eventually turn up. 


Sanguine Stalking 

You’ll find the Shoes of Sanguine Stalking, which add fiv*c pointsu^ 
your Sneak skill, on Dark Brotherhotxl agent Thovasi Alen in the] 
small shrine of Assarnatamat. 

Be warned: The surface ruin, in the Ashlands northeast of Balm 
is quite extensive and what with ash storms and persistent attacks^ 
from scamps and cliff racers, it's difficult to find the door by day a 
almost impossible at night. Make good use of your map, and seard| 
at the eastern tip of the site. 


Sanguine Unseen Wisdom 

Ostensibly, Indoranyon is a stronghold. 

That’s certainly what it looks like from 
the outside. 

But when the interior loads, you may 
wonder if the game has done something 
wrong, inside, it s barely a stronghold at 
all. This dungeon, located on Vvardcnfcll’s 
cast coast north of Tel Aruhn, is a hugc» 
sometimes treacherous and sometimes just 
confusing mishmash of cave, shrine and 
bandit hideaway... and with just a little bit ERLrNDIL 

of stronghold mixed in. 

That's just the most obvious way in which you've been fooled. 


Sanguine Safekeeping 

A forbidding journey for those unfamiliar with the Vvardcnfcll interior. 

Your destination j$ the Daedric shrine Ularradallaku. It lies inside 
the Ghostfence, north of the citadel Endusal. (It s amazing how* 
much normal activity conunues inside this hostile environment.) 

From N^ivee, your quickest route is silt strider transport to Ald’rubn, 
and then a quick jog south and east across the mountains to 
(ihostgate. Inside the Ghositcnce, follow the main foyada up the 
mountain, make your first left, and follow the foyada over the rise to 
Endusal. Head north, over a swinging bridge, to reach the shrine. 


A less ohvtou.s w'ay is that you didn’t actually enter through the 
door. Rather, you were teleported from the circle of candles outsidej 
the d<x>r to... uh, somcw'hcre else. And so rather than finding your' 
w'ay into the stronghold's recesses to find your quarry — Mehrunes 
Dagon worshipper Erundil — you must find your way back a correi^ 
sjxjnding circle of candles on the inside of the door, so you can 
teleport out again. 

You may walk in circles a bit, and a Levitate -spell is useful here and? 
there, hut your path isn’t that complicated, and you’ll soon find 
yourself in a large chamber with the exit on the far side and Erund^ 
on a platform off to your right. 

Gel over there quickly and take him out - he’s a sorcerer - and gcti 
his Ring of Sanguine Unseen Wisdom (w'hich bo<3sts your Mystici 
skill by' five points). 
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When It's Over 

When you're ready, turn all 26 Threads items into Hlaatu. He's 
dready got the Amulet of Sanguine Enterprise, so you only need to 
gel 26 more. (If you\e killed him, you've blown the quest.) 

Youricu'ard from Mcphala is a unique three-pronged spell, [serfeet for 
2 A assassin, that simultaneously casts Chameleon, Fortify Attack and 
Fortily Skill Shortbladc. Its vcr>f inexpensive in terms of Magicka - less 
dun a fiftli of what the spells would exist sej>anuely — and it never fails. 


iSPECIAL DUTIES 

Once you reach Rank 2 (Thrall) in the Morag Tong, you are eligible to 
reocivc these quests from Grandmaster Rno Hlaalti. 


Contact 

When talking to Hlaalu, select “sfiecial 
duties” and then '‘Dark BrotherhcKnl’' 

You’ve probably already heard about this 
group. It broke away from the Morag 
Tong many years ago, and the two organ ^ 
ixaiions are deadly enemies. Hlaalu wants 
you to contact them through a Vivee 
enchanter named Miun*(tei. 


MlUN-GEl 


You’ll figure out why two quests down 
the road. 


This an work out three ways. 

Uiuo Gei has shop in the Lower Waisiworks section of the Foreign 
Quarter. Get his Disposition up to 70. and heTl reveal hjs 
protherhood contact is a Khajiit named Tsrazami who can found in 
Vivee s Market Canton. 

If you don't talk the ulk, you can jitill get the information. Cheek 
the chest of drawers in Miun-Gei s bedroom downstairs and you'll 
fiodalcttcr from Tsrazami, which you can return to Hlaalu. 

However, if you’ve somehow managed to kill Tsrazami, the 
Mochanter can’t help you, Tsrazami was his Ume Brotherhood contact. 
Even so, you’ll complete the quest. Make your w'ay hick to the 
Gfamimaster talk about “Dark Brotherhood” again to put it to bed. 


Sanguine Fleetness 

Hlaalu has learned that a Dark Brotherhood member named Hrordis 
has the Belt of Sanguine Flectncss - another of Threads of the 
Wehspinner. You are to pay Hrordis a little visit at the Halfway Inn in 
Pela^ad and relces'c her of die belt. 

The inn's the last building on the left as you climb the hill toward 
Fort Pebgiad, Hrordis is in the middle room upstairs. She looks like 
Bide more than a kid. Rut you can’t picrsuadc her to give up the belt 
wd you can't steal it, so bile your lip, kill her and lake it. (The Belt 
iddsfivc points your Athletics .skill.) 

By now, you’re probably uwd to walking away scot-free from 
killings in the name oi the Morag Tong. But this im’t an execution 
and the crime probably will be detected. That means a 1,040-gold 


fine or jail time. II you’re short on funds and you go to jail — you 
shouldn't be, wdth go<xJ money coming in from writs - you’ll need 
lo retrieve the Bell from your prison’s evidence chest. 


Darys 

With Of without Tsarazmi’s help, Hlaalu 
has not been idle. Talk to him about 
“special duties” and “Movis Darys” to learn 
he wants you lo turn this BrotherhiKid 
agent and bring him into the Morag Tong, 

You must |>orsuadf Darys to join the 
Morag T3ng, or kill him. Turning Dary’s 
requires cither his good Disposition (70) or 
your good intimidation. However, killing 
him completes the quest ns well - and may 
better satisfy your instincts about him. 

(Once a spy, alw^ays a spy.) And Hlaalu will 
pay for the kill as if it was a Writ. MOVIS DARYS 

W'bile you’re here, make sure you gel the Belt of Sanguine IXmial. 
Movis Darys will give it to you if you're persuasive enough, and he'll 
have it on his corpse if you kill him. This item, which adds five points 
to your Block skill, isn’t required to complete the quest, but you’ll 
have to do It ev-enuially, and why make an unnecessary second trip.^ 

Carecalmo 

Hlaalu says worshippers ofMehruncs Dagon arc harboring Dark 
BrotherhiKxl members. You're to deliver an ultimatum to a cukisi 
named Carecalmo: Knock it off, or prepare for a war. 

You may never get to the ultimatum. When you find Carecalmo at 
Ashalmimilkala, a beautiful, waterlogged shrine on an island west ol' 
Balmora, he may just attack you out of hand. 

If so, kill him without bothering w ith the ultimatum. Even if you 
do persuade him to listen, he’s only going to attack you again when 
you unveil the Hlaalu’s proposal. (People tend to have strong 
reactions to ultimatums.) 

And what a shock I Carecalmo just happens to be wearing another 
gaudy item from the Threads of the WcKspinner Collection! Get the 
Bell of Sanguine Martial Craft (which adds five points to your 
Armorer skill) and return to Hlaalu. 


Sublime 

This quest could easily have been included in the "Threads of the 
Webspinner” section - except that Hlaalu asks you directly to get 
this item. 

go gel it. This lime, you’re off to retrieve the Ring of Sanguine 
Sublime Wisdom from And Rcthdas, who can be found in the 
Dacdric ruins of Yasammidan west of Aid V'eloihi. 

lust follow' the rocky coastline. You'll cross two bridges to reach the 
Dwemer ruins at Arkngihunch-Sturdumz. Yasammidan is just 
dowm the hill and across the water to the w'cst. 

Access is slightly tricky. Underw'aier debris prevents a direct 
approach from the cast, so you’ll need to swdm around the shrine 
and come in from the w'cst. 


X) 
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Rethdas will meet you on the ramp thar leads down into the shrine 
proper. Get the ring, which boosts your Alchemy skill by Hve points. 

But don't stop there. He wasn’t alone. Below, at the altar, you’ll find 
Mindeli Saren. She has another Thread - the Belt of Sanguine 
Stolid Armor, which boosts your Heavy Armor skill by five points. 

Report back to Hlaalu. 

Depending on your rank in the Tong, the Grandmaster may not have 
another quest for you for a good bit. This is a good opportunity to 
catch up on any outstanding Writs and recover Threads not available 
through Special Duties quest.s. 

When you reach Rank 7, return to Hlaaki for another mission. 


Assemerairan 

The Tong isn't the only secretive organisation that thinks Vivec s 
underpinnings arc ace for a base. The Dark Brotherhood has one 
under St. Olms Canton in the shrine Assernerairan. Durus 
Marius, a Brotherhood leader, is said to be there now. Hlaalu asks 
you to go kill him. 

You can find this base on your own. Itk in the city's Underworks 
(sewers), which are reached through a trapdoor in the Canal works. 
You can’t miss the guarded door. Hope you’re ready for a fight. 

All you are required to do here is kill Marius - he's the one who 
looks as though he should be a hero — but that may prove easier 
said than done. You’ll find yourself attacked with a high degree 
of simultaneity by three Brotherhood members and whatever 
ihcv've summoned. 


If you’re up to it, you may find the best 
approach is to kill them ail and let the 
Daedra gcxis sort them out. 

The result will be yoif re going to bring 
home a whole wagonload of new Threads, 
Marius himself carried the belts t>f 
Sanguine Su reflight (+5 on your 
Marksman skin) and Sanguine Hew'ing 
(+5 on Long Blade), while Relas Arothan 
had the belts of Sanguine Balanced Armor 
( + 5 on Medium Armor) and the Belt <jf 
Sanguine Deep Biting (45 on Axe). 



Durus Marius 


Sanguine sure seems to have liked making belts. 

Seems like a lot? You ain’t seen nothing yet. Get back to Hlaalu 
for a 2, 000 'gold payoff, and prepare to deal a killing blow^ to the 
Dark Brotherhood. 

Aid Sotha 

The Brotherhood’s headquarters h also close by - in the ruins at Aid 
Sotha near Y'ivec. You are going there now to kill leader Severa Magin. 

To find this shrine, follow a steady course northeast from Vivec 
through some pretty countryside and you'll run right into it. Inside, 
it s a relatively straight shot down the central ramp to the lower level 
and the shrine beyond. 


Magia, the Brotherhood’s “Night Mother,” may be hard to find. 
She’s in the southwestern room of the lower level, but watch out for 
the Dremora or Daedroths on cither side of the entrance. 

Once Magia and Llandralc Varam are dead, you’re in Threads City. 
From the body of Magia, you can recover the Amulet of Sanguine 
Nimble Armor ( + 5 to your Light Armor skill), the Gloves of 
Sanguine Swiftblade ( + 5 to Short Blade) and the Ring of Sanguine 
Fluid Evasion (45 to Unarmored), From Varam, who is at xhe 
Shrine, you’ll get rings of Sanguine Red Wisdom (45 to 
Destruction), Sanguine Transcend cnee (45 for Conjuration) and 
Sanguine Transfiguring ( + 5 to Enchant). 

That’s six Threads, Get back to Hlaalu for the ccxla. 


Grandmaster 

In which you reach Rank 8 and become Exalted Master of the Mora| 
Tong. It doesn't involve the Threads of the Webspinner at all. 

I Ilaalu wants to quit. 

Traditionally, the new Morag Tong Grandmaster executes the old 
one, and Hlaalu is prepared to fight with you. But he offers yoa 
the opportunity to depart from tradition and allow him to retire 
gracefully. He’ll then name you the new Grandmaster, and that'll 
be that. 


You just need to talk your way thr 
Nothing else is required. 


ugh the dialogue to this point. 


Of course, maybe you like tradition and think Eno Hlaalu is a hig 
baby. And killing lum will work as wdi — as long as you've already 
reached Rank 7 (Master). 

But note that, if you haven’t finished the ''Threads of the 
Webspinner” quest, Hlaalu s death or retirement will spoil your 
chances to do so, (You can't turn in your finds when there's no one 
to turn them in to.) 

This isn't the end, how'ever. Now^ that you've reached the top, you 
can perform the last four WTils. See "The Grandmaster Writs” 
section for details. 

And sharpen your sword. For while these assassinations are quite 
legal, they are nevertheless murder. 



END HLAALU 
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Qhapter ^ix : 
Morrowind Miscellaneous Quests 


Our third category' of quests in Morrowind is “everything else,” 
'{Miscellaneous Quests” covers assignments that don’t fit into the 
Mam Quest or Faction Quests - though they sometimes cut across 
fdicir paths. 

These quests are everywhere. They come from pct)plc you meet along 
the mad and out in the middle of nowhere. They spring from rujnors. 

There arc many more oi them than you might think* and they arc 
KMuedmes more substantial than you might imagine. While some 
ire as trivia] as helping a pretty woman who has lost her ring (or so 
diesayslor a man who has lost his pants, you may also find 
pMirsclf supporting the reconstruction of a lost shrine. You can 
have a hide romance. 

1] You can even walk Morrowmd’s dark edge as a vampire. 


UESTS BY Region 


ALD’RUHN 

The Empty Pockets of lenas Sarandas 

The financial affairs of lenas Sarandas ate in some disarray. You can 
bm this through the rumor mill, and confirm it by talking to 
merchants. No fewer than five of them, when questioned about 
^rork," will tell you that Sarandas owes them money. Each offers you 
aieward if you can either collect payment or recover the goods. 

Yhrecof the shops arc clustered just outside the town’s Manor EHstrict. 
ib’cnc Releih: Clothier is owed 50 gold for a fircjade amulet, and w'ill 
pay 25 gold for its recovery. Daynes Rcdothril: Pawnbroker is owed 1>0 
^ for two rings - made of ebony and glass, respectively - and will 
pay 50 gold to get them hack. And Tiras $adus: General Merchandise is 
'owed 50 gold for a racer suede bell, and will pay 25 gold. 

The other rwo shops arc off on the lowest fioor of the Manor f>isirict. 
Pandas owes 120 gold to IJcihcr V’ari: Enchanter for a pair of 
designer shoes enchanted with Eight, w'hich will pay 50 gold. And he 
cwts a staggering 360 gold to Bivale Teneran; Clothier for a brocade 
shift and silk piints. Tcncran's offering 50 gold as a collection fee, 

IWhen you visit the shops, ask after Sarandas himself He’s 
arcntly a nice yourig fellow. But you’ll learn that bis parents 
Ireccnily died, and that his inheritance and the fast crowd that came 
[with it have made him foolish. (He’s a gambler, and you’ll learn 
IdKwhcrc that he has a taste for the sauce.) 

iThc money’s gone, but the gCKxls can be recovered in a range of 
fferent ways to satisfy these five small quests. 

Now speak to Sarandas himself His house is on the right at the base 
of the stairs south of the Manor District. If you raise his Disposition 
to 60, or have a SpecchcraA skill of 50 or better, ask him about 
'overdue payments’' and then choose the ’’Offer a sympathetic ear 
and friendly advice” option. 


You’lJ shame him into returning the items. In fact, heTl give them to 
you right off his back, and you can bring them hack to the respective 
merchants. In each case, youTI get your c.ash reward and a 20-point 
Disposition bump (which amounts to a discount on future purchases). 

And now you're a local legend (if you weren’t already). Ask anyone 
in Ald'ruhn about “latest rumors” repeatedly and you'IJ eventually 
learn that Sarandas has donated his house to the Tribunal Temple 
and is studying to be a priest. (In fact, you can go visit him at the 
/Md'ruhn Temple. No, you do not get a share of his estate.) 

In faa, you can do this all over towm, talking repeatedly about “latest 
rumors” and raising everyone's Disposition to a maximum of 70. This 
has real advantages w'hen you’re shopping, looking for information or 
raising money for the Imperial Cull (as in the quest BuckmothAlms). 

A lew curves in this route can bring you to variations on the solution 
without the high Disposition requirement 

If you have flin, greefor Cyrodilic brandy in yogr inventory w'hcn 
you talk to Sarandas, select “Offer a drink of brandy and a 
sympathetic car.” 

If you have a copy of “Saryoni’s Sermons” in your inventory, select 
“Offer a quote from 'Saryoni’s Sermons' and a sympathetic car.” 

(You should be able to use a copy found nearby without stealing it.) 

Finally, you either knock Sarandas out or kill him and just lake 
everything and return it. However, you w^on’t get the “latest 
rumor” Disposition bonus (because you’re a thug) and, if you kill 
Sarandas, attempts to elicit “latest rumors” wrill actually lower the 
sjKakcr’s Disposition. 


Where O Where Has My Husband Gone? 

On the w'cst slope of the hill just west of the 
silt strider port, you’ll find Falonu Indaren. 

She and her husband, Drcrcl, were attacked 
by wild nix-hounds w'hile traveling Uiruugh 
the area. She played dead; he ran. Now they're 
separated, and you have to go find her hubbie. 


Indaren thinks he went w-c.st, and she’s 
right. Kill the nix-hounds in the 
immediately area — usually one north of 
Indaren and two more over the hill to the 
west - and start your search. Follow the 
foyada w'herc you found the tw'o nix- 
hounds to the north and northwest. 


Falanu Indaren 


After you turn norlhw'cst and pass a dead tree, you'll see some stones 
high up on the southwest slope. Drerel Indaren is up there. Speak to 
him and he’ll follow you Uick to his wife and give you a Block 
skillbook (“A Dance in the Fire, Chapter 2”). 

(This wdll w'ork equally well if you stumble upon Drerel Indaren 
before you find Falanu.) 


Morrowind Miscellaneous Quests 
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Rhymes with Rich 

If you leave AJd'ruhn by the south exit and head west, you’ll run 
into one Viairix Pctilia. She is a pain m the neck. This will be 
apparent immediately from the way this wTlhio-do pilgrim talks to 
you - as though you’re her servant. 

“You there! Yes, you. I'm in need of an escort. You’ll do in a pinch.’^ 

Specifically, Pelilia has to get to Ghostgate within two days. Agree 
to escort her and she’ll start to follow you. 

Its a pretty long haul as escort missions go, but the raid is open, the enemies 
relatively few, and if you don’t get too far ahead ot your employer, the trip 
slxiuld take not c\'cn Haifa day. Of course, if it doe.s take longer, she'll let 
y-ou know, and might cs-entuaJly decide to find her way on her own. 

“Do you have any idea where you're going at all? I'm in a hurry, 
and you're as slow as a three-legged guar.'^ 

Head east, past Buck moth Fort, and you’ll connect up with a foyada 
just north of the Daedric shrine Ramimilk. Follow this northeast 
and cast to the Ghosilcncc. Then follow the Ghostfence south to the 
Foyada Mamaca and north to Ghostgate. 

Resist the temptation to strand Pelilia someplace really nasty. You’ll 
need to take her to the shrine inside the Ghostfence. It’s at the end 
of the right-hand spur off the main path up the mountain. (If you’ve 
performed the Pilgrimages of the Seven Graces for the Tribunal 
Temple, you’ve been here.) 

She'll pay you olT- not wdl, given what s she pul you through - and 
make another nasty remark if you talk to her again. 


The rich really are different. 




HISIN DEEP-RAhD 


Semi-Naked Barbarian in the 
Middle of the Road 

This ones a bit of a walk. Head straight 
west out of town and follow the road into 
the West Gash region, (Right after you 
pass the Maar Gan road, the ground will 
change from gray to brown.) Continue 
west through a rocky gorge to a “T” 
intersection with the Gnisis road. To the 
east, you’ll see Hisin Deep-Raed. 


This barbarian is a stale. Deep-Raed apparently was on... well, 
intimate terms with llie witch he was escorting. He doesn’t say exactly 
what happened, but it wasn’t good. She cursed him with a disease that 
paralysed him and left him virtually naked in the middle of the road. 

Now\ you could kill him. He can’t fight back, can hc.^ But killing 
him won’t get you anything that Deep-Raed won’t give you freely 
when you release him from the enchantment. 

So either give him a Cure Disease potion or cast a Cure Disease spell 
on him, and he’ll give you a family heirloom - an enchanted fur 
helm called The Icecap. 

You’ll leave him even more naked than before, and still muttering 
aU)Ui the wuch. 


Taking a Load of Shirt 

From the Spot wdicre you found Deep Raed, make a giant U- 
turn by heading wxst, southwest, and south. You’ll see an 
Argonian standing beside the road. His name is Rasha, and he 
has “pressing business” that demands your attention. 

He wants you to deliver five exquisite shirts to Bivale 
Tcncran: Clothier in Ald'ruhn. Tcneran will pay you. Rasha 
asks you to swear to Zenithar to seal the deal. Agree, and 
head back to Ald'ruhn the way you came. (Do it quickly if 
you’re in need; until you hand over the shirts, you won’t 
receive service from anyone in towm.) 

You already know Tcncran’s shop is on the lower level of the Manor 
District. (She was one of Sarandas’ creditors.) Talk to her about 
“Rasha s shirts’* and receive an enchanted Belt of Iron Will. 


A Favor for a Thief 

By quest-giver location, this is almost more of a Gnisis mission, but 
since you’re out this way on .Ald'ruhn business anyway, and since it 
takes you back there, w'c’ve affiliated it with the latter community. 

Mavbe w^e should have affiliated it w'ith the moon instead. 


Lucan Ostorius can be found bciw'ccn the 
compact Daedric shrine of Dushariran 
(inhabited by some very tough Ores) to the 
east, the Ashimanu Egg Mine and the very 
nasty Sixth House base of Mamaca (a 
destination in another Miscellaneous 
quest) to the west, and a small camp of 
mabrigash (Ashlander witchw^omen) to 
the south. 
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Unfortunately, none of these reference points 
is exactly obv'ioas. Even the stretch ol road on 
w hich Osiurius is standing doesn't connect to 
anything. So we need to rewind a bit. 


LUCAN Ostorius , 


Remember the spcji where you came through the rocky pass out of 
the Ashlands and saw Deep- Raed? 

Well, if you turned west at that point, instead of east, you’d be on 
the road that pas.ses closest to Ostorius. Follow it west, northwest, 
and finally north. Once the road turns north, you’ll come to two 
signposts. The second has no pointer for the road to the cast, which 
leads to the cggminc. From the cggminc, you just need to dunbova|| 
the rise to the cast and look north and you should see Ostorius. 

He was supposed to meet someone at this out-of-the-way spot, and 
has missed his contact. Ostorius asks if you’re beading to Ald'ruhn 
and wonders if you can do him a favor. (He'll put it a little 
difTercnily if you’re in the Thieves Guild.) 

Agree, and deliver the four wcafxins he gives you to Yak gro- 
Skandar at The Rat in the Pol cornerclub - located to the right of 
the stairs — by speaking to him about “Lucan's shipment.” You’ll get) I 
100 gold out of it and, if you’re in the Thieves Guild, your 
reputation within that faction will increase five points. 
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Vou can rip off Ostorius - 
Jar yourself. 


selling the weapons or keeping them 


But be prepared for payback if yon do - or even if yuu just procrasti- 
late. Should you enter Ald'ruhn and leave without completing 
delivery, Oslorius will appear behind you and attack. 


Mamaea 

iAipin-off from the Main Quest. 

i 

lEiriyin that story, (^lius Cosades will send you to Ald'ruhn lo elicit 
ifijfinaijon from a wealthy Ashlander-iurned-trndcr namc«l 
HassourZamsubani. Zainsubani will mention in passing that his 
KNi.Hannat. is exploring an ancient complex at Mainaca. and that 
he'd be grateful for news of the btiy. 


Haanat has found an unusual way to experience Mumaea. He's a 
I priwncr there. Once the sequence with his father is comjilcrc, you 
an rescue him. 

You may have stumbled onto this, strange place ~ a giant Sixth 
House base- while looking for l.ucan Ostorius. (See the previous 
I qocsL) It's divided in three large sections - Sanctum of Awakening, 
I Sanctum of Black Hope and Shrine of Pitted Dreams — and all will 
be well-supplied in Dreamers, Ash Slaves and C-orprus Stalkers. 

Hannafs locked m a cell deep in the second section. You won't warn 
liiin following you as you explore the most dangerous regions, so let 
Ibnisil light until you’re done and pick him on the way back out- 


Great prizes await thiise who penetrate to 
the shrine: the spooky heavy Daedrtc helm 
Face of Inspiration, eb<my l)oms and a 
great enchanted dagger called Fang of 
Havnekhtriainci. 


i . 

I % 


HanatZainsubani 


Once you've cleaned up the place to your 
satisfaetton, release Hannat. He’ll follow 
you back outside. The next rime you’re in 
Ald'ruhn, [xip in to the Aid Skar Inn to Set- 
his father. The grateful Hassour, ilown the 
sta irs at the right rear of the inn, will supply 
a rich man’s reward; ebony, an enchanted 
shorrsword, and an enchanted unarmored- 
comhat ring. 


ALD VELOTHI 
Into Palansour 

iThc wild northern reaches of Wardenfcll arc thick with thieves and 
finugglcrs caves. Dealing vvith most of them is pretty simple. You get 
to, dub anyone who looks at you funny, fill your pockets wndi their 
ibdoogings, and get out again. 

'Palansour, along the ccKist wiuth of Aid V'elothi, is a little iJifTcreni. 
Someone, or something, has already gotten in here, and .set up one of 
Morro\vind's more obscure quests. 

To reach this cave, head straight south from Aid VY-lothi’s tower and 
along the eastern edge of a ravine. Follow the rope guard rail to a 
winging bridge, and cross it. Do not cross the second bridge. 


Looking south from the end of the first bridge, you'll sec a low rise. 

T his conceals the entrance to Palansour. 

Scamps! Three scampsl And an Ogrim! They've killed almost 
everyone - even the guy in the boat outside the water-level back 
door! And they’ve taken their victims’ dotUcs ofn And they’ve lx:en 
<gulp> cooking! 

You won't get a clear explanation (Thow this smuggling operation 
WTUt awry until you reach the lone survivor. In wold, the incompetent 
sorcerer resjxmsiblc for this disaster, can lx* found in a locked cell high 
in the south wall of the main chamber. He asks you to bring him a 
Levitation pKJtion so he can c.scape. (You should find three such jxrtions 
in the cave.) 

In return he'll offer you the fancy hat and skirt the scamps made 
him wear. 

Doesn’t sound like much of a reward, does it? 

Nope, and you should act on that thought. You c,in take both, either 
one, or neither. If you take neither, anti let the sorcerer walk out of 
here with dignity (well, a little dignity; he is in drag), your 
Reputation will go up a |x>ini. 


A Symphony in Slaughterfish 

South anti west of Aid \ eUuhi, and m,m 
wearing the armor of the ImjK-rial 
Legion stands ou to[i of a mountain and 
says wild things. 

You can help him, but first ygu have to 
find him. And in this tangled countryside, 
this can be a bit difficult. 

From Aid V'elothi, make your way west 
along the coast toward the Dwemcr 
ruin Arkngthunch-Sturdumz. Shortly 
before you reach the bridges leading to 
the ruin, you will see a path down the 
hill to the south. Follow it to a signpost. 
At the bottom of the hill, head west to 
another signpc»st. 


Din 


Our objective is the top of the tall mountain to the southeast. From 
your current location, you can either head south and circle around 
behind the mountain to find a path up or, with greater case (though 
greater distance), circle up behind the next hill to the west an<l cross 
the swinging bridge east to the mountain. 

You’ll find a man named Din standing close to ilie rojx* guide rail. 
Din is plainly mad. Every' sentence out of lii,s mouth seems to be 
from a tjifferent conversation. 

Hut while some of the things he utters are threatening, he doesn’t 
actually seem dangerous. Speak to him about “catch some 
slaughterfish” and then about “muddled," and you’ll get options 
to cure him. 

If you can’t cast Cure Disease, have Din follow you to the healer 
Mehra Drora at the Gnisis Temple. As you approach, he'll 
suddenly become s.anc enough to give you some gold and boost 
your rep within the Legion. 
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If you cm it, 4o 50, and «pare a potentially harrowing trip 
through confuting country, It'll be like nothing ever happened. 

And, suddenly^ Din is just a normal guy again « He was much more 
fun when he was totally nuts. 


A Ring and a Prayer 

On your way to Din, at the second 
signpost, you probably noticed a woman 
and a man standing by a pool of water. 

Tl^ WilOtAII, Idblli:^ 1 ^ UlkJ iin. 

a little quest to recover her lost rbg> which 
apparently has rolled into the water. (If your 
character is male, this will be accompanied 
by some flirting and a few choi^ words to 
heighten your ardorJf female, the offer is 
much more straighdbnvard.) 


?TrNt.m. fujNi. 


Accept, and, if your character is male, Idtne also proposes to discuss 
your reward that night after shc*s done dancing in Gnisisv 

How could you say no? This girl is a tomato. {She's got kind of a 
young Judy Garland thing going on.) You might notice her friend, 
Tavynu Ted ran, hanging around nearby. Of course, she's invisible:, 
so is tough to notice. SdU, this is something most guys arc jumping 
Into with both f«t. 

Well, it's all baloney. You^re not about to get lucky in Gni^. This is 
a robbery. Didn't you think it was strange that Camoiina Tong and 
Thieves Guild were included among Jelinc^s few conversation 
topics? She and her compatriot just want you in the water so you'll 
be more vulnerable to their attacks. 

Once you get hold of the ring, sweet little Jeline will start chucking 
throwing stars at you and Tedron taking shots with a bow and arrow. 

Just kill theiHr and take their stuff for your reward, Tcdran has a 
fair amount of gold, and Jeline a couple of enchanted weapons. 

Oh, the ring itself? Probably not w^xth ihe ef fort. It’s worth 
only 30 gold, 

Ahkmml’sa ashi-anokr Camp 

Dream of a White Guar 

Urshomusa Rapli, an AshJandcr at the Ahemmusa Camp^ has seen 
you in her dreams. Not those kind of dreams, goofbaU! Symbolic, 
Ashlander-typr dreams. She also dreams of a White Guar, which 
she bdteves to have been sent by the gods to help her troubled tribe, 
and asks you to find it. 

Agree, and she’ll give you a clue: She saw the guar at a fork in a 
path, a spot ** where the rocks grow from the earth like the fingers 
of a hand,” 

Now, where have you seen a path around here? If you made your 
way northwest from Tel Mora, maybe not at all. But if you head 
west, past Rapli. you'll eventually see a trail opening between two 
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low rises, bordered by stones and 
blue flowers. Follow it west, 
south and west again to "T" 
intersection marked by five stone 
''fingers.” (Along the way, ypuli 
pass the fellow who'll give you 
the next quest.) 

The White Guar should be right 
nearby. Approach, and it should 
start to move west. Follow it. 
When it finally check out 

the rocks nearby you’ll find a 

corpse and, OU the the 

Amulet of Ashamahu. 


With the amulcu get back to Rapli and talk to her about the White 
GiUr and d)cn about the omuleu It turns out that^ many years ago, 
Ashamanu was a healer who gave her life to save others; it's said 
she'll give it again and again so that the Ashlandcrs may live on. 

You’ll give Rapli the amulet^ and she'll give you the enchanted 
Shield of the Uiidaiuntcd^ 


They tried to kill Athandenl You bastardsl 

Now get hack to that fellow you passed along that westerly path to 
thr five stone fingers. Athanden Cuith tells you that he’s been 
robbed by a pair of "bastard Ashlanders’’ and promises you a 
generous reward from his friend Berwen in Tel Mora if you recover 
his guar hides. 

Bock at the Ahemmusa camp^ talk to anyone about the attack and 
they'll immediately identify the bandits as a pair of outcasts — 
Emut-Ron and Kashtes Ilabad - who have a camp to the south 
along the water. 

They’re easy to find. And they admit to the theft, since they 
think you're not going to escape with your life. Show them the 
error in their ways, and take the 10 hides ofTEmul-Ron's body. 
Can them back to Oirith for his thanks, and kc Berwen at 
Berwen: Trader in Tel Mora for three Fortify Health potions 
and the enchanted Ring of Hornhand. 


bai.mora 


Bloodbath 


If you've reached Level 6, you can Icam 
about this tough quest by asking people in 
Balmora about “lialc secret." You'll hear 
that Larrius Varro at Moonmoth Fort 
wants to talk to you- About what^ no one 
seems to knoWn 

When you first talk to him in tbc fort 
barracks east of town, you may wonder if 
Varro himself knows. HecKpo^bis 
words so carefully that he winds up saying 
nothing — which is precisely his design. 
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Question him a bit to indicate your interest, imd he'll open up. Varro 
wants you to do something he can't — identify and eliminate five 
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members of the Camonna Tong criminal syndicate. He doesn’t 
biiw their names or where to find them. He knows only their 
oiling^ - scout, pawnbroker, savant, thtef, and srjiilh — and that 
ihcy'rc all in Balmora. 

can ask around Balmora about “bad people,” but, c’mon, you 
It assassinate jjcoplc by p<dl. Folks with a Disposition of 50 or 
cr will point you to the Thieves Guild at the South Wall 
Qjnicrclub. (If you haven’t figured it out already, the C/uild and 
theCamonna Tong arc at war.) Pump a Guild member's 
jpcsition up to 50 (30, if you’re in the Thieves Guild), and you’ll 
pralist of your targets. 

We’d give you the luamcs, but you don’t need names. They’re alt at 
ibr Council Club, and three are in the same room. (Another is 
;:^!airs at the entrance, and the other is in die cellar) And except 
&r proprietor Banor Seran, who you don't have to kill, this 
poDsdtuies the entire population of the tavern. 

Soilsgoing to be clean and convenient, but it’s not going to be easy. 

AJ] five targets arc well-equipped IjtvcI 9 characters and you may well 
juve to face more than one at a time. Get in, hit hard, and get out. 

YouVe an instant fugitive, so don't talk to guards before you see 
Varro. Don't even get close to them. V'arro has a lot of pull a$ hegion 
ipion and will lake care of things - removing the crimes from 
record and supplying the promised ’'nice prcscni” from the 
ror (a Ring of Surroundings with the Chameleon 
nimcnt). Your reputation also goes up a point - your deed 
quickly cnicts the rum<ir mill, w here it is bkamed on the Thieves 
;Guild - and \''arro’s Disposition goes up 20 jx»ii>ts. 

You've done the job. And you’ve given him his bloodbath. 

Barbarian at the Bridge 

Varro can offer you one other bit of work. 
If he has a Disposition of 40, you can ask 
him alxiut “careless travellers’' and he’ll 
mention a Nord highwayman who has 
been waylaying the unwary near Hfa Oad. 

You'll find Fjo! at the south end of the 
bridge north of that fishing village. Talk to 
him about “murilcrous outlaws.” If his 
Disposition is less dian 40, he’ll volunteer 
that he is a murderous outlaw and demand 
100 gold. If it is 40 or better, he’ll still ask 
for your money, but now he'll make it 
sound as though Ik s doing you a favor. 

Give him the money, and you’re done. Yc^u can report Fjols location to 
Virro, without rew ard. 

Don’t give him the cash, and you’re in for a fight, and a 100-gold 
reward when you report h;ick to Varro. 


FJOL 


remain untapped. The equipment sits idle in deep darkness. Fire 
atronachs, nix-hounds, and alits walk its silent halls. 

To reach tlie mine, leave Balmora by its south exit and follow' the 
north bank of the Odai souihw'cst, past the Shuik Egg Mirjc, to a 
swinging bridge. Cross the bridge and head straight cast cross- 
country. Tall cliffs w'ill rise up before you and you’ll soon see tJtc 
mine entrance Hanked by three giant boulders. 

You can explore it. If you have an experienced character and a good 
light source, you could get rich quick on the ebony in here. 

But you don’t have to explore. If you simply enter the lost mine, 
you've re-discovered it and set up the conditions for the quest. 
“Vassir-Didanat Mmc” w'ill now appear in your topics menu, and 
three Hlaalu councilors w-jll promise great rewards if you reveal to 
them the mine's location. 

Ofeourse, certain people w'ill simply promise rewards and not 
deliver, and you’d best hear all offers before you spill the beans. For 
instance, Nevena Ules, who can be found at UIcs Manor, right across 
the water from Suran, talks a good game, but never gets s|Kcific. 

On the other hand. Dram Hero, found at St. Olms Haunted manor 
in V'ivec, will offer you your choice of a half-do:ico Dcadric 
weapons. And V^clanda Omani, at Omani Manor northeast of V^ivec, 
will pay you 2,0(X) gold. 

Your choice. 


The Last Words of Ernil Omoran 

North of Balmora, under a stone arch a short distance off the 
Caldera road, you’ll find the IxKiy of Ernil Omoran. 

What killed him? The Alits yt>u may find hovering nearby? Maybe. 

The drug Sk<x)ma? Maybe. FIc has a Sktxima pipe in his inventory - 
along with an ambiguous (l^ui not suicidal) note addressed to a 

Rut you really can't know. 

Take the pipe and the note. 

There is a Tsiya in Balmora; she has a house fronting on the river on 
the w'est side of tow'n. You’ll have to let yourself in via lockpick or 
spell. You’ll find Tsiya upstairs. Speak to her about “Note from 
Ernil." She w’ill ask if you found anything on the body. Tell her yes, 
and you'll exchange the pipe and the note for gold and moon sugar. 

Tsiya is clearly embarassed about the pipe, claiming it is for a friend, 
hut not so embarassed that she drxrsn’t lake it. 

Strange, and somehow' sad. 


Pillow Talk 


The Lost Dunmer Mine 

j How do you lose a mine? Don’t know% hut it happened in the Odai 
River valley south of Balmora. The once- productive V'assir-Didanat 
Ebony Mine has become the V^issir'Didanai Cave, 


A super-obscure quest, though a very minor one. 

Remember Dracayne Thclas from the early Fighters Guild quest 
Rat Hunt? Right, the pillow freak. She ha<l a w'ho)c bunch of 
pillows in her little house on Balmora's cast side, and apparently she 
ordered even more. 


No road runs past the mine’s door. Us rich stores of raw' ebony 
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Morrowind dcx^sn't send you out very often to explore its many 
shipw'recks* (Just one other quest involves exploring one.) But if you 
visit the Abandoned Shipwreck north of the Sanctus Shrine, you'll 
fmd in the cabin an invoice for 40 more pillows bound for Thclas. 

They're on b«iard. On the louder lev'cl, you’ll find four crates, each 
containing eight pillows. The last eight are lying uncrated around 
the stairs to ihc upper level. 

You don't suppose... 

No, you don't. Though you can collect all 40 pillows, you can't 
actually give them to Thelas. (Think about it: Would you want 
someone dumping 40 salt- water-soaked pillows in your parlor?) 

However, Tildas will acknowledge the pillow invoice - it's useful for tax 
purposes, we figure — and give you an ‘ extra<omfy piUow” as a reward. 

This does nothing at all — except change the message when get you 
you awake from sleep. 


Caldera 

Heirlooms 

Approaching Caldera from the south, you 11 see a woman standing 
at the base of the hills just east of the southern part of towm. 

Aeta Wave-Breaker has been robbed. A gang of bandits, led by the 
Khajiit Dro’zhirr, took her jewelry, including two family 
heirlooms. She’ll ask you to get them back and indicates that the 
thieves have a hideout somewhere cast of the towm (which guards 
in town will confirm). 

The bad guys arc in the cave Shushishi. Thi.s may he a struggle to 
fmd. These hills don’t want to be climbed. And the door, facing 
west, is located at the end of an almost sheer-wallcd canyon to the 
northeast. (You’ll have better luck climbing the hills farther south, 
and then following the ridge north to the canyon. You can drop 
down using rocks protruding from the canyon’s eastern wall.) 

You can fight your way into this good-sized cave or simply run your 
way through. You’ll have to go almost to its end to find Dro’Zhirr. 
For a bandit, he s very much a businessman, and hell take you up 
on a proj>osal to split your 3(X)-gold reward. C)f course, you c,nn just 
kill him ,‘md take the jewelry. Either way will work. When you've 
got them, return to Acta and talk to her about her ’‘family 
hcirUwms." She'll give you the 300-gold reward. Whether you take 
Dro'zhirr hi.s share is your decision. 


that she cast a paralyzing spell on him and tc>ok all his posscssiom- 
jnduding his enchanted axe Cloudcleavcr - and then abandoned 
him to the scorn of pas.sers-by. He’s still a bit bee-stung from the 
spell, but thinks he met her at a camp to the northwest. 

With Hlormar following you, make your way northwest along thej 
Ald'ruhn road, and then north at the first intersection. You’ll fm<l 
the “witch” along this road. 

Talk to her about Hlomar. It turns out she’s a healer named Sosia 
Caristiana. She says she enlisted Hlomar an her escort on the roadw 
Caldera. He got “entirely too friendly for his own good.^' She casta 
Sleep spell on him, look his stuff as a Icssson and took Cloudclcavt| 
so it didn't wind up buried in her skull. 

Ask about Cloudcleavcr and learn Caristiana is not willing to rctui^ 
the axe quite yet, as Hlomar still Icxjks fit to be tied. However, shell 
meet him three days hence at the Caldera Mages (mild, when he’s 
had a chance to cool down, and turn over everything. O^nvey ihisioj 
Hlomar as “Sosia s offer.” 

Tliis does not lighten the harlxirian’s mood. He forces you to take 

Side wuth Caristiana and he’ll attack you. You’ll have to kill him. 
(You’ll also have to kill (Caristiana d you want the axe.) She willgiitl| 
you two healing potions and a fatigue potion, though. 

Side with Hlomar, and he’ll beat the snot out of Caristiana, withof 
without your help. Take ('loudclcavcr from her body (Caristiana 
aivso has an enchanted Steel Staff of Chastening), and speak to 
Hlomar alwui (Cloudcleavcr for another choice: Give him the axcar 
keep it. Keep it, and he attacks you. Give it to him, and he’ll supply I 
fighting tips that boost your Strength by iw'o points. 

The Note That He Never Wrote 

Sec that btiuldcr right across the r»jad from where you met Hlormar 
Wine-Sot? The Ore Bugrol groBagul is hiding behind it. Apparendj^j 
he’s being sought by the authorities in Caldera in connection with an 
unspecified “something bad.” if you select “help me” in conversation, 
he’ll ask you to take a note to his co-conspirator — I mean, friend - 
Bashuk gra-Bat. 

Her house is back in Caldera, on the left side of the street right aftcr^ 
the r()ad to the Governor’s Hall. She’ll give you a note to take back 
to him. (You can read the notes w ithout annoying the ores; both arc 
elegantly stupid, and gra-Bat’s is insulting.) 

Cart this note Ixjck to gro-Bagul, and he’ll give you a diamond (he 
tiiinks it's just a rock, and is rather proud of himself for deceiving you). 



HLOMER WlNE-SOT 


A Pattern Emerges 

North and west ol Caldera, you will run 
across another semi-naked barbarian with 
another story of seduction and betrayal. 
(Check out Deep-Raed’s similar tale in 
“Semi-Naked Barbarian in the Middle of 
the Road” in the Ald'ruhn section.) 

Hlormar Wine-Sot is on the right at the 
intersection for the road to Ald'ruhn. 
He'll claim that he w as on his way to 
Caldera w'hen he w'as seduced by a witch. 


Now% if you w'ant to know’ w’hat these two 
Ores did, no one’s going to come out and 
tell you. But you can sort it out from corre 
spondence found in the various people’s 
houses. Check the note from Irgola you’ll 
find in Bashuk’s place, and another at 
V’alvius Mevureius’ house (on the right as 
you re-enter Caldera). 

The state of disarray here - there is even a 
bottle under the bed! - should tell you 
something. 



BUGROL GRO-BAGUll 
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NHEART 
iai Delivery 


fust south of Tel Fyr, there is a path west into the Vvardcnfell 
interior. Its a little slice of Hell, with lava, dead trees, steam vents 
and dead gray hills. 


You 're a postman. If you ask Llaalam 
Dredil on the second floor of Castle 
Ehonheart about '‘running an errand,” he 
will ask you to deliver a letter to J’Zhirr at 
the East Empire Company and return 
with his response. 

This is dead simple. You'll find the Khajiit 
in the East Empire Company Hall down 
by the Eb<;n heart docks. Talk to him about 
a “delivery from Llaalam Dredil," and he'll 
take the note and give you one for Dredil. 
Return to Dredil and talk to him about 
“running an errand" again. He'll take the 
note and pay you off with 75 gold, 

Ytiu can read the notes. They seem innocent enough on the surface, 
im note that the biggest price increase is for Dwemer artifacts. And 
(could Dredil be doing for the E^st Empire Company that’s 
10,000 gold 

Itiiwi'l be the last time you see this letter. 

An Enchanting List 

Fcfc’oftbe Miscellaneous quests arc chained together in sequences, 
hit this one is. 

If you've proved yourself adept at small, menial tasks by completing 
the Special Delivery quest above and the Rats! quest in Vivcc, you 
angel a third, more advar\ced quest from Bolrin - the little owl- 
lie wood elf in the East Empire Company Hall in Elwnheart. 

Speak to him about “further assistance" and then “information 
pthenng" to learn that the East Empire C'ompany, jealous of Vivec 
adianter Audenian Valius’ high profits and exclusive clientele, 
wants to know what he’s .selling and to whom he's selling it. You’re 
ID obtain a list. 

You may already have seen the list; it's on the shelf in Valins' back 
room. It's easy enough to grab it, but there's one small problem. See, 
Valiusisan enchanter, and hc^s enchanted ibis list to summon a 
Huager if someone other than he picks it up. Oops. You’re 
Jlwnediaicly attacked by the Hunger guardian and quite possibly by 
Valius himself on your way oul Cet the document back to Bolrin, 
ind he'll reward you wdih a very substantial payoff: 700 gold! 

Erabenimsun 
Ashlander Camp 

A Runaway Slave 

This isn’t an AshlantJcr-related mission, 
but the Erabenimsun Camp is the closest 
reference point, and you may even 
stumble upon it while performing 
another mission. 




rZHIRR 


In this god-forsaken place, just south of the beginning of a lava river, 
you'll find a lone Argouian named Rcch-Ja. 

Initially, all he’s likely to say is that he wants to go home. 

Rcch-)a is a runaway slave and, a$ such, reluctant to talk about his 
plight to just anyone. But if you can coax his Disposition up to 50, 
he’ll confess that he’s trying to get to the Argonian Mission in 
Plbonhcart, (If you’ve had dealings with the Mission on quests for 
the Imperial Cult, you already know it's involved in spiriting 
escaped Argonian slaves out of Morrowdnd.) 

You can be a hero, a villain or just another indifferent passer-by. 

If you’re feeling up to it, you can csccDrt the slave either to Molag 
Mar,vvhcrc you can pick up a silt sidder or ship, or all the way to 
Ehonheart. It's a long road - you’re traveling almost from coast to 
coast - but it is dear, wide and, soon, well-marked. Head w^cst and 
southwest along the lava river and you’ll see a signpost ahead of you. 
From here, just keep following the signs for Vivcc, Pelagiad and 
Balmora, then Vivcc and Pelagiad and finally just Pelagiad, w'hcrc 
you’ll pick up signs for Ehonheart. 

Note that you’ll face a pretty fair amount of low'-to-moderate level 
fights until you get out of the mountains. Balance your desire to 
clear the path ahead with the need to stay dose to your charge — 
both to keep him moving in the right direction and to gaurd against 
surprise attacks by cliff racers. 

The mission is in the Hawkmoth pari of the Ehonheart fort 
complex. Take Rceh-Ja to consul Im-K.aJaya. He’ll give you a Blood 
Belt (w'hich has a nice magical health boost), and your reputation 
within the Twin I^mps abolitionist movement wdjl jump U) points. 

You can also sell out Rech-|a. If you're feeling sleazy, or simply don’t 
relish the long trip, return Rech-Ja to Savile Arnayn at Td Aruhn’s 
Slave Market, where he's w'orth 150 gold alive and 50 gold dead. 
(However, if you go this route, you're better off not speaking about 
Rcch-Ja to Im-Kilaya in any future encounters, as this reduces your 
rep with the Twin Damps as much as saving the slave w^ould have 
advanced it.) 

C)r you can leave Rcch-|3 to his own devices. After all, it is a long 
road to EN^nheart and if you’re out cast to begin whth, you probably 
have other tasks at hand. 

In any ease, he’s not going anywhere without your help. 


Hides in Plain Sight 

Apparently these guar-hidc holdups arc a 
pretty common thing, Marsus Tullius has the 
same complaint as Athanden Girith up north. 

Buit this lime, the situation’s a bit 
more complicated. 

You can tlnd Tullius northwest of the camp. 
It’s a link- easier to find him if you go a little 
out of your w'ay. Remember the area where 
you found Rcch-Ja.^ Well, if you find your 
way back to the coast, and then head north. 



Marsus Tullius 


Reeh-Ia 
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you II coinc upon a long inlcl with a lot of muderabs on its beaches. 
VWst of the end of the ixilet, you’ll find Tullius standing out in the open. 


He says two Ashlanders jumped him» took the hides and vanished. 
Can you get them buck? Docs Tullius deserve to get them back? 


The nearest Ashlander camp - the only one nearby, in fact - is the 
Erabenimsun camp to the southeast. It s easily reached by returning 
to the coast, heading south, then inland at first opportunity and 
south again Utrough a defile between two hills. 


The Ashlanders here report that those responsible, Timi and 
Hairan, are “honorable warriors,” and speculate that the trader 
offended them or poiichcd from the tribe s guar herds. 


Put this together with what Tullius has already told you about finding 
a large guar herd to the south, and this sounds a plausible explanation. 


You can conllrm this by talking to the warriors themselves, who are 
both in camp. They arc adamant: they simply took back what 
already belonged to the tribe. 


This can ptay out a few ways. 


If you’ve already completed the pun of the Main Ducst that makes 
you an Ashlander, the warriors will recognixe you as a brother and 
simply offer you the hides. 


You don’t have to take them. (After all, their actions seem just.) If 
you decide not to take them, you'll receive a Herder’s Belt as a sign 
of your friendship. 


However, if you’re $till an outlandcr to the Erabenimsun, and you just 
have to have the hides now, youll have to tan the warriors’ own hides 
and take the guar ones. But given that the A$hlajidcrs vvere within 
their rights to reclaim the goods, that may not sit right w'ith you. 


Then again, one of the svarriors may attack you and settle the issue. 
You can either fight it out then and there or run awMv and return 
after he’s cooled off. 


But a nice compromise is to let Tullius cool his heels for a while. 
Don’t take the hides right aw^ay. Wait until you’re a clanfricnd and 
the .Ashlanders are willing to give them to you. Tullius refers you to 
his father in Tel Aruhn for payment. Stentus Tullius is the guy 
walking around town who looks just like Marsus. Speak to him 
about ‘‘hlarsus Tullius' hides” to get your 200 gold. 


Gnaar Mok 


A Most Peculiar Woman 


Follow the signs for the main Ald'ruhn 
road out of Caldera, and you’ll run into a 
mcrchaot named Pcmcnic- Her escort on 
her trip to Gnaar Mok has taken a break 
and she asks you to fill m. In return, she 
offers you the Boots of Blinding Speed. 


Then again, every time it comes up, she 
sounds like she’s on the verge of reneging. 


Pemenie 


Bui a quest is a quest, so agree and start 
towrard Gnaar Mok. Once you cross the 



plank bridge to the village, she’ll turn over the boots. What a surprisc|j 


Or is it? Ask about '‘Pemenie the trader” in Caldera or Gnaar Mok,i 
and you’ll learn she has a bounty on her head. 


”.. .although no one would bother trying to collect it. She’s a dippeij| 
one. Often deals in shoddy items. Great promise, but low rcw'ard. 
You know?” 


Maybe you should iry on your new boots. You may be in for a surpriitj 


Gnisis 

Man Without Pants 


Just slightly cast of the silt strider pon, you'll find Hentus 
Yansurnummu standing thigh-deep in the river. He tells you 
Hainab Lasamsi stole his pants while he was bathing, and asks you 
to get them back. 


Hainab docs indeed have Hentus' pants. You can pickpocket them 
(he's not W'caring them). You can kill Hainab or knock him out and 
lake the pants. (T>r you can talk Hainab into giving you the pants if 
you get his Disposition up to 80. 


Deliver them back to Y ansurnummu for his thanks and some hacklc>la 


Hla Oad 

Freedom 


Hb Oad may be only slightly less player-friendly than Red 
Mountain, but that doesn't mean you can’t get quests here. It just 
means you may need to think about how* you want to perform themj 


For instance, you may know by now that the cellar of the seedy sho^j 
Fatleg’s Dropoff is home to a barely-concealed base for the 
Camonna Tong criminal syndicate. The trapdoor is in the near left 
corner. Descend, head right at the base of the stairs, and at the base 
of the next stairs you’ll find Rclam Arinith, Talk to him about 
“doing some business” and then “deliver this slave." He'll invite you] 
to escort Rahinna, the Khajiit beside him, to Vorar Helas on ihccast^ 
side of Dalmora, and admonishes yog to be careful with the slave. 


“Rabinna here might not Iwk like much, but it's what’s on the 
inside that counts," says Arinith. “Know what I mean?" 


Unfortunately, yes. Rabinna is a 
drug mule. 


Once you strike the deal, she’ll 
follow' you automatically. It can 
be a mile tricky getting her onto 
the w'oodcn vvalkw'ay that leads 
to the trapdoor, but once there, 
it’s clear sailing. 


But do you really want to do this? 


You can talk to Rabinna along 
the way. Do it sooner rather than 
later, as what you decide as a 
rt^uli will determine your route. 
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Initially, she’s too frightened to laUc. But raise her disposition to 50 
iod ask her about Ariniih, “deliver the payment,*’ and “hope of 
escape'’ to arrive at your options, 

Deliver her to Helas, and you’re killing her; he'll attack her once she 
IS inclose proximity. But take Rabinnn to Im-Kilaya at the Argunian 
Mision in Ebonheart, and you can ludp her escape. 

The former path (north up the coast to the stn^nghold Hlormarcn, 
then cast to Balmora) will earn you 4BU gold and a ring of Medusa s 
Gaze “ even if Rabinna dies along the way* as lung as you rescued 
the moon sugar. The latter path (south across the river to Scyda 
^Neen and then Ebunheart) also earns you 400 gold, and a 10-poini 
bxttt in your rcputaiion w iili the Tw'in Lamps. 


Maar Gan 

Rich Man, Poor Man 

Leave Maar Gan to the W'esi, along the 
road to Ald'ruhn, and you’ll soon come 
upon “pour** pilgrim Kunus Raihryon. 

Rathryon is on his way to Cave south 
of Gnisis, but has gotten lost and needs a 
guide. If you help him, he’ll pay you 150 
gold. (Apparently, by ’’poor pilgrim.” he 
me.ins a lost pilgrim.) 


FONus Rathryon 


KHUUL 

What’s A Missing Wife or Two? 

As you can probably attest from personal cxjtcricncc. the road south 
from Khuul is a dangerous one. and you arc not its only vkrtim. 

(}ncc you’re past the silt trider port, make your second left. (The 
first lakes you to the bandit cave Ashir-Dan.) This unmarked road 
leads to a grove uf trees where you’ll find a man named Sassjii who 
ttys his wife, Malexa, w'as abducted by cultists. He suspects they 
kven’t gone far. 

I So, naturally, you’re going to look in the nearest Dnedric shrine. 

■That’s Maclkashisht, which is in a depression just to the southeast. ,\ qxtest m reverse. 


You can do this on foot, but it\ an jndireci and rather h.izardous 
trip. A better move is to retreat w*iih Rathryon to Maar Gan, take 
the sill siridcr to Gnisis and find your w.iy south. 

You may know' the route from previous visits. The land route is 
long, but you can take a shortcut across the river, swam south down 
the east bank until you reach a stone arch and then make your way 
cast to the shrine. Don't dawdle, though - Rathryon has a schedule, 
and he w^on't hesitate to let you know about it. Wail too long, and 
he'll leave your company. 

PELAGIAD 
Beluelle’s Silver Bowl 


Only, it’s the WTong place. 

This is Dacdric Shrine Country. Culiisis have many potential altars 
for their unholy rituals. And, in fact, Malexa is at another shrine, 
Ashalmaw'u - located cast of Aid Vcloihi and southwest of your 
current locaiion. You can’t miss it - it’s sited on a high rock — and if 
wmebow' you do miss it. it’s visible from Aid Velochi s tower. Like 
Maclkashisht, you may have been in Ashalmawia before - a House 
Redoran mission takes you there — and you may not have had skill 
to explore it thorr/ughly. 

You don’t have to ilo so this time, ciiher, )ust kill the cuIiisis in the 
ahararca to clear the path out. Malexa is rc.ached through the locked 
aod trapped door to the right of the altar. Simply talk to her and have 
her follow you bock to Sason fur a rcw'ard 200 gold and a five-point 
boost in your reputation with House Reduran. (Sason is a member.) 

If you happen to find Malexa without 
first getting the quest from Sason, that's 
OK. lust bring her back to him as 
outlined to get the same credit. 

Then again, .an advanced player will 
want to descend the stairs to the left of 
the shrine and the hard-to-spot flight 
behind the stone table to reach the 
Sunken Vaults — in essence a w'hole 
Other shrinc-within-a -shrine. 
(How'cvcr, note chat, if you’re in 
House Redoran, you have to kill 
Gordo], the bad guv dowm here, in the 
Sason quest Cult Elimination.) 


Must quests begin with a person — the quest -giver. This one begins 
with an item — what would ordinarily be a quest objective — and you 
have to find the perj^on to w'hom it belongs. 

Few' people arc likely to stumble onto this quest, as the game doesn’t 
direct you to the cave where it is found. And fewer arc likely to 
make the curmeciion and realize that there is a quest in there at all. 
Success here relics largely on the player’s sense of enterprise. 

It starts in the smuggler’s cave Llummusa. You can find this by taking 
the main road out of Pclagiad, turning north at the “T”* intersection 
and then making your first left. 

It’s a very small cave, w'ith just two smugglers - one w-ith the interesting 
name of Godrod Hatry-Breeks. The sense of humor extends to the 
name of his magical, fatigue-damaging belt (Northern Knuck Knuck). 

Hut that's the only real booty here. Even the locked chest at the rear 
contains only mundane items. 

But did you look on top of the chest? There you'll find Belucllc's 
Silver Bow'l. Take it- You’ll get a journal entry, vvhich )’ou should 
read (always a good policy) to see the inscription. 

Separate and distinct from the other junk here, this is clearly 
someone’s property* and should be returned. 

But where is Armond Belucllc? 

Ask about “Bduclie’s silver bowT’ back in Pclagiad to learn that a 
Piernettc Belucllc has a farm off to die cast, and that Y'gfa, the 
healer at Fort Pclagiad, might be able to offer better directions. 
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Skip Y'gfa; >hc means wdh but her 
directions aren't the best and 
following (hem uko you well out ol 
your way. Instead, head west out of 
Pciagiad and this time turn south at 
the crossing. Wlicn the road splits, 
follow' the left fork toward \’ivec. 
After you cross two wooden bridges, 
the road turns north and northeast. 
At the next intersection, head 
southeast on this unmarked road. 
BelueUe’s farmhouse is the first house 
on the left. 


She’ll describe at some length how her husband - now' serving with 
the Legion in Argonia - received the bow l and how' it came to I’ve 
stolen. You can return it, try to get a reward, or keep it. 

But Beludic has no rcw'ard to offer except her gratitude, which lakes 
the form ot a 20-j)oint Disposition bump if you return the bow'l. 

In fact, you can translate this grnxi deed mio higher Dispositions all 
over Pciagiad by calking to jxrople about it afterward. Conversely, if 
you acted badly tow'ard the lady, you can send Disposithms all over 
Pciagiad into the toilet by talking about that... which would be dumb- 

Kiss the Girls (and Kill the Boys) 

New arrivals on Vvardenl'cll may have 
ihcir first Icss-than -positive experience 
in Morruwin<.l with Nels Llendo. 

But only if you're a guy. 

If you arc daring or fcxilhardy enough to 
try (o w'alk to Balmora from Seyda 
Nccn, you will run into this bandit on 
the road south of Pelagtad. And if you 
talk to him for any time, there is a 
chance you're going lo get your head 
NELS LLENDO h.imlcd to you. 

Sec, he’s so polite that you won't even know youVe being robbed 
until he actually intro<luces the subject of money changing hands. 

By then, it s too late to get out, you may not have the 50 gold he 
requires, and you w'on’t lx* able to lx*at him in combat. Usually, this 
combination equals dead, wounded, and worn out. 

The best advice for the beginning player is simply to stay away. 
Come back once you have some experience under your belt. 

Then, it may actually be worthwhile. At least you’ll be able to 
defend yourself. And if you do pay him off, as soon as you leave the 
area, Llendo will remove himself to the common room of the 
Halfw'ay Tavern in Pelagiad, w'herc he will offer training in Short 
Blade, Sccurit,y, and Sneak. 

Now, if your character is a woman, its a whole different deal. In 
that case, all Llendo wants is 'a kiss. Refuse and his ardor drops by 
10 Disposition points. Kiss him and it’ll go up by 50, he’ll talk like 
Pepe Lc Pew' for a hit, and he’ll suggest you stop by his hxlgings at 
Pelagiad's Halfw'ay Tavern. 

Don't get your hopes up, girls. There is no hanky-panky that we're 
aware of going on at the Halfway Tavern. The invitation is for 
training - the same for gaU as for the guys. 


Victim of Love 

Is the Love Bug going around in the 
Pelagiad area? Seems that w'ay. First there 
was Nds Llendo getting all kissy. And now', 
down the ro,id ,i piece, Maurrie Aurminc is 
getting hot and Nghercci over some bandit. 

You’ll find the smitten Aurmine by leaving 
Pelagi.ad to the west an<l turning north at 
the “T.” When the road forks, take the 
right fc>rk (the Balmora road) and you’ll 
soon find the lady on the right-hand slope. 



She's been roblxd, but she's not mourning her lost jewels so much at | 
the disappearance of the handsome Dimmer bandit. "Nclos 
< >nmar.. .a name that wdll stay on my lips for eternity,'’ she says. 
Aurmine asks you to find him — she sus(xcts he is in Pciagiad - anfi | 
gives you a glove for him as a token ol her love. 

Sigh. When's one of these girls going to like you? (Soon, soon. See 
the “Romance” section.) 

Make your w'ay Kick to the mwn and check out the Halfway TavaniJ j 
Sure enough, Onmar's here. He's the fellow to the right of the bar. Hc:| 
seems touched by this news, takes the glove ami gives vf)u a note for 
Aurmine. (You can read it; it is restrained and yet passionate.) 

Return to Aurmine and speak to her about “note from Nelos.” She's 
in seventh heaven and, overflowing with love, tries to fix you up 
with one of her friends. If your character is male, this w ill be 
Emusette Bracques at Ploi and Plaster in Tel Aruhn. 11 female, 
Barnand Erelic at Sethan's Tradehousc in Tcl Branora. 

That's a long w ay u> go for a Hind date. Bui hs also an opportunitii 
to pick up a rcw'ard of high-level Restore Health potions. (You’ll 
recall that Aurmine had nothing to give you.) 

In Tcl Aruhn, Plot and Plaster is up a long staircase from Arync 
Telnim: Smith at the north end of towm. In Tel Branora, Selhan'sb 
up the stairs on the right side of the tower. In each case, your “date" 
rept-iris that the couple has apparently run off together, and that 
their love is now the stuff of semg. 

F.relic kK>ks old enough to be your Dad, but that Bracques is a honey, 

“Always happy to chat wdth people I like,” she may say. looking at 
you steadily. “And I like you.” 

That Love Bug thing seems to be catching. 


At Play In or Near the Fields of Kummu 

This one's a good walk compared to other Pdagiad-area missions. 
Once again, leave town to the west and head north on the main road. 
At the fork, take the unm.arkcd road on the left. 

This w'ill take you west through a long green valley with few' 
notable features, Shortly after you pass the Lleran Ancestral Tomb, 
the road begins to turn northwest, and up ahead, you'll see a 
woman. Pilgrim Nevrasa Dralor has gotten lost on her way to the 
Fields of Kummu shrine. She’ll pay you 150 gold to escort her there, 
F^ius. if you ask her about the Fields of Kummu, you'll get sotnc cool 
lore about Ixird Vivec. 





TKe Morrowind Prophecies 01 / 


Step one is get back to the Fork. From there, Follow the sign For 
Blhnora and head north. Vou*ll be on this road for long time, along 
the way pssing the cave Adaniitnuran. At a four-way intersection, 
head cast toward Suran along the north shore of I^ikc Amaya- The 
shrines just a short distance away, on the south side of the road. 


rSADRITH MORA 
It’s a Ghoooost! 




ANGAKKDHEL 


Talk u> folks at the Gatcw’ay Inn or ask in 
lowm about “latest rumors” and you'll 
invariably learn the inn is haunted- Speak 
with prefect Angaredhd in the lobby of 
the Gateway it’;* the large structure just 
in from the dc*cks — afniiit “"work” for a 
briefing. 

A ghost keeps appearing in flu* South 
Turret room. As often as it is driven out, 
it returns. The room i.s un rentable, the 
guests are in a panic and Tdvanni 
officirildom has inspected the site and 
more or less shrugged its shoulders. 


H you like, you can visii (lie ro«nn and Ijeat up on the ghost. But it 
won't achieve anything ptrnnaneru. You're going to have lu track 
down the cause. 

From die rumors you'll get the sense that this is surcerous mi.sehiel, 
^rather than an hone s i- to -g(.jt>d ness haunt, and from the prefect in the 
‘ inns lobby you'll get the name Arara Uvulas, tljc Mouth, or 
[spokesperson , for Tclvaiini Councilor Neiolh. 

Youllfind Uvulas at the Tclvaimi Ojuncil House north of the 
docks. (She's the second “Mouth" on the right a.s you enter ihe 
amnal chamber.) She’ll echo the rumor tkit ihi:^ iMi'l art authentic 
haunt, and suspect involvement of a ('.onjuration expert — someone 
adept at calling up ghosts. 

You may feel you’ve hit a dead-end here. If so, you’re just not 
talking to the right people, Ni* one knows more about spelleasters 
than other spellcasters, and where better to find spellcasters than 
aiilic Mages Guild at Wolverine Hall — the fort-type structure 
south of town ? 

Any Mdge-type character Ijcre .slKiuld respond to “Oinjuration 
opert" hy mentioning that Uleni Hdcran teaches Conjuration at the 
guild. .Ask about her S|K‘cifjcally, and you’ll learn that you <fon’t 
fimplyhave an expert witness, but a |>otential suspect: Heleran has a 
.mischievous character, “some sort of bad feeling” for the inn and its 
prefect, and bfely has ad(»picd the habit ol transporting magically into 
Wotvertne- 1 lall. 

Hdcran herself can be found in the far right-hand corner of the 
guild. If you had any doubt her involvement, you won’t after 
you VC spoken to her. You can break down her defenses by raising 
her Disposition to50. (She requires a Disposition of 40 if you Ixlong 
to the Mage'S or Fighters guild, the hiqierial Legkin or the Imjxrrial 
Cull. If you don’t belong, and you're liaving trouble getting Heleran 
to open up, you can join the Mages Ouild by speaking to Skink-in- 
Trec's-JJhaclc in the same room.) 

She then takes responsibility, agrees to knock it ofT (though one 
ecmunmit may m.nkc you wonder) and gives ytni a silly note for 


Angaredhel- (The whole business seems to been a dust-up over the 
‘'H<Jspiialtty papers" needed for non-'lclvanni to operate in 
.Sadrith Mora.) 

Get back to Angaredhel and talk to him about “work" again. 

You have three choices here. You can refuse to explain how you 
sroppcti th^ haunimg. This completes the cjuesi and wins the 
reward: one of three enchanted rings (Fighters, Mages and 
Thieve.s) that enhances two attributes impKirtant to members of 
that chaTacter class. 

But this annoys the bejesus out of Angurdedhcl and instead of the 
point Disposition bcKisi you’d otherwise receive, his piummets 20 
punts. You won't get the one-point Reputation bump, cither. 

However, Heleran is wcll-likcd here and not ratting her out has 
hcndlts. Afterward, you can rai.se Telvanni djspttsiiions all over 
Sadriih Morsi — and Dispositions of everyone at Wolverine Hall - 
l>y talking to them about the case, with the usual benefits when 
you go shopping or need to drag out some information. 

( >n the other hand, you can blame I Iclcran and either pass along or 
withhold the note. iThe note seems to enrage the prefect, but has no 
actual effect.) You’ll satisfy -Angardcdhcl. but won't be able to the 
U»vv'n-wide Disposition bump. 

And if you’ve killed Heleran, no explanation is required - except 
perhaps to the Mages Guild members who witnessed the deed. 


Sedya Neen 

Can You Help Out a Fellow Imperial 
Who’s Down on His Luck? 

I'he first pers^in you're likdy to run into 
<jiice you dear customs in Scyda Neen ai 
ihcr beginning of Morrowind will quietly 
offer you a quest. You may not even realize 
ii at the time. 

Ask Vndunnjs Nucems for a "little advice,” 
and he'll suggest you take the silt siridcr to 
Balmora, “Fast and cheap,” he says. "No 
trouble with wild animals. And smugglers. 

And bnndit.v .And outlaws,'^ 


( )h, and you’re to tell .silt .siridcr operator 
Darvamc Hlcran than Nuccius sent you. 


VODUNIUS NUCCIUS 


Cross the bridge tu the north and climb the hill to the stritler port to 
the west. Hlcran’s upon the boarding platform. Don’t travel just yet. 
Mention Nuccius and learn they have a little business arrangement, 
and that Nuccius is unhappy on VVardenfell. 

Armed vvith this insight, return to Nuccius and ask about 
"\'’odunius Nuccius.” He confesses that he’s not happy and that, if he 
hatl the money, he'd be gone. On that score, he w onders if you’d buy 
his cursed ring. 

Don't expea wonders. It s a pretty ordinary ring. But this quest isn’t 
about getting some cool item. It’s about helping someone in need, 
and you’ve donp that. 
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A Nicer Ring 

liven before you ran imo Nuccius, you may have acquired the raw 
material of another small quest. 

In the customs house, you took everything you could lay your hands 
on. Don’t lie. Wc were watching. And it s OK. The game expects you 
to lake die stuff. It even encourages you to do so. Maybe you even 
plundered the liidc storage room down the stairs. Also OK. And 
between the two buildings, you probably grabbed an Engraved Ring 
of Healing from the barrel and thought you'd come across a real fmd. 

The ring belongs to someone. If you talk to Fargoth, the little w^ood 
elf north of the bridge, you’ll learn his ring has been stolen. If you 
return the ring to him, he’ll have a word w ith the proprietor of 
Arrille’s Tradehouse, This will improve his Disposition by 40 |!)oints 
wTcn you shop there, and that translates into lower prices. 


In Fact, So Nice I Stoic It Twice 

Now, what’s the point of making friends 
in the game if you can't turn around and 
immediately stab them in the hack.^ 

You’re about to do just that. 

Ask Arrillc at Arrilles Tradchouse about 
’'latest rumors” and he’ll mention that 
Hrisskar is having money problems. 


Fargoth 


Hris.skar’s in the bar upstairs. Talk to him 
about “recover s<ime gold,” which lends to 
“Fargoth’s hiding pbcc,” and a plot Ls lx»rn. 


See, Hrisskar has had a run of bad luck gambling, and has been 
shaking down little Fargoth to make ends meet. Hasn’t been as 
profjlablc recently, though, and your new buddy wants to fmd out 
w'herc Fargoth is hiding his goorl loot. Agree to fmd his stash. And 
then go kill muderabs or something for the rest of the day. 

At nightfall, return to Scyda Nccn anil make your way to the 
lighthouse south of low^n. Climb to the very top, and stand in the 
corner closest to lowm. 

Watch and w'ait. 

Before long, you’ll sec a little man creeping along - first to a tree, 
then a w^all. then tow^ard the Ughthousif, then back to the tree, and, 
ftnally, to a muck pond. 

He lingers there for a moment, and then he leaves. 

You’ve found Fargoth’s hiding place. 

CJet dosvn to the muck pond. It contains a hollow log. Inside, you’ll 
find gold, a journeyman lock pick and, il you’d previously louiid 
It and returned it to Fargoth, his Engraved Ring of Healing, (If 
you’ve been w'atching and waiting anyplace other than the 
lighthouse top, Fargoth w'on’i appear.) 

Take It all Get back to Hrisskar, who takes the gold, gives you 100 gold 
hiick fur your trouble and lets you keep the other stuff you've found. 

And, no, you can’t trade the ring in a second time. But nice try. 


Declare the Pennies on His Eyes 

If you ask about “latest rumors” in the 
village, you’ll Icam that tax collector 
Processus X'itcllius is missing. If you cross the 
bridge to the north, swim across the inlet to 
the w'cst and search among the rocks to the 
northwest, you’ll learn he is dead. 

Take the 200 gold and tax records you’ll 
find on his liody, return to the village, and 
speak to Socucius Krgalla in the (kmsus 
and Excise Office ab<^ut “murder of 
Processus Vitellius." (He’s the older, 
bearded fellow' w'ho generated your 
character. Never thought you’d sec him 
again, did you?) 


PROCESSUS 

Vitellius 


Ergalla asks whether Vitellius had the lax money he’d colleacd. 

You can say “no” and keep the gold, and. because you’re a bigold 
liar, the quest will end here. Or you can turn the money in. (ffyouj | 
had the gold, but spent it. Ergalb w'ill admonish you get it back.) 
And if you’ve recovered it one W'ay or the other, Ergalla will see 
that you’re trustworthy and commission you to fmd Vitellius’ killed)! 

Start by chatting up the people in town. You’ll learn N’itellius was 
not well-loved here, but that he did have a girlfriend -Taverc 
V’edrano at the Lighthouse, She's distraught at the new's and 
tiiscloses that she’s seen Vhidlius angry only once or twice. Ask 
alx^ut ’’seen him get angry,” and you'll learn he argued over taxes 
with Foryn Gil nit h. 

Gilnith has one of the shacks down by the water. Question him 
about the murder and he’!! cop to it, arguing that Vhtellius was 
overcharging on raxes anti skimming the cream for himself. 

Here, again, you have a choice. You can accept Gilnith’s story' and 
spare hi.s life, or you can kill him. 

Morally, it’s hard to know' what to do here, as no real evidence has 
been offered of Vitellius’ supposed corruption. 

But if it’s early in the game (and since you’re in Sey da Neen, it may 
be), the lure ol tlic promised bounty of 500 gold may w'cigh heavily 
upon you. Either way, you’ll get Mtellius’ ring, which you can rcium 
to V'edrano for two health potions. 


SURAN 
Smart Slave 

Suran, barely more than a name on a map in the Main Quest and a 
w>aystation in other faction quests, really comes into its own into the I 
Miscellaneous quests. 

A nice w'ay to start here is by putting in at F^sclc's House of F.arthly 
Delights. Its the first door on the right after you gel ofi the sill stride^l 

After you’ve seen the, uh, view, have a chat with the drunken 
bounty hunter at the bar. 

Daric Bielle holds forth on “stupid slaves” - stupid, app;ircntly, 
because they don’t stay in one place long enough to be caught by ihii| 
idiot and because they insolently insist on hiding. He's been irackiq 
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one escape slave named Haj-Ei for months without luck, and has 
even hired an Argonian guide. Hides His Eyes, whose main 

F vement seems to have been to intnxiuce Bicllc to the House of 
ily Delights. 


Arc you thinking what I'm thinking.^ 


No, you’re probably still thinking of dancers at the barf Snap out 
of it. 


If your character is Argonian, or has Intelligence of 9t) or 
belter, this is a really short quest. You'll get the critical topic as 
soon as you agree to find the slave. Just fasi-forward to the end 
I of this walkthrough. 


If you’re St non^ Argonian of lesser intelligence, tell Bicllc you can 
find his slave. Then go talk to people around town about Haj-Ei and 
Hides His Eyes. You may need to bump up their Dispositions a hit 
to hear w'hat they have to say. On the Hides his Eyes front, ygu’H 
hear that there s something not quite right about him. On the Haj- 
Ei front, voull be referred to slave trader Dranas Sarathram. 


[ Sarathram is at the Suran Slave Market — just up the stairs 
: Duncfliately opposite the western eniraiicc to the town. Flatter or 
[ bribe him until his [disposition reaches 60 and then ask about “Hides 
His Eyes’' to learn this is simply a translation from the Argonian, 


, I In Argonian, Hides His Eyes might be known as '‘Haj-Ei.** 
i WclkJa-dc^ria, 


Run off with your new “Hides His Eyes is Haj-Ei" topic to applaud 
the Argonian's cleverness. He’s on the top flcxir of the Suran 
Tradchouse, which is lucked awav on the southeast side of tovsm. 


You can tdl him that you'll keep his secret, W'hich solution will kick 
J your reputation with the Twin I^amps abolitionist movement up by 
i five points. 


Or you can say that you must report him to that incompetciu back at 
I the House of E;irihly Delights. 


j This will start a fight. Privately, we hope that you lose. But it you 
j survive, check in Bielle for a reward of 150 gohl. C)f course, you 


^ can just skip talking to Hides His...er, Haj-Ei.. .and go straight to 
Bicllc. He won’t believe that the Argonian is the slave he's been 
hunting, but he's drunk enough to give you the cash anyway. 
Then everyone is happy. 


A Plot Foiled 



North of Suran, and west across a swinging bridge, a pair of 
additional missions aw'ait. Northwest of the bridge, you’ll run into 
an Argonian named I'ul. Talk to him about “aid a poor Argonian" 
to learn he*'s recently escaped from cruel masters at the nearby Dren 
Plantation. He has heard of a Redguard who helps escaped slaves 
has a place nearby, and begs you to take him there. 


Depending on w'hal other sJave^rclaicd quests you’ve completed, 
you’ll gel slightly different wording in your dialogue and options. 
Bui Tul must be referring to Stcrdecan s Farm, which you may 
have already visited on a similar errand. It’s close by - a short jaunt 
to the nortliw'est. You’ll find this out if you ask the locals about a 
"Kindly Redguard." 


You may think twice alxmt this mission. There’s something slightly 
off about Tub His courtesy is a little over-thc-iop - even for a 
grateful escaped slave. And, if you check your journal, you’ll note 
the comment there that he scenns rather too fit and healthy for a 
mistreated slave. 


Perform the mission. But I wouldn’t turn mv hack on him. 


The farm is just across the road from the 
S;m<las Ancestr.il Tomb. You ‘II find 
Stcrdecan our in his fields. 


As you approach. Till will speak to you 
again. Suddenly, be is no longer the fawning 
slave, but a Camonna Tong operative sent to 
a.vsassinaic the abolitionist Sterdccan. He’ll 
give you a chance to leave. If you don’t (and 
you shouldn’t), hc*ll attack. Kill him, and 
speak to Sterdecan, w'ho says such attcm|)is 
are not uncommon and gives you a First 
Barrier ring. 



TUL 


ril Be A Quarter-Mile Away for You 


Continue wTst along the road from Sterdecan s Farm. The river to 
the south w'ill gradually broaden and turn into Lake Amaya. Y'ou’ll 
come to an intersection, wdih Alof s Farmhouse off to the left and 
the Sarano .Ancestral Tomb down a dogleg to the right. 


At the intersection, you'll find a man named Thoronor. He was on 
hi.s w'ay to \*ivcc w ith his friend, Edras Oril, when Oril w'andered 
off to investigate an animal sound. Some hours have passed without 
a sign of his friend, and Thoronor is worried. 


And rightly so. Conceivably, you've already encountered the source 
of the sounds. Two mating kagouii are in the area, and Oril has been 
trapped by them in a rocky enclosure north of the path a short w'ays 
cast of Thoronor’s location. (The quest w'ill also work if you find 
Oril first.) 


If you’ve already encountered the creatures and taken care of them, 
great; Oril should agree to accompany you back to his friend. If you 
find him with the kagouti still on the prowl, you’ll have options; kill 
the critters, cast a concealing speW (like Invisibility or Chameleon) on 
Oril so they can’t see him as you travel, or just throw' up your hands. 


Once you reunite the friends, Thoroiior will give you an Amulet 
of Slow' falling. 
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paur Maston 


Wimp Alert 

fust across the river from Suran, right 
next to Dirara Drom’s Farm, you’li find 
a man named Paur Maslon. He was 
suppewd to meet his business partner 
here, but he was late, and Vanjirra seems 
to have gone on to Molag Mar without 
him. It's a dangerous trip, he says, and 
asks you to be his escort. 

Let me get this straight: your lady 
business partner went to Molag Mar 
w ithout you, but you w'ant an e.scort? 


True enough, south and east of Suran, the color of the earth changes 
from brow n to gray as you enter the Molag Amur mountain range. 
'Hk trees arc dead. Steam gushes from the ground. Lakes and rivers 
are filled with lava. 

But this trip is as safe us it could he. 'Phe worst creature youVe 
likely to hicc is a skeletal warrior from the Kaviro Ancestral Tomb, 
w'hich you’ll pass when the beach vanishes and your path turns 
inland. And the worst thing you’ll put Maston through is 
swimming over to the north side of the river below’ Suran so you 
can follow the coast, and finding his way around the odd (licce oi 
driftwood on the beach. 



Ah, but there’s 9, problem. Umbra is not 
just going to lie down and take it. He 
w'ants to go out fighting, and unless you 
liave an advanced character — Level 12 or 
so would be nice for a mdee fighter fless 
for a good wizard) - it is entirely possible 
he’ll take you out before you take him. 
He’s Level 20 and has W'eapon, armor, 
and Block skills of 90, 

And he’s got one of those endgame^ 
type sw^ords, w^ith w'hich he may not 
have to hit you twice. 

The great thing is that, w^hen you 
do finally kill him, you get to keep 
that sw'ord. 






UMBRA 


Getting back to Suran is surprisingly 

easy. You can climb over the mountain from this side without a 
struggle and let yourself slide gently dowm the other side. 

Don’t be surprised if you’re smiling- In dying. Umbra may make 
you feel grateful to still be alive. 


Tel Branora 




!08 


You’ll find Vanjirra near the bridge into Molag Mar. Speak to her 
about “reward’' and she'll give you a Light Amulet. 


The Death of a Warrior (Or Maybe Just of You) 

While you’re at the Suran Tradeliouse, s|Kak to bartcmlcr 
Ashumanu F.raishah about “latest rumors,” and you’ll hear about a 
heavily.armored, sword-wMving madman on a hill to the east. 

That sounds like just our kind ol Urouble. 

If you’re on foot, it's a fairly lengthy trip. This huge Ore warrior, 
who calls himself “Umbra,” after his great sword, is actually very 
close to Suran as the clifl racer flics. But the Molag Amur range cast 
of the towm is undimbably steep on much of its w'cstern side and 
you’ll need to head south into open terrain, then cast past the 
Inanius F.gg Mmc, then briefly north and finally north w'csi, up a 
long foy'ada, to reach him. 

If you can Le\ itate over the mountains, do so. Use as reference |>omt 
the top of the stairs (the street stairs, not the slave market stairs) 
located just south of Suran’s northern entrance. Simply turn east and 
fly straight over the mountains from this f>oint and you’ll find 
Umbra wailing bclow' you at die lop of the foyada. 

Don't worry. He cuts a threatening figure. But he won’t attack 
you on his own, and you don’t have to fight him until you feel 
you’re ready. 

By the w^ay. Umbra s not crazy; he’s just depressed. He has killed so 
many times, and has seen so much death, that the W'orld no holds 
any surprises for him. All he wants is a warrior’s death in dose 
combat, and has not found it. If you follow’ his dialogue through to 
“nothing is left,” you can volunteer to introduce him to his maker. 


Something’s going on outside Tel Branora. A spelkaster and five 
bonemold-clad retainers stand in a bunch to the southwest of the 
great towxr, as if W’ainng for their cue. 

None of them say why. 

It you ask her about “liule advice,” leader Trcrayna Dalen says only 
that the matter is between her and Therana - an eccentric member 
oi the Tcivanni Council — and that she wants no help and will brook] 
no inicricrcncc. And most of her subordinates say only that it’s a 
“high Tcivanni” affair. 

In other words, mind your business, huh. 

This little gathering has nnt gone unnoticed by Therana’s guards. 
But Thcrana won’t allow them to leave the tower to deal with this] 
“peity annoyance,” and one of them, Mollimo of Cloudrcst, who 
patrols ihe curving ramp that leads to the Upper Tower entrance, 
is willing to pay you LAtiA g<'>ld to remove it. 

“Don't be fooled by her ihug.s,” he cautions. “The armor is 
impressive, but there's not much inside it.” 

And this is true. Though you’re only l‘>cing paid to lake care of 
Dalen, the others w ill attack you wdien you attack her. 7’hcy are«| 
mosquitoes to the swatter. If you have a decent character and 
wade in with a significant w eapon or spells, you should he able to 
wipe the floor with the w hole bunch in uo time. 

Get back to Mollimo for your reward, but no additi(jna) informatioiL 

What was Dalen thinking.^ 
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Tel Vos 

“Bottled Magics” 

Tcl V'cs is a strange place even for a Tdvanni tower. The base for 
Tdmmi Councilor Aryon, with w'hom you can have significant 
dealing in the Maid and Tdvanni faciign quests^ it is founded on the 
nuns of an Ebonhcart-Iikc castle, entered through the south tower. 

Bm Aryons actual quarters arc high in the great vine-like growth 
tbr hasovemhdmcd the fortress and, as they say, you can't get 
#rcfrom here. Ask about “someone in particular" in the Services 
Totttrto learn that door faces south in the central spire, and that 
INwII have to fly. 


Once through that d(X)r. you'll fmd 
Turedus Talanian, who is in charge of 
Aryon 's mercenary guards. Speak to him 
about “work/' and, for all you've been 
through to get here, you'll discover the 
mission comparativdy mundane. 

Talanian wants to improve relations 
between Td Vos and the Zainab 
Ashlandcr tribe, and flgurcs trade is 
good way to 

But he doesn't know what the Zainab want, 

and w'ill give you 100 gold to find out. 
TkERAYNA DALEN ^ ^ ^ 

The Zainab camp is a short w^ays south and west across the 
Gtazdands. Don’t be too surprised to learn that the tribe wants 
for oothing. 

N<w. there is a little trick to dealing with these Ashlandcrs, If you 
xked after "little secret" in conversation back in Tcl \'os, you learned 
that the Ashlanders arc fiercely proud - csjKcially the men - and 
iductant to admit to shortcomings. 


IHtwcvcr. speak to any female of the Zainab about “trade goods 
wanted" to learn they could use “bottled magics “ (potions) to cure 
the common and blight diseases the men get while hunting or 
lending the guar. 


Make your way back to Tcl V^os and Talanian to receive not only the 
Homised 100 gold, but an Amulet of Levitating, which will make it 
easier for the magic 'Challenged to visit Tdvanni towers in the 
future. Your Reputation also goes up a [wini and everyone here loves 
you. Aryon and Talanian's Dispositi<»ns rocket 30 point.s and you’]] 
also get a 20-point bump for other retainers and service providers. 


A mundane task, yes, but apparently an important one. 


Urshilaku ashlander Camp 

Vengeance 

You’ll be able to get this quest only if you have become an Ashlandcr 
Qanfriend in the Main Quest by retrieving Sul-Senipul’s Bonebiter 
Bow from the Urshilaku Burial Grounds. 

V'isit the camp on Wardcnfcll's north central coast and speak 
to the trader, Kurapli, about “discuss" and then about 
‘"personal vengeance. “ 


Kurapli tells you that an Ashlander 
outcast named Zallay Subaddamael killed 
her husband. If you kill Subaddamael, she 
will give you her husband's enchanted 
Spirit Spear. 

Subaddamael has done something a bit 
unusual even for a renegade Ashlandcr, 
There arc many outcasts from the three 
Ashlandcr tribes, but they tend to stay on 
V' vardcnfcll. This one must be scared. He 
has taken refuge on Sheogorad* 



Kurapli suggests you might gel information about the fugitive or his 
hiding place in Dagon Fcl. 


Some hiding place. Everyone in Dagon Fcl seems to know about 
Subaddamael or his encampment at Aharasaplit or both. The camp 
(which, like most outcast “camps," consists of a single yurt) is at the 
west end of a long beach on Sheogorad’s south coast - just north of 
the island where you may have taken ftxxJ to hermit Sendus Sathis 
tor the Tribunal Temple. 


Subaddamael ’$ in the tent. Do and the deed and get back to the 
trader for your reward. 


VIVEC 

Jacqueline the Ripper 

lack llic Ripper is alive and living in Vivec. 

You can get this up from the rumor mill, and 
then get the grisly details from FJam Andas 
in the Office of the Watch in the Temple s 
Hall ol lusticc. 

Seven people have been murdered in Vivec 
recendy. In each case, die victim's throat was 
cut with a dagger. Five victims w'crc 
oudanders; m-o w-cre Temple guards. (Before 
the Ordinators were killed, the official 
thinking was that it might be the handiwork 
of an anti-imperial fanatic, and that's still 
fKissible.) All were armed, and yet only one 
seems to have put up a fight. And nothing 
wus removed from any of the Ixid ies. 

Of the Outlandcrs, three were found in the Foreign CJuartcr, one in 
the water near the Arena and one in die Hlaalu (impound. The two 
Ordinators were found near the Hlaalu victim; it's believed they 
interrupted the killer. But neither had drawn a weapon and Temple 
security is deeply troubled by the implications. It means the killer 
cither is exceptionally stealthy or a powerful spdlcastcr. 

Finally, none of the murders was witnessed. But a incident cKCurred 
in the Hlaalu comjiound at about the same time as the killings that 
may shed light on them: An outlander reported being threatened by 
a Dunmer w^oman yielding a dagger, and wearing skin and netch 
leather armor. 

You should now be able to ask people in the Hlaalu, Arena and 
Foreign quarters cantons about “woman with a dagger." 

No dice on th,e first two- But in the Foreign Quarter, you’ll hear 
about a Dunmer woman having been seen in the Underworks. 
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That's not much of a clue. No mention is made of a dagger or nctch 
armor, and while Dunmer turn up rarely in the Foreign Quarter, 
there’s a lot more to Underworks than sewers and rats. 


And yet it’s all you've got, so check out the sewers. 


Jf this is your first visit to the Foreign Quarter Underworks, note 
that the Canalworks here has two separate sections and is much 
more extensive than in other cantons, with shops, a large tomb, a 
healer, and an Imperial Cull altar. 


The Durunejr woman is in the Underworks, This red-haired 
“dreamer prophet” will attack you on sight. When she’s dead, report 
back to Andas for your choice of either an Indoril helm and cuirass 
(standard Ordinaior eequipmcni) or the enchanted Belt of the 
Armor of God. 


Tm Sorry I Called You A Flat-Head 
(You Ignorant Fool) 


The other fellow in the Office of the Watch has a much simpler 
quest for you. Tarer Braryn explains that he got drunk last night, 
ran into Mages Guild Guildmastcr Trelx)nius Arloriu.s and called 
him a “Flat-Head.'’ 


Now Braryn has the rash to end all rashes. Potions and sjiells do 
nothing. He’s hoping that a little gift and hi$ apologies, relayed to 
Artorius ("the ignorant fool”) by someone with a way with words, 
will make the problem go away. 


And he’ll pay you 50 gold to be that someone. 


The Mages Guild can be found in the F'oreign Quarter Plaza. 
Artorius is on the left at the bottom of the stairs. 


Now, fact is, he is kind of a flat-head, as 
you'll learn if you do much work for the 
Mages Guild, 


^ Ik \ 

I i 


But w'hcn you speak to Artorius about 
“apologies” with Tarer's copy of “Aedra 
and Daedra” in your inventory, he takes 
the gesture in stride — giving you a Rising 
Force (Levitation) potion and a spcaal 
Cure Common Disease potion for 
Braryn. 


TARER BRARYN 


Braryn s rash is better for it, and he’s so 
happy with the way everything w'ent that 
he doubles your fee to 100 gold. 


The Long Road to an Iron Shardskewer 


Another V’ivcc rumor concerns Miun-Gei, an enchanter with a 
shop on the Lowxr W,iistw'orks level of the Foreign Quarter, 
who apparently is having trouble with a fcDow’ peddling wares 
outside his store. 


Pay a visit to the enchanter and speak to him about the 
"annoying fool” who chases his customers away. He’ll ask you to 
see vvhai you can do. 


The twi, named Marcel Maurard, should be right nearby. Speak to 
him about "line of work” to learn he’s a w(?uld-be actor who is 
selling magical baubles to make ends meet. You can tell him to leave 



and you can threaten to kill him. (You 
don’t want to actually kill him.) But he’s 
not going anywhere. 


Maurard does give you a due on how he 
might be enticed to leave: find him a 
theater troupe. 


You now have the topic "theater troupe.” 
If you ask around town using it, you’ll 
learn that Hlaalu Councilor Crassius 
Curio has written a new' play and wwld 
like to have it performed. 



CRASSIUS CURIO 


Seek out Curio. Sooner or later, this colorful character ("You 
can call me Uncle Crassius”) is likely to become an integral part 
of your game. But if you havener already met him, you’ll find 
him on the lower level of Curio Manor off Hlaalu Plaza in ilw^ 
Hlaalu Compound. 


Curio confirms that his play, “The Lusty^ Argonian Maid,” is almo^ 
done, and that he needs an actor with "wdt, grace, charm and a 
firm . . .oh, never mind.” And don't forget to ask him about his “nctf 
play." He’ll give you a bit of it to read... and it's quite a read. 


(He seems to have his eye on you for a part - Curio will flirt with 
you mercilessly throughout Morrowdnd — but senses that you hait 
other concerns.) 


Now you can return to Maurard and talk to him again about 
"theater troupe." He's gone. And now- nothing’s left but to remmtaj 
Miun-(rci to chat al>out "annoying fool” to trumpet your success. 


He’ll reward you with an Iron Shardskewer You’ll probably havcio 
ItKik it up: it’s an enchanted spear. 


Voodoo Economics 


Poor Balen .Andrano. I’hc proprietor of Redoran Trader on the 
Waistworks level of the Redioran canton has hit a run of bad 
luck. Shipments are few, prices high, and competition stiff - 
especially from |canne: Tr.adcr, which has been taking aw^ay aloi 
of his customers. 


Andrano proposes to change his competitor’s luck by practicing real 
voodoo economics and planting a magical artifact - an ancient 
Dwarven bone — in a chest near her IkJ. 


If you agree, that will be your job. 


It’s pretty simple. Jeanne: Trader is found in the w’esiern section of 
the Foreign Quarter’s Canalworks level. The proprietor is at the 
front of the shop; the bed and chest arc in the back rtxnn and hiddoj 
from view. You’ll just need to unlock the door, unlock the chest, put| 
the doggy' bone inside and leave. Jf Jeanne secs you, though, you’re 
busted, and the quest’s over. You might W'ant to pick up a 
Chameleon potion for this part of the quest. Return to Redoran 
Trader and speak to Andrano about "change her luck" again to 
receive a Sleep Amulet. 


And, do you know, you’ve even set up a mini-quest for yourself. 
Now' you can go back to Jeanne’s shop, talk to her about "terrible 
haunting” to learn of the Dsvars'cn spirit that scaring offlier 
customers and play the hero all over again. (The Ordinaior may be 
fighting ii as you speak. It’s actually pretty funny.) She’ll ask you to 







go tkl of die ghost. You can either kill it, or remove the bone from 
the chest in back. Then talk to )eannc again for her thanks and a 
Steel Slurdmaulcr. 


(You miiy now fed inclined to give Andrano a liile of his own 

‘icjnc. But there is no bed \n his store. And» even if there was, the 
bone has lost its power.) 

Dead Men Smoke No Skooma 

Now here's a “Tales from the Crypt” 
cpis<Klc if there ever was one. 

Ask for “latest rumors" in the St. Olius 
Canton ami you’ll hear about Moroni and 
Danar Uvdas. Moroni works long hours in 
the Brewers and Fislvmongcrs Hall; Danar 
spends all their money feeding his skooma 
addiction and hanging out with similarly- 
iiKhncd pis in the canton’s sewers. 




BALEN Andrano And now he’s gone missing. 

^ Many of the trade halls are on St. 01ms' Waistworks levd; the Brewers 
’anfl Fishmongers Hall is the westernmost. Moroni is behind the 
|countcf. Talk ro her about “gone missing” and agree to find Danar. 

-From the rumor, you already know to look in the sewers. Actually, 
there IS quite a lot down here: the folks at the Asserncrairan shrine, 
the usual rats and, potentially, the Khajiit informant Addhiranirr 
from the Mam Qucsi. 

And ihatcorprus stalker. 

cniallv, that's new. 


Kill the stalker and search its remains to confirm your worst fears: 

Hs Danar Uvdas. Take his ring and return it to Momni (using the 
“gone missing" topic) to receive a Potion of Cure Common Disease. 

Moroni has lost her husband fur good this time. Bm she seems to 
jcecognize that, in fact, she lost him a lung time ago. 

A Contract Killing 

Maybe just the green-eyed monster talking. But Ahisaron, w’ho 
has a Smiths shop ofT Foreign Quarter Plaza, says rival Ralen Tilvur 
is up to “something shady.” Talk about “compeution” and “big 
orders" to learn Tilvur has a new contract to deliver more sw'ords 
and armor than Alusaron sells in a month. 


Slander! 

In the Foreign Quarter Plaza, you’ll find a man named Domalen 
handing out leaflets. Read the one he gives you. It looks like 
something you might find posted on the Internet. With lots of 
cxclaimation pints and capital letters, it tears into an apthccary 
named Aurane Frernis as more or less a demon alchemist 

Frernis has a shop on the I^w'cr 
Waistworks level. Talk to her about the 
leaflet. She’ll say it’s all slander, and ask 
you to get tg the bottom of it. 

Get back up to the plaza and talk to 
rVimalen again about the leaflets. 

Don't demand to know w'hcrc they’re 
from; he won’t say. But tell him its 
contents arc lies, and he’ll distance himself 
from them. He just distributes them. 

Galuro Bclan, a struggling apthecary in 
the Tcivanni canton, makes ihem up. 

Get over to Belan’s shop on the Waistw^orks levd of the Tcivanni 
canton, and confront her. She should admit to being behind the 
flyers and olTcr you 100 gold to keep your mouth shut. 

You’re in the catbird’s scat here. You can expse her, keep her secret, 
or say you’re going to keep her secret, lake her 100 gold, and then 
expose her to Frernis for another 100 gold. (Sounds like Frernis is 
going to sue. loo.) 

If you say you’ll expse her lies, Bclan moans that you’ll ruin her. 

But she did that herself. 

Flower Picking! 

If you’ve completed the Slander I quest 
above, Frernis will send you to Daedrie 
shrine Aid Sotha to collect five Roland’s 
Tears - a rare magical curative distinct 
from the ordinary Gold Kanct flowers 
among which it appars. 

Tn return, she promises to make you 
something “rare and w'ondcrful” from 
the leftovers, 

In other w'ords, you’re being invited to 
lick the spoon. 




DOMALEN 



You’ve probably been to Aid Sotha by now'. Its northeast of V^ivec, 
and most easily reached by caking the bridge from the Tcivanni 
canton cast to the mainland and then heading north. (If you haven’t 
visited the shrine, watch out for dead-eyed spcllcaster Nathala 
Herendas and scamps in the surface ruin.) 


IfyouagreCj Ralen Tilvur: Smith is at the other end of the plaza. It’s 
kind of weird. The shop is really small, you and Tilvur are the only 
people in it, and you more or less have to pick the lock to his private 
[quarters while he watches. Don’t be too surprised w^hen you learn 
the crime has been reprted. What did you expel 

'niccomraa is on top of the chest of drawers downstairs. It’s huge. Return 
^ kio Alusaron and he'll reward you with an enchanted Firebitc War Axe. 


Gold Kanei flowers grow in various spts around Aid Sotha, but in 
profusion on the small pninsula just cast of the ruin. .About seven 
Roland s Tears can be found among them. 

You don’t gel to lick the spoon after all. It turns out that Frernis ran 
through all her ingredients. But .she does supply a Luck piion. 
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The Invisible Teenager 

Ouisidc Lucrerinaus Olcinius: Trader in St, Ddyns Plaza, you’ll 
be approached by Cassius Olcinius, who says a wizard has made 
him invisible. 

In fact, Olcinius is semi- visible. (He’s like a spectre; you can sec 
through him, but still see him.) 

But this is small consolation to the young man. People walk into 
him and knock him down. No one will speak to him; they take 
him for a ghost. He’s scared to see wizard Fevyn Ralcn, who put 
him into this state, and too em harassed to talk to his father (the 
trader Olcinius). 

Of course, you have no cause to he scared or embarassed. CJo into 
the store and talk to his father about the boy. He’s Koo busy to tackle 
the matter himself, but will supply 75 gold. (This has nil the 
earmarks of a father placing career over family.) 

TTien visit Rnlen's store, Tclvanni Mage, on the Waistworks level of 
the Tclvanni canton, and ulk to him about the case. 


Made in Mzuleft 

Drop into the Glassworkcr's Hall off St. Delyn Plaza and speak to 
Alarvnyc Indalas about “exotic items” and “dwarven limewarc." 

She’ll complain that getting these items has become difficult. She 
believes Bolrin at the Empire Company in Ebonheart is manip^ 
ulaiing the prices, and says he won't issue many licenses for its sale. 
(Actually, Llaalam Drcdil is the culprit, as you know if you read his 
letter in the Special l^livery quest.) 

In fact, Indalas is aware of a limewarc shipment that is even now 
sitting on the Chun-Ook at the dock in Ebonheart. She wonders if 
you might be persuaded to liberate it. 

lust jog over to Ebonheart, board the boat and climb down the 
hatch to the upper level. 

You’ll need to lx* a little stealthy here. The two guards arc cool with 
your presence, but will take violent exception to your picking the 
lock on the trapdtwr to the lower level, so slip into the alcove in ihc 
stern and do this from a concealed position. 


Man, this kid’s a loser. 

k turns out that Cassius, trying to escape the world, asked Ralen to 
make him invisible. But he never paid the 400-gold bill (or told you 
about any of this on his own) and Ralen won’t undo the spell until 
he gets his money. 

He’s probably learned his lesson already, and you can pay off the 
debt yourself, if only to save yourself from a second trip, and Cassius 
will become fully visible again. Return to Lucrclinaus and he’ll 
reimburse you and give you 100 gold for your help. 


You’ll find the limewarc - five cups and five Ixiwls- in the crate 
closest to the prow. Take it when the solitary guard here isn’t looking.^ 

This stuff is w orth 1 ,500 gold back at the (ilassworker s Hall in Vivee 

Alternatively, it’s worth 500 gold here in Ebonheart. With the stolen ] 
goods in your invcmor\% go see Bolrin at the East Empire Company 
Hall and sjxak to him about “dwarven limcw'are,” and he'll reward 
you for detecting holes in company security. 

Steal This Letter.,. 


Or, if you can’t afford this, you can go back to his Dad. mention 
“debt to pay,” and he’ll give you the money and you can come back 
to the wizard again, mention “debt to pay” yet again, and get this 
kid out of your life. 


Once you’ve delivered that letter for Llaalam Dredril in Eb<mhcart 
selling new high prices for the East Empire Company (Special 
Delivery), you can get this quest from Mevure Hlen a! the Tailors 
and Dyers Hall on the St. Olms Canton’s Waistworks level. 


But if you go this route, don’t forget to visit Lucrclinaus one last 
time to collect your 1 00-gold rew'urd. 


Rats! 

If you ask abciut “latest rumors” 
in \^ivec’s Tclvanni Compound, 
you’ll hear about a rat problem, 
k s especially acute for 
.Audenian Valius, w^ho ovvn$ the 
Tclvanni Enchanter shop on 
the W.nistw'orks level. 

But simply killing the two beaver-sized rats in his back room 
doesn’t satisfy Valius. He asks you to go alter the source of the 
problem in the canton’s sewxrs. 

Get down to Uie Canalworks Ics'cl and use the trajxioor to reach the 
sewxrs. You’ll find 10 more rats down here- Wipe them out, and 
return the X’alius for a grand soul gem. 



She’ll say that “prices are a bit high” as a result of East Empire’s 
control over imports to Vivee, and that while other goods do cocnc 
in at ElTonheart, they get so tied up in “bureaucracy” that shipping 
them here is unprofitable. They’re searched by Duke \ edam Dren’s 
men and often are held up in customs for wxeks. Nice little business 
the Duke and the Company have set up for themselves. 


Hlcn wants to know' w'ho sets Company prices. Once again, if you 
looked at Drcdil’s letter before you handed it to fZhirr, you could 
tell her that right now. But she wants the actual price list. 


It’s still in East Empire Company Hall, 
but now in a locked chest behind the 
locked door next to J’Zhirr. 

The room’s guarded, so there’s no room 
tpr subtleties. Just pick the door lock, get 
caught, pay the small fine, enter the 
room, close the door, and pick the lock on 
the chest. Then bring the list back to 
Hlen (who is outraged) and claim your 
rew'ard: a two-point bwsi in your 
Mercantile skill. 



Mevure Hlen 
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„,But Burn This One 

In ibc southernmost of the two planters in Hlaalo PKiza* you will 
(mda love letter from Gadayn Andarys to Eralclil. ft is awful. 
fYouf ^«arc really, really brown, in that good w'ockJ elf kind of 
way.*) ft is so uniquely awful that you should just leave it where it is, 
so it can fertilize the plants. 


ff you feel the impulse to see who protluced this embarrassment, 
brys is nearby. He runs Hlaalu General Goods just to the west. 
Speak to him about “love letter’' and you’ll find that he speaks far 
more eloquently about his feelings than the letter would suggest. But 
be lacks the courage to speak to Eraldil, and, like Cyrano, asks you 
Ifriers'e as his representative. 

Ycwllfind Eraldil walking around on the VVaisiw'orks level. ,^sk her 
about love letter.” She s not interested. In fact, she’s rather nasty about 
the whole thing, and suggests Andarys would be better suited for her 
lowborn cousin Gbthel, a waitress at the Elven Nations cornerclub. 

Get back to Andarys. He’s troublecl by Eraldil’s refusal, but doesn’t 
give up. His “backup plan” is to slip her a mickey - a (ovc potion. 

You can deliver the potion or point him to the cousin. If the latter, 
Andarys sees the light, and you’ll be doing him a favor. He docs ItKik 
upGlathd and w'hcn you see him next (well, after 10 days or so), 
they'll be married (which has to set some sort of record) and and 
bell be quite ecstatically happy, He'll reward you wath a 
mirror Robe and some low, low' prices. 

Oh the other hand, if you bring the love p<Jtion ic> Eraldil (under the 
|nise of'apyjogy from Gadayn”), she’ll be as unpleasant as before - 
she’s definitely high maintenance, this one - and you just know it s 
going to end badly. 

Return to Andarys. He has high hopes. (He volunteers to name their 
first child after you.) He gives you a Light Ring. But if you come 
back later, he’s in Hell. Suddenly the love potion is your idea. And 
Eraldil is a harridan. And Andarys' prices tend to skyrocket. 

We told you so. You should have found a way to tell Andarys, 


What to Do with RoUie the Guar and Other Deep 
Mysteries of Life 

Northeast of Vivec, on the road north of the gro- Bagrat 
FUniation, you will find Teris Ralcdran and his pack guar, Rollie. 
They need an escort to Agrippina Herrenia's clothing store in the 
Canalworks level of Vivcc's Foreign Quarter. 

The good news is that you only have to take the gotxl -tempered 
Rollie a short distance. Guar aren’t permitted inside Vivec. And he 
docs seem like a heck of a guar: Ralcdran s talks to him all the time. 
You can try talking to him, too.. .but he always quiets down just 
when he seems ready to chat. 

' The bad news is that you may not realize this right away and thus 
[ will spend a considerable amount of time trying to coax this sizeable 
I creature through narrow gaps (like the bridges west of the gro- 
: Bagrat Plantation) and up river banks that the jx»or beast finds 
»k)pclcs$ly intimidating, and may wdnd up killing it (for a reduced 
reward) in simple frustration. 


So give that up that plan right now. Before you get to Vivec, you 
need to find a spot w'hcre you can leave the guar. 



teris and ms guar 


Head south, with Ralcdran and Rollie in close pursuit. At the gro- 
Bagrat Plantation, make your way west to an intersection. Do not try 
to cross the bridge further west. Rather, start down the side road to 
the south, and Ralcdran will pipe up wjtJt a comment about the need 
to leave Rollie behind. The guar will settle down and you and the 
trader can prexeed across the bridges and then south into the city on 
your own. At Herrenia’s store, Ralcdran will pay you off - 200 gold if 
Ridlic survived, or 100 if, in a fit of pique, you reeled off and belted 
Rollie with your Iron Shardskewer. 


Jobasha the Abolitionist 

Not a quest so much as an unadvertised opportunity. 

Behind the scenes, Mor rewind counts the slaves you free. Once 
you've freed more than 30, Jobasha at jobasha ’s Rare liooks on the 
Foreign Q)uarter'sLowcr Waist works level will give you skillbooks 
devoted to the skills Armorer (”Thc Armorer’s Challenge”), 
Acrobatics TRealizations of Acrobacy”) and Marksman (“The 
Marksmanship Lesson”), 

You can get these books by uilking to Jobasha about “Twin Lamp” 
W'hcn he has Disposition of 70. You’ll get the “Twin Lojnps” topic after 
you have freed five slaves, then talk to a freed slave about “go free.” 


The Silent Despair of Tinos Drothan 

To find Tmos Drothan, cross the bridge that leads cast from Vivec’s 
Tdvanni canton to the mainland. 

Climb over two rises cast of the bridge, and you’ll find yourself oi\ a 
north-south road. Head north to an intersection. Take the left-hand 
path, which does a little jigger to the west, and then continues north. 
Almost immediately, you’ll see a large tree on the left side of the 
pih. Just before you reach this tree, head west. You’ll go over two 
rises and then w'alk almost directly into Drothan. 

He is grumpy, and will tell you to be on your w'ay. If you didn’t get 
one of those little journal-update messages after he speaks, you 
might think he was simply another Dunmer with a Mount Kand- 
sized chip on his shoulder. 

But get his Disposition up to 50, and Drothan will reveal why he’s 
mad at the world: his escorts just ran off with his shipment of raw 
glass. He asks you to recover is cargo and kill the thieves in 
exchange for some “trader’s secrets.” 







o 
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Drothan says the villains, Alvur Hleran and Dondir, went southeast 
to hole up in a cave and count their loot. Only one cave is located 
nearby: Beshara. You’ll find it by backtracking and turning left at 
the first intersection you came to (not the one leading to Drothan). 


Beshara turns out to be rather large and home to a w'holc den of 
thieves, with some spellcastcrs among them. But they’re spread out, 
and none should present much challenge individually. You should 
be looking at Drothan’s 10 units of raw glass in no lime. It's in a 
locked chest in the innermost extremity of the cave. Alvur Hleran 
has the key, or you can just pick the lock. 


The loot s fairly low level, but you can come out of the mission with an 
Invisibility scroll, an Acrobatics skillbok (‘'Realizations of Acrobacy*") 
and some gems. Drothan will add a boost to your Mercantile skill — with 
the size of the boost determined by vvhether youh'e killed both bandits. 


What Comes from 
a Little Matze 




Sometimes getting a quest requires 
carrying the right item at the right time. 




Ennbjof 


Consider the long trek that springs 
from simply having the beverage 
Matze in your inventory w’hcn you 
speak to Bnnbjof at The Lizard’s 
Head, a tavern on the Tclvanni 
canton’s Waisiworks level. 


Ask him about “little secret,” and he’ll ask if you can spare a jug 
of the stuff. Hand over the Maizc^ and w'hat you get back may 
startle you: a rusty old key and a story about the burial of 
Olmgerd the Outlaw and the enchanted battle-axe Siormkiss. The 
site: a small island off the west coast of the peninsula between the 
Daedric shrine Zaintiraris and Tel Branora. 


There can only be, what, a couple dozen of those, right? And a few' 
of them contain tombs. 


Well, the one you’re Imiking for is the Marvani Ancestral Tomb. 


Conceivably, an advanced character could plunder this $itc on their 
own, without advance knowdedge, but the key Ennbjof supplies lets 
you past the main obstacle - a dtxir with a Lock Level of 80. 


From the bridge into Molag Mar, scale the hills south of the towm. 
You w'ill sec the Zaintiraris shrine to the south and the Redas 
Ancestral Tomb and renegade Ashlandcr settlement Kaushtababi 
to the cast. 


Make your w'ay carefully around the shrine - potentially, there w ill 
be a good deal of fighting here — to the high, rocky ground at the 
south end of the island. Continue south across the channel to a rocky 
island. The entrance to the tomb is off the beach on this island's 
southeastern side. 


The Marvani Ancestral Tomb appears to be a standard tomb, with 
usual urns and eternal flames, the usual small treasures, the usual 
skeletons and ancestral ghosts. 


You’ll eventually reach a small room with tw'o locked and trapped 
doors. The one straight ahead is opened with tlic key that’s almost 
invisible in back of the ashbed in the unlocked room on vour left. 



.^nd that very locked dixir on your right can be unlocked only with 
t)\c key you got from Ennbjof back at The Lizard’s Head. 


Enter, and descend. 


This is w'herc the tomb turns unusual. 


After you’ve gone dow;n three flights, you may be wondering 
what you’ve got yourself into over a drink of Maize. The descent 
continues lor nine Bights. When it ends, you’re at the door to 
Ttikushapal, the burial chamber of Olmgerd. 


Within, a maze. Morrowind doesn't do this often, and w hen it docs, 
the mazes arc simple. This one is also simple. It has two paths. The 
right-hand one, unguarded, dead-ends after a short distance. The 
left-hand one, guarded by skeletons, leads only slightly circuitously 
to the door to the Sepulcher. 


Olmgerd was a king’s son, and he has a king’s son s tomb. They 
built a whole Viking ship down here to carry him into the next life, 
one equipped with money, jew'cls, potions and food. You came for 
Stonnkiss, but you may w'ant to stay for the Imperial Dragonscalc 
Helm, Cuirass, and Tower Shield and the ebony bracers. 


And if you can Levitate, this w'ould be a good place to do it. Be 
guided by the hum of crystals as you climb. High above, on a hidden! 
platform on the north side of the chamber, you can find the 
terrifying Daedric helm Face of God and a Daedric Warhammer. 


VOS 

If You've Seen One Half-Naked Barbarian. 


Why do these disasters alw'ays seem to come in threes.^ The saga of 
wdtehes and the barbarians who love them continues southeast of V^os. 


The easiest w'ay to reach the Barbarian Botrir is to follow' the coast 
south to the stronghold Indoranyon and then follow the road west 
to a "T” intcscction. Head north toward Hanud, and you'll soon 
come upon another muscular guy standing beside the road 
wearing not much. 


He uses colorful language to describe his plans for the witch he was 
escorting to Tel Aruhn. (‘*l”ll tear her throat out and w'ear it as a 
belt!”) To hear him tell it, Iveri Llcihri seemed “real friendly,” and 
then, all of a sudden, she put him under a spell, stole his possessions 
— including his prize axe, Widowmakcr - and left him in the road 
in his fur undies. 


Now, given our previous experience 
w'ith barbarians and witches - the 
barbarians can't keep their hands to 
themselves - you may want to sec a 
“Russian hands and Roman fingers” 
topic before you commit to the 
atrocities Botrir has planned. 


But you’ve said only that you’re 
going to help him get his axe back. 
That's pretty natural, right? 


Botrir thinks Llothri w^ni northwest. 
The road youVe on docs not go 



BOTRUl 
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west. This means you are traveling cross-country, which can 
bca dicey proposition when a nebulous direction like ‘‘northwest’* 
ami any real distance is involved, 

' tnlly, the witch hasn’t gi>ne far. Climb the hills to ilic 
west and look west down the valley on the other side, and you 
d see a campfire, 

Tbt's the witch. 

Maybe the barbarian s in the right this time. After all, Lloihri will 
i summoning creatures ihc moment she detects your presence. 
Bolhr will attack when he sees her. You can either race ahead and 
lull the witch yourself or help Botcir do it or sit back and w'atch. In 
any asc, when it s over, grab the axe and speak to the barbarian 
ibout it. You’ll have a choice of returning it (which adds a point to 
'your Axe skill) or keeping it (which starts a fight), ft’s a nice 

pon, but you’re going to wind up with enough nice weapons to 
'ale every' RK>m in your stronghold. The skill point’s probably 
worth more. 

Wilderness 

In the Vault 

This quest, found in the .Arenim Ancestral Tomb, required its 
wn category. Located on a large northwest-southwest penninula 
located southeast of Tel Fyr, it isn’t near anything. The closest 
marks arc the Daedric shrines Raushtarari to the north and 
hpilam.il to the south, but neither of those names is likely to 
pop up on the radar of any but the most dedicated explorers. If 
you don’t want to make a special trip, you’re l>cst off combining it 
with a visit to Tel Fyr, the Erabenimsun Ashlandcr camp or the 
hidden monastery Holamayan. 


You'll know the moment you enter the 
tomb s north*facing door that you’ve 
found something rather different: You’re 
not alone, A woman named Satyana 
stands at the base of the stairs. 

Talk to her. She’s looking for her 
father’s amulet - this is her family’s 
tomb — and she’ll ask for your help. 
Refuse, and she’ll attack. Accept, and 
she’ll follow you through the tomb at 
fight at your side. That pretty much 
defines your relationship. 


SATYANA 


A-lootin’ you will go. Beyond the gallery southwest of S,atayana, 
you’ll reach a “T” corridor. In the room at the end of the left-hand 
corridor, you’ll find a key on the floor near a skeleton. This opens 
the large locked room at the end of the right-hand corridor. 

Within, you’ll find the amulet and the Sword of Agustus - an 
enchanted claymore - on a skeleton. Satyana will demand the 
amulet, and, once more, you have a choice between refusing and 
fighting or assenting and keeping the peace. If you choose the latter, 
she'll continue to fight at your side as you loot her family’s tomb, but 
won’t leave the tomb itself 





UESTS BY Theme 


The Daedric Quests 


It s an Elder ScroDs tradition that you can summon a Uacdca lord on a 
certain day with a certain ritual to receive a quest. 


That tradition has been simplified for Morrowind. You can get any 
of the gamers seven Daedric quests on any day by simply visiting 
the appropriate shrine. Most of the time, you'll have to activate the 
great statue within to receive the mission. 


These quests carry- no requirements at all, and you can visit the 
shrines in any order. 


All you have to do is find them. 


You won't have a lot to go on. No one tells you that you can get 
quests by activating the sutues. No one tells you in which of the 
many, many Daedric shrines the quest^giving statues arc located. 
Some arc in unconventional places and difficult to find. 


And one is just about impossible. 
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The completion of all seven quests carries no special reward. But die more 
you complete, the more high-level weapons and ttx)ls you’ll acquire. 


The Shrine of Azura 



V'isiting the Shrine of Azura for the 
first time will help you umlcrstand 
why worshipix-rs make pilgrimages. 
It’s magificent. Even if you don’t 
want the quest, you should see tl)i$ 
shrine just to sec it. It's like a Statue 
of Liberty for Morrowind. 


The shrine is found beneath the 
huge statue of Azura that adorns 
the southeast corner of Vvardcnfdl 
Don’t worry. While the interior 
resembles the interiors of the 
dangerous Daedric shrines, it s 
empty and you’re safe here. 


Activate the statue to learn that the gods Azura and Sheogorath 
have made a bet. Sheogorath argues that solitude makes people 
go crazy, Azura that it lends itself to reflection. 


To test this, Azura dispatched one of her priestesses to live on a 
distant island for 100 years. Tf she succeeds, Azura’s theory will have 
been proved correct, and she’ll win her bet. 


The time is almost up. But Sheogorath, sensing he’s about to lose, 
isn’t playing fair. He’s sent his minions to the island to pierce the 
priestess’ solitude. You are to remove those minions without 
disturbing the priestess and return to Azura with proof of 
Shcogoraih’s intcfercnce. 


Azura is not at her most helpful. She tells you the island is north of 
Dagon Pel, but her bump of direction seems to be off, and you won't 
find much more than Andre Maufs tower if you head that way. 


In fact, the island is to the west. From Dagon Pel, take the road 
west, over a rise, to a beach. Cross the channel to the north, take the 
first left and continue west past the bandit cave Habinbaes. The 
path w'ill eventually turn south, but don’t follow- it that way. Instead, 
follow it up the slope to the west to the base of one of those great 
mushrexjm trees. Turn north. Below you, you’ll see a beach and, 
across a narrow- channel, an island. 


Here, you’ll find fire and storm atronachs and an Ogrim to the 
northwest, two Hungers on a rise to the northeast and, farther 
north, a Daedroth and a Golden Saint. 


Kill all of them. 


Odd. This Golden Saint had a name: Staada. You’d be right to 
w-ondcr if there’s anything else distinctive about her. Search her 
body to find Sheogorath s Signet Ring, w-hich is just the evidence of 
that god’s meddling that Azura requires. 


(This is al.so a great place to collect Daedra hearts, which you’ll need 
for the 'The Pour Corners of the House of Troubles” quests if you 
plan to join the Tribunal Temple.) 


Don’t enter the shack to the north. If you do, priestess Rayna 
Urolan, w-ill speak to you and Azura w-ill lose her bet. lust gel hack 
to the shrine and activate the statue again w-ith the ring in your 
inventory, and Azura will reward you with Azura’s Star - a rc- 
useablc soul gem. 


The Shrine of Boethiah 


The lost shrine of Boethiah i.s one of the 
most obscure locations in Morrow-ind. 
You’re unlikely to find it on your own. 
While you can learn about it from one 
character in the game, he’s in the middle 
of now-herc. And you’ll probably discount 
what you hear, as he’s totally unreliable on 
most other topics. 


But about Shrine of Boethiah, M’Aiq the 
Liar happens to be right on the mark. 



M’AIQ THE LUR 


You don’t have to talk to M’Aiq first., and can proceed directly toth 
statue. But it’s worth a stop if you’re in the Shcogorad area, as he’si 
lot of fun. 


To reach him, leave Dagon Pel by its eastern entrance and follow 
the path past Sorkvild’s Tower as it curves south. You’ll pass the 
Senim Ancestral Tomb to the west and emerge on a beach as the 
Dw'cmcr ruin Nchardahrk looms up ahead of you. 


This beach is actually fitted with a natural sight pointing direedyat 
M’Aiq’s island. Stand at the water s edge and look northeast. Close 
by, you will see two stone pillars and beyond them, farther out in th 
water, two more. Adjust your position to line up these two sets of 
pillars and swim between them, and they’ll lead you directly to 
featureless rock where the Khajiit paces back and forth. 


M’Aiq is part Easter Egg, part tipster. The Easter Egg part is a 
wonderful source of wholly unbaked information on all kind of 
tilings that do not exist in Morrow-ind, including becoming a lich, 
dragons, horses, multiplayer, nudity, naked liches, rope -climbing, 
and weresharks. 
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You may find what M’Ai<l says on '‘muhipjayer” just tantalizing 
“enough lo send you looking for the characters he inentiom (Im-I>eci 
and Rolf Uber^ in hope ol unlocking a hidden muliiplaycr modc- 

Tmsi US- The charaaers do nui; cxisc. There is no muluplaycf. This 
lijijstgamc-'dcsigncr wickedness. 

lu not the only such cmicemcm* M' Atq even rders to one of the 
games real secrets - ihe Mystery of the Dwarves — and to another 
ward Easter Egg (a talking mudcab merchant). But what he has to 
Sfl'Ofi the former subject is nonsense, and by the time you work 
your way down to “the Shrine of Hoethiath" entry in his topic menu, 
you probably w^n’t take a thing he says seriously. 

Kwcrthdcss, this topic produces a journal entry. As is often the ease, 
ksfnore precise than the info you get from the actual dialogue. 

M’Aiq reports that a sunken shrine to Boetliiath can be found off the 
west coast of Vvardcnfcll near Hla Oad. 

Now, many players may spend the day diving off Hla Oad, come 
withnahing but pearls and slaughterfish scars, rcasfmably decide 
M*Aiq is lying about everything and give up. But the shrine is there, 
&rly close to the Daedric shnne of AsburnJbibi. 

Hop down the west coast on a scries of boats, and then follow the 
north from Hla Oad. Ashurnibibi is across a wtxxJcn bridge at 
the southern tip of a penninsula. As you turn south to approach the 
rain Jock for three .small rocks m close formation just off the shore 
tolhc west. Dive w-cst of them to find the lost shrine. 

A broken statue of Rocthiah is at its center. Talk to the fallen head - 
ibc body won't listen - and the god will speak to you. 

Be sounds depressed, and why not^ His shrine is underwater. His 
Ij^ts won't take his calls. 

bocthiahasks you to rebuild bis shrine in excharvge for a mighty 
[word called Goldbrand and, in a pretty straightforward riddle, 

»ids you to Caldera to find a sculptor. 


Ask around in towm. Yqu' 11 be referred to trader V'erick 
Remain, who has a shop just north of the Shenk’s Shovel tavern, 
land he mentions that there's an Qrc sculptor across the road at 
Gborak Manor 

Ghorak Manor jsa strange place. You get the feeling you've 
combled ontu sometfiing vaguely criminal, but maybe its just a 
bphazard way Ores live. You’ll find the .sculptor, such as he is, near 
abi)! hunk of rock on tlv top floor. Speak to Duma gro-l^g about 
“jciilpior,*' and ask him to recreate the shrine. He’ll agree, and ask 
I kr plans and 2,000 gold. 

iti pretty much just like starting a stronghold. 

Don’t be fiummoxed over the plans. Ii’s just a book and, like the 
lion's share of Morrowmd bot>ks, can l>c found at )of>asha s Rare 
Books in Vivec’s Foreign Quarter. Take it and the money to gro 
Lag, and he'll tell you the statue will go up on Kharr.^g Point - 
lotaicd on the VvardenfeU’s west coast near the stronghold 
Aadasreth. When it appears, simply activate it to receive Boeihiah s 
ptisc and the katana. 

Ifibcen a long, long road, but you really have something to 
show for it! 


The Shrine of Malacalh 

The Shrine of Malacath is in Assurdirapal - a Daedric shrine on the 
northeast coast of the long, narrow island just west of the Sanctus 
Shrine. The easiest way to reach it is simply to head w-est and south 
from Dagon Fcl to the beach on the northw'cst lip of the main 
Sbeogorad island, and then swim west. 

Ill the inner shrme, activate die statue and Malacalh will tell you 
about a dark elf named Oreyn Bearclaw who is falsely credited w ith 
feats of heroism actually performed by his Ore friend, KJiarag grt>- 
Rhar. The god w'ants you to destroy Bearclaw's legend by killing the 
last of his line. Succeed, and you’ll get the Helm of Oreyn Bearclaw. 
(Note to Malacath: Kename the Helm of Oreyn Bearclaw!) 

Now, this seems hardly fair to Bearclaw’s 
descendant. But gods don’t have lobe fair 
— they're gewJs — and it's not negotiable. 


Drop a Mark spell at the shrine so you can 
Recall back there quickly, and then head 
for Vivec as directed by MaUcath. Talk to 
people there about Bearclaw to find his 
legend lives on, and that his descendant, a 
botdemage named I’arvyn Oreyn, 
apparently is cut from the same heroic 
doth. Ask about Farvyn in turn to learn 
he an<l his servants arc on a mission to 
Gnaar Mok. 


OREYN FARVYN 


They’re singing Farvyn*$ praises in Gnaar Mok as well- ,\sk around 
town to learn he arrived the previous day to clear out marauding 
netches and is now south of towm. 

And sure enough, you’ll find Oreyn and two retainers south of town 
near a pair of dead nctchcs. The retainers (one of ihrm in Ore ish 
armor - a nice touch) don’t have anything distinctive to say, but 
Farvyn fesses up quickly when you use Kharag gro-KJiar's name. 

Ferlups he’s not such a bad sort after all. 

This impression, and any fragile thoughts ot mercy, will evaporate 
immediately the moment you declare yourself and Oreyn orders 
your death. (It doesn’t matter whether you say you're there at 
Malacath’s behest to end the lie, or try tg back out) 

You only have lo kill Oreyn, but. all three guys attack you, so 
take them all out if you like. They all have enchanted stuff. 

Then zap back to the shrine for quick activation of the statue 
and receipt of the Helm. 

The Shrine of Mehnincs Dagon 

This small, deep shrine lies just west gf the Dwemer ruin 
Arkngihurch-Siuidumz, which is just west i>t Aid Velothi. Just 
detour south around the L>wemer ruin to reach the l>aedric one. It’s 
called Yasammidan. 

Dagon is one of the four bad Daedra. Baaail, When you activate the 
MAtuc, he debates squashing you like a bug, but admires your 
boldness in approaching him. Out of that admiration comes an offer: 
Ygu may prove your worth by retrieving Dagon ’s Razor from the 
Alas Ancc-siral Tomb. 

1 he tomb is at the center of the Molag Amur mountain range. But, 
like Yasammidan, it s comparatively easy to reach if you know the 
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terrain. The closest landmark is the Erabenimsun Ashlander camp. 
From the camp, simply make your way west and then south up the 
foyadas to the tomb door. 


The tomb is small. You shouJd be in and out quickly. In the room at 
the bottom of the entry stairs, make a left and then a right, search 
the body of Varner Hlcras on the altar and take the Rusty Dagger. 


Now, hold on a second. Didn’t Dagon say to bring back his Razor? 


Well, OK, have it your way. Put hack the Rustv’ Dagger. Now 
search the rest of the tomb. Do you sec anything remotely like a 
Razor here? 


We didn’t think so. 


In diis case, the disparity between what you were told and what you 
find requires a small leap of faith. One man’s Razor might be 
another’s Rusty Dagger. 


Take the dagger back to Yasammidan, activate the statue again and, 
behold, the dagger is replaced in your inventory by Mchrunes' 

Razor — a savage little blade which is now yours to keep. 


The Shrine of Mephala 


Have you found the Morag Tong’s 
hedquarters? It s well hidden. It can lx* 
reached only through a locked trapdoor in 
the storage area on Canalw'orks level of 
Vivcc’s Arena canton. 


Once inside, climb the stairs, make a 
right at the top to enter the small, statue- 
less shrine .and sjxak to Taros Dral about 
“sensitive mailers.^ 


TAROS DRAL 


He doesn't say much up- front - simply 
that the god Mephala, the assassins guild’s 
patron, has given him information which 
must he acted upon. 


There is good reason for his discretion. If you agree to help, you’ll 
learn you’re to poison Balyn Omarcl - an important member of the 
guild who has been performing executions on his own. Dral will 
supply Treated Biticrgrccn Petals to put in Omarel’s food. 


Oinarel lives in Balmora - on the second floor of the northernmost 
house in the middle rank of structures east of the river. Youdl have a 
heck of a time getting through the front door unnoticed. The 
occupant is wandering around out front and, if he sees you, he will 
challenge you, which blow^s the quest. Would that there were a back 
door of some kind. 


Actually, there is one. Approach the house from the south and east, 
walking up the easternmost of Balmora ’s north-south streets toward 
Caius Cosadcs’ place. At die north end of the street, climb the stairs 
to die roof of Cosadcs' building and jump over the parajxt onto the 
neighboring roof (Oma refs) to the west. 


Remaining on the eastern side of this roof, unlock the trapdoor you'll 
llnd in the southea.st corner and drop down into Omarcl's apartment. 
With the poison in your inventor)', activate the cauldron you'll find 
against the w'cst wall and make your escape via the trapdoor. Drop 



dow'n onto a bannister of the staircase at the building’s southeast 
corner and return the same way you approached. 


Back at Morag Tong headquarters, speak to Dral again. He’ll tell 
you to speak to the shrine. Do so, and you'll receive the Ring of 
Khajiit, w'hich supplies the wearer with speed and stealth. Oh, 
and if you decide to go back to Omarel’s place, you'll see the 
results of your actions. He lies dead in the middle of his room, 
obviously having keeled over during his dinner. Might have been 
something he ate. 


The Shrine of Molag Bal 


(Contact Molag Bal by activating his statue in the shrine Yansirramm, 
two islands west of Tel Aruhn. (You can reach him through the Bal 
Ur shrine in one the vampire quests, but not this one.) 


You should be able to get dowm to the statue easily, lint nosing 
around in the side chambers will get you into rights. 


Bal complains about a lazy Daedra named Menta Na who, though 
created to terrorize the mortal world, has retreated frrmi it into the 
caves at Kora-Dur. The god supplies a key ^nd asks you to kill Na 
(though he puts it flir more elegantly) to obtain Bal’s favor. 


Drop a Mark spell at the shrine before you leave. You have some 
ways to go. 


Kora-Dur is found cast of the stronghold Kogoruhn. The 
stronghold is a fairly straight shot northeast along the foyadas near 
Gan, but rinding the cave i,s a bit of a challenge. It's not 
hidden, but branching paths and the shallow', climbablc slopes in 
this section of the northern Ashlands leave the impression that it is 
one of many possible destinations. 


From the stronghold, head northeast. The path will turn north at j 
little Ashlander camp, and eventually curve around to head cast. 
After you pass Bensamsi (a Sixth House shrine) on your right, beat 
southwest. (If you can see the Dw-emer ruin of Bthuand rising up 
on your right, you’ve gone too far east.) 


The path soon splits wxst and south. Take the south path (the 
one with .all the dead trees). This curves up a hill to the door 
of Kora-Dur. 


The door’s ukra'locked, hut, thanks to Bal, you've got the key. The 
ruined shrine within is laid out simply (though it's just complex 
enough to get you to w'alk in circles) and, as usual, you'll rind your 
target, .1 Daedroth, at its innermost chamlxr. 


Oinsistent with wEai Bal told you, the loot represents the rather 
modest acquisitions of a bad guy who doesn’t get out enough, but 
you will rind a Daedric staff here. 


Who's idea vv,as the potted plant? 


Cast Recall to zap back to Yansir ramus and collect the Mace of 
Molag Bal. He adjures you to use it to “bring strife and discord wid 
you wherever you may travel.” 


fust what vve had in mind! 
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iThe Shrine of Sheogorath 

■Sbeogorath’s shrine is dose to home. |ust descend into the sewers in 
iVivcc’s St. Ddyn canton, enter the Ihinipalit shrine and, after killing 
oifany surviving cultists (which sure beats wailing m line), activate 
tibesutue there to offer your services. 

Again, plant a Mark spell here before you leave. Close as the shrine 
maybe, the quest sends you to the ends of the earth. Sheogoraih asks 
you to recover the Fork ot Idorripilaiion iruni a mad hermit near 
AMRcdaynia and use it to kill a giant bull netch that lives ncarby. 

Whenyou arrive in Dagon Fcl» ask around town about ‘*mad 
lennil” to le-irn that Big Hc.ad livcsi north of Aid Rcdayma. 

Aid Redayrua, an abandoned \ clothidome on high ground at the 
testem tip of the Shcogorad region, is indeed the closest ready reference 
point to the hermit's shack. Hut its mil acnially close, and using it .is the 
jurting poir.i for your search will take you out ol your way. 

Abetter route is head norThwest from Dagon Fcl, hopping between 
dhmls. Use the route you used to reach the Isle of the Dacdr.i in 
Azura's quest. Then. Irom the west coast of that island, chart a 
course to the vvest- north west. 


\oulI sec the next island almost immediately; it has a long sandbar 
and tidal pools along its southern coast. The next one is much larger 
|l and slightly farther away. Watch the stone pillars in the water; they 
j ^tallct closer to the island. Big Head s shack is up a rocky path 
I from the southeast coast. 

Its a strange place. Big Head has stacked five stools almost to the 
ceiling. And he has a spectacular collection of pyole^arm wcafions - 
tanging front mundane halberds to enchanted spears. 




The poor fellow' really is out of his 
mind, Ixn not dangerous (despite all the 
hardware), and fragments of w'hai he 
says do make .sense. (I Ic'll tell you lliat 
the notch is hiding, and this is true in the 
sense th^t it s not nearby.) 

Talk to him about “Fork of 
Horripulation,^ and he’ll invite you to 
take it. 


Head east to the island with the sandbar. You'll find the nclch there. 
U really is a monster. Save your game, equip your favorite weapon 
and count the number of blows it takes to kill the creature, 

Now\ restore your game and hit the netch the same number of times, 

minus one. 

Given the range ot possible damage from a hit, it’s conceivable you’ll 
kill it again. But if you don’t, switch over to the fork and finish what 
you siarictl. It shouldn’t take too long. 

Magic users can nsr another approach- Cast a damage-over-time 
spell (like Toxic Cdoud) on the netch. It will start to lose health. 
Before it dies, equip the fork. When it does die, you’ll get credit 
simply because you were holding the right weapon at the right time. 
W'ho’s to know you never actually used if? 

Zap back to the shrine and activate the statue. Shcogoraih will take 
the Fork and give you the Spear of Hitter Mercy. 

It is most decidedly not a barbecue spit. 


J 


BIG HEAD 


Bui if you check the cool pole-arm 
weapons in the corner, you won’t find it 
among them. 


Check the dinner table instead. It’s the liuJe one that looks like a, uh, 
barimic fork. 

ftonember, Sheogorath incorj^orates a touch of madness in all his 
creations. 

Kow.hovv are you going to kill a Giant Bull Netch with an 
iGichamcd barbecue fork^ 

'Vary carefully. Rcincnil>cr, Sheogorath diiln’t say you had to actually 
fight the netch with the fork. He just said you had to kill the netch 
mth it. You can fight it with your Ixsi w'eapons or spells ns long as 
you have the fork equipped when it dies. 

But how do you figure out w^hen to switch over to the fork for the 

killing blow ? 
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The Romance Quests 

In the course of Morrowind, you can help a feu' people gel their 
romantic lives in order. But your own is rather empty, Hlaalu 
Councilor Crassius Curio flirts with you religiously - almost to the 
point of sexual harassment. And Synettc Jelinc, who gets all blushy 
and turned on, is actually trying to rob you. 

WcJJ, here, your character can finally have a litde relationship. 


Smooth Moves 

Visit Pciagiad s Halfway Tavern and speak to Ahnassi. She s the 
Khajiii at the base of the stairs to the second floor. 

You don't have to be a Khajiit. You just have to be male and put 
Ahnassi in a good mood. If she digs you - her Disposition must be 
at least 50 - she purrs and praises your '‘smooth moves.” 

(Alas, female characters will have to make do with the likes of kissing 
bandit Nds Llcndo.) 

Talk to her about “smooth moves” and “her 
profession,” and she'll make a bold 
declaration. Select ”Give Ahnassi the gift of 
friendship.” Ahnassi is tickled by your 
response, and begs you to visit her often and 
tell her things and ask her things. 

It’s very $wcci. How could you not like a 
girl who likes YOU SO much? 

You can turn her down - actually, you can 
turn her dow'n repeatedly, vv'itli no downside 
- but her passion remains undiminished. 
Ahnassi Ahnassi s ready whenever you are. 

In fact, die only way you can screw up this sequence (aside from 
dying in the course of one of the quests) is by hitting Ahnassi. Do it 
just once, and its over. Ahnassi will no longer rcs|xind to any ol the 
romance options. 

The Girl Upstairs 

Ahnassi is )ust dying to IcU you one particular secret. When you 
and Ahnassi become friends, you learn that a tavern guest named 
Hrordis has a magic belt and is a worshipper of the cruel Daedne 
prince Mehrunes Dagon — the implication being, seemingly, that it's 
OK to pound her into a fine mush and take her Belt. 

If you've been working your way through the Morag Tong quest.s, you 
already know Hrordis (in the middle rotim upstairs) ha.s the enchanted 
Belt of .Sanguine Flectnc.ss, which fortifies the Athletics skill. 

This is one of two quests, also available by other routes, to which the 
Romance sequence can offer early access. 

(Note: If you do get the Belt, don’t lose track of it. It is one of 27 
"Sanguine” items required for an over-arching Morag Tong quest 
called “The Threads of the Webspinner.”) 


But this is just a nice lip from your new 
girlfriend. Go beat Hrordis to death and 
take the Bell, or don’t; it doesn’t have an 
impact on your romance. 



The “nevv triend” topic opens two more: 
“share a gift” and "share a care,” You'll be 
using these choices a lot over the course of 
your relationship. 

The gift is just a little something for you: a 
Feather potion. The "care” allows .Ahnassi 
to tell you about something weighing 
heavily on her mind. 


Bring Me the Head of Daren Adryn 

Someone has badly frightened Ahnassi, A Camonna Tong thug namd 
Daren Adrym is pressuring your favorite thief to join that criminal 
syndicate. Ahnassi has foresworn violence, but action from some 
quarter is needed to save her, and she looks to her new friend to takek. 

You'll find Adryn in Nadenc Rothcran s shack in the west coast fisiuBi 
village of Gnaar Mok. 

You can talk to him al>oui Ahnassi, but you needn't bother; it only 
starts the inevitable fight, just jx>p him and make your escape. 
Three other Camonna Tong operatives arc in the shack, but you 
don’t need to take them down, 

Bui if you do clear out the shack, don't lose sleep over it. When you gel 
back to Pclagiod, Ahnassi pulls some strings and manages to haveyair 
crirmna) record expunged - not simply for the recent crime or crimci^ 
committed in her behalf, but anything you currently have on the booli? 


In other words, if there’s anyone in your 
game who badly needs killing, but w hom 
you’ve given a reprieve because you can’t 
afford the consequences, you’re getting a 
"get out of jail free” card here. Use it w'iscly. 

Naturally, this makes it all the more 
im|X5rianl that you avoid Pelagiacl’s 
ubiquitous Imperial guards until your 
W'cll-connecicd girlfriend can do her thing. 

.Ahnassi also has more tangible presents 
for you: 3 spiffy outfit, and, hidden in the 
clothes, a Short Blade skill U;ok, 

Lessons of Vivec, Sermon 30.” 



Daren Adryn 


The Small But Expensive Mistake of Belrose Dralor 

And on top of that, she has a new' secret to tell. Redoran agent Belrorf 
Dralor ha.s not exactly been Mr. Security lately. The key to tw'ochcso^ 
in the Redoran Treasury in Vivec is in his wife's clothes chest. 

Both Dralor Manor and the Redoran Treaury arc located off 
Redoran Plaza. The key is in an unlocked chest of draw'crs in the 
manor's top^floor bedroom. The chests arc on the table on the 
low'esr level of the treasury. 
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tthc contents arc the least of the rewards available here. If you 
lagc to avoid getting hacked into smalh slipjxrry pieces by the 
ds. who will respond vigorously when you actually take stuff, 
mn come away from the treasury with a huge haul of high-end 
H)r and weapons. 


c amplest way to avoid said hacking is teleportation spells - 
bine Imcn'cntion or a Mark-and-Rccall combt). 


either 


Bteyour robbery of Hrordis. this d«Tring burglary is not required to 
rther your romance. Rut ya gotta like having a girlfriend who 
rtions more or less as a hidden Thieves Guild quest-giver. 

The Husband 

Rfou knew it was too gwxi to he true. 

|m*Ahnassi feels strange telling her gtxxl friend this thing/" she says {via 
e "share a care" topic). “But Ahnassi has a mate." 

Uliciually, she says I’Dhannar is a former mate. But she siill has 
clings for him, and these arc the source of your next quest. 

j'Dhannar is a skooma addict living in 
\’ivcc. Ahnassi tried to gel him to give up 
the junk, and thinks you may succeed 
where she failed. 


Ahnassi directs you to the ,St. (Jims 
canton, but that's as far as she (or 
anyone else) cau take you. 

You'll find J'Dh.innar where you 
almost always find drug addicts in 
V^ivee: the lower levels of the city. 
Specifically, you will find him pacing in 
the large, southern section of St. 01ms' 
extensive Canalworks, 




I 


rOHANNAR 


J You now have the topic "cure skwma addict.” Use it. rOhanner 
I rigesat you and .Ahnassi as fools. (He also manages to let drop the 
I. htx that he s not simply Ahnassi s mate, but her husband - a little 
ijdfiail your girlfriend seems to have omitted) .\nd he insists skrKima 
I; addiction has no cure. 

Of course, addicts are not their own best doctors. A healer like V'aval 
|i Schs at the St. ( )lms Temple or savant like Vclins Sadryon at 
Library of Vivec would have a l>ettcr grasp of skoomn lore. 

Either a healer or savant will mention a bs»ok - non-Kha 7 iii races 
1 will supply the title: "Confessions of a Dimmer Skooma-F.atcr” — 
ind direct you to Jobasha’s Rare Books in the Foreign Quarter 
' Waistworks. Buy or steal a copy. (If stealing, “Confessions" is not 
on display, but in a chest of Ixxjks in the southwest corner of the 
shop’s lower level.) 

Return to I'Dbannar wdth the lxx)k in your inventory, get his 
Disposition up to 50 and try the "cure sk(?<MTia addict" topic again. 
This time you’ll get through to him — at least enough that he agrees 
10 read it and rclcasc.s Ahnassi from their bond. 


Housekeeping 

The new's is even better by the time you return to Pciagiad: 
rOhannar is returning to the Khajiit home province of Klsvvyr and 
has stopped using skooma. And Ahnassi now invites her “V"ERY 
special friend" to visit her at her home in Pciagiad. .She supplies 
dirccrions- it’s across the street and a soft left from the tavern - and 
the key. She'll vanish from the Halfway Tavern when you leave, ami 
appear at the house when you arrive 

Nice place. RiKimy, yet cozy, L>ots of fotxl and drink. Nothing ton 
cheap or tix> extravagant. 

it even has a fireplace. 

You’D also notice that the only bed is made for two. 

From this point on, you'll find Ahnas.si at home. You now have a 
base of operations in Pciagiad for as long as you need it. You can rest 
here safely. You can use or take .Ahnassi’s possessions. (There is 
nothing really special among them, but Ahnassi won't mind if you 
do.) And you can store l<X)t here without Ahnassi :isking you to 
please get it out of the living room before company arrives. 


Meeting Ahna.ssi’s Friend 

You live with Ahnassi. She whispers secrets in your car. And now\ 
via the "share a gift" topic, she invites you to meet one of her friends. 

How ever, it’s not a social »xcasion. Scnyndic, found at the Arena 
Fighters Quarters in V^ivec, is a "secret master” of Acrobatics - 
"master’' because she has the highest Acrobatics skill of any 
character in the game (lOO) and "secret" because her mastery' isn’t 
otherwise advertised within Morrowdnd, (Can you find the other 
secret masters.^ See the Preeform section) You know about it only 
because you’re tight with Ahnassi. 

As a re.sull, Senyndie can train you to a higher level of the 
Acrobatics skill than anyone in the game. And because you're a 
friend of a friend, she likes you. Senyndic’s Dis|X)sition goes up 40 
w hen you mention Ahnassi, which means you get lower rales. 

.And she gives you a free Acrobatics skill book ("The Black 
Arrow, Volume 1”). 


Flowers for Ahnassi 

Now\ while w^e don’t w'am to sow' discontent, w'c have to point out a 
certain inequity in this relationship: It seems to he mostly about you. 
You get the quests. You get the ewi presents. You get trained in 
Acrobatics by a secret master. 

What ahnit Ahnassi? You did save her life from the Camonna Tong 
guy. But what have you done for her lately? 

YouVe alxjut to get a chance to make it up to her. Fire up ihai "share 
a gilt" topic to learn she just w'ants tw'o flowers: a Coda Flow'er for 
her and a Gold Kanei for you. She doesn’t tell you where to find 
them. You’ve got to figure that out for yoursdf. 

You w'on'l have to look far for the Gold Kanet. They' grow ai tiic 
crossroads west of Pelagiad. 

The Coda Flower requires a w-alk, A knowledgeable apothecary can 
tell you it is found in Draggle-Tail plants that grow* along the Bitter 
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Coa$t “ that hutilp of swampy shore roughly between the village of 
Seyda Neen and the stronghold Htormpren. 

What pharmacist won’t tell you h that the plants have to E>e 
flowering to yield a Q>da. 

Yon'U fmd at least five mature Draggle-Tail [dants in the Scyda 
Neen area - one in a muck pool southwest of the lighthouse, 
another southeast of the entrance to bandit cave Addamasaitus and 
three more in pools along the road north of town. Some of these 
won^t produce a Coda, but you're sure to find at least one flower. 

Then again, if you’re useless at this stuff, you can simply buy one or 
both flowers from Pbragon at Moonmoth Fort east of Balmora. 
in the far lefl corner of the main room. Ahnassi won't know- the 
difference, 13ut it s much faster just to visit Seyda Neen, 

Return to Ahnassi with the flowers* She is delighted, and says 
**thank you" throe times. 

The Many Dark Moods 
of Mavon Drenim 

You're not getting ofTw easy* after 

the thanks, Ahn:«ai phseryc^ that itk her 
tum to ^*share 3 gift-* again- Tbii iirnc, she 
wants you to steal wizard Mavon DrenimV 
Plamemirrof R6t>e from his tjir in the 
Tel van ni compound in Vivec, 

The lair the tbp floor of the Velothi 
dome in Tclvaimf Piazza. Drenim is an 
iniiimdating foe ™ quick to 

anger and attack, (He seems to know 

Mavon DILENIH you^vc arrived before you do,) 


But guess what^ Ahnassi was wrong* The 
secret entrance isn't an end run on the 
guards* You could have gotten to this point 
}ust easily by ^tering 0ast|e Ebonheart 
through the front 4oon YouVe still going to 
have to open the Foom’$ locked door in full 
view of two extremely reuiliem Imperial 
troopers- (You can try to pickpocket 
Rufrjiips Alleius for ih? key — heVupstairs 
—hut this is ultra-difficult p) And woe to 
you should you fail lo Open the door to his 
rpom Stealthily* 

However, th^ said, the secret entrance docs have a purpOsiip 
Depending on when you begin your relationship with Ahnassi, it 
can provide access to a marvelous enchanted cuirass called the 
ford's Mad way before Varus Vantinius actually sends to look for il 
In an Imperial legion faction quest. 

If you head straight up the tunnel from the pool, rather than 
turning left toward the shrine, you’ll run into a fellow named Furim 
Acilius- You're after that shimmering armor he’s wearing* Youll 
have to kill him for it. But even if you don't — Acilius may prdve w 
tough - you can still find a couple of well^concealed glass weapons 
in the cave that make this route worthwhile, 

Tbat ends of the ^live" portion of the romance sequence, though nd 
the romance itself. You can still rest and store stuff at the house in 
Pelagiad, Ahnassi continues to appear there, but from thU point on 
she’ll simply repeat the same affectionate things. 

But on<- thing does happen now and then; Two coiuaincrs of food 
and drink refill themselves. 

We c^n only assume that, on those occasions when you're 00^ doing 
Nerevarinc-type things^ Ahnassi goes shopping* 




E>on’t try to go loe-to-uie with him^ Race for the doset on the right side 
of the room, grab the robe, and teleport out* Or sneak in under the cover 
ofa potent Chameleon spdl. Or just show your face so Drenim and his 
two colleagues suit diasing you and, once theyre some distance away 
from the dcset (ideally, one whole floor), drde back aitd grab the goods. 

Ahnassi accepts the robe gratefully- And wait until you sec what 
she has for you in return: 20 throwing stars. Made of ebony. 


Elvul’$ BUck Blindfold 

Ahnassi has one final secret* The “share a gift*' topic now reveals 
that Elvul^s Black Blindfold, a magic glove that leaves enemy 
archers in a befuddled darkness, can be found beneath the Imperial 
Commission in Castle Ebohheart, 

hV heavily guarded, but Ahnassi seems to think a secret entrance, 
l^atcd Uitder water in dte off the castle complex, offers a way 
around the guards* That doorway is set into a boulder north and 
just west of the jt^anpel that leads under beneath the long, high 
bridge into Castle Ebonheart. (It’s the same entrance you may 
discover in the second -to-last quest for the Imperial Legion.) 

You'll surface m a cave beneath the castle. From here, make a left at 
the intersection, and use the door to enter the shrine under the 
Imperial Commission, The Blindfold is in a chest of drawers in the 
room right next door* 



Tht Morrowind Prophecies 




\jny Vampire qi:ests 

1 1 So Vqu’vc Decided to Become a Vampire 

k iminp » Viunpire in Morrewind Is pretty Fight vampim, 
bimin hv one and avoid getting killed the Tliis tneans 

fat ihuiikJ i^rithcr have a character powerful enough to take down a 
^|vpTTr-5ay, Level JO-or accoinplfishcdatrvmningiaway^^^orhodt 

i a of vampire cUnSi, but you may not resili^ this inidaUy- 

L,om mJT tkM rvm ncillar fsir a whik ih« ^lumjwiBil biii 
Ip^in-L TItary -rn rlv fCJim j anil jiijirre rntpmuril lu IkIt 

41 ^ U A iJir Hipi n f jhi.iiw, he'i Ln the 

4 tni-k 1 Tunbu and be ii m ^ttif vampur- f^iric Ji Jitic iliivi: 
CMpTlFn;; MltlEUi-eUt^ni- hlr?i~idluiirk 

a Link c^oraiiofi to iihd the othen* 

[HaHof Morr-uwiiHfi vam|iii7e« <ra\ be liiMi>4l to ll Lpii^rruh 
juni w|Hi ima >:ir ihe cLmt In JikJmLitii ln>T i-jinipitTA ^rr 
■kill i-rtiuieFiori b — hnkeiJ i»i m ipecifir cLn hliu d bur 

L Iff] Ebcil- 


^rnc diH, Ird b^' Hubi.lL' fkriHr4ii L^iv^tal iIk Daliffti Llj^in 
[lltitWay iniLt iii|CitH-riL^^njidL jurnril che MnLiji .\mDr 
■Tiiiin rui|^r Iti idJiLiuci. Ikrne ^irinpah^wiflia be NhuuI \3\ ih^ 
h^iiii ArkTHfra] Ti uiilk wt^ -uf 3ibiiljg Mar, the Oduelaa Aneesiral 
ImJiKir Ksjiir-Sjlvtj‘s- laeTiimriudr ifui ihe Atidirlhi 

IikvImI T-undy wUtJbinii ii-f HkiPiHJien. 


In addltkinf four of the five rogue 
Vampires are Bertie. That g6c4 far 
Marara m the prechan Aj^ce^al 
Tomb, Merta m die Reloth 
Ancestral Tpinb^ Irarak ih the 
Giniih Att^$ctai Tomb, at^ 
Caivario in the Ifeano Aoecstral 
Tomb. li on an island 

^di ^thcpwengter ruin 
Ncardahrk. MertaVis so^^heast of 
Khuu]. Ir^kts^is ^^u 5 t off the Gnisis- 
Ald Velotbi rtx^d and sou theast of 
ih Dwemer ruin Arkngthonch- 
fkcurduihz. Calvaiio's tomb is 
louthweat of the Ahemmusa 
AsliljEHlrrcamp 


The Aundae clan, led by Dhaunayne Aundar, is the o|^^ice of the 
Berne. It's about as far away as n can be from the populous west. 
Based at the tomb Ashmclcch on an island southwest of 
Sheogoirad. the Aundae vampires have additional lairs in the 
Sarethi Ancestral Tomb northwest of Dagon Feh the Dulo 
Ancestral Tbmh west of Galom Ekeus, and the Araien Ancestral 
Tomb south of the Zain^b Ashlander camp. 

Finally, the Quarra clan, led by Volrina Quaira, is based at the 
hiih Pniscjushb sbu^ uf the Urshilaku Ashlander 

camp. You^li also find Quarra vampires in the Serano Ancestral 
Tomb near Galum Daeus, the Hktan Ancestral Tomb west of 
AldVuhn^.and the Alen Ancestral Tomb southeast ofKhuuh 

The Mastrius at the Salvel Ancestral Tomb is also a Quarra 
y^j^c. He's inside the Ghostfence - on the foyada northeast of the 
Red Mountain citadel Odrosal. 

Once bitten by a vampire^ wait for three full days, and then go to 
sleep. {A little tip: Do this after yqu usi^ a mode of fast traycl 
as close as possible to the clangs headquarters; you won't be aHe to 
use fast travel afterward.) 

When you wake up^ you1l be a vampire In the the 

vampire that bit you. 

If you've been infected, but are having second thoughts about 
becoming a vampire or somehow w<wnd up in HocKlhne o than 

the one you wanted, don't worry. It can be cured with a simple Cure 
Common Disease potion any time before the three days are up. 

Curing vampinsin itself? Regardless of what you hear in 
Morrowind, it can be done- But iwt with a podon. It will be your last 
act a$ ^ vampire — once cured, you can't become one again — $o we*l) 
handle it last. 

Now, why whuld ydii want to he a vampire? 

Reason #1: To do the vampire quests. 

A vampire can perform Up to 11 of the 17 vampire qjuescs in a given 
game. ^ art sp^fie. to the vampire dan you've joined. 
Joinings bloodline^ which occurs automaticaliy when you become a 
vamp^e, locks out the $ix quests for the two other bloodlines. 

The other eight quests are open to any vampire. 

Reason #2 ; To play as an incredibly 
power^ character. 

Being a vampire is not like belonging to a faction. It is a stateof 
being. In £act, it is a state of super>being. All vaiUpir^ fc<cive 20- 
point boosts iu the flats Strength, Willpower, and Speed and iCL 
point boosts in the skills Sneak, Athletics, AcfobatiE^^ Hand-to- 
Hand, Unarmored, Mysticism, Illusion, and Dc^ruedOn. 

On top of those increases, each daii has one addiUbu^ stat and 
three additional skill bonuses - one of these in a skill or sui you 
don't already have and the other three rdnforeiiig those that all 
vampires receive. 

Berne vampires receive a 20-poim boost in the Agility sut and 
additional 2(Lpoint boosts in the 5ncak, Unarmored, and Hand-^to- 
Hand skilh. 
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Auml^ vampires receive a 20-point boost in the Shore Blade skill 
and addition^ 20- point boosts in the Willpower scat and the 
Mysticism and Dcstruetioa skills. 

Quana vampires receive a 2(hpoint boost in the Blunt Weapons skill 
and additional 20 point boosts in the Strength stat and Hand-to- 
Hand and Heavy Armor skills. 

Vampires arc also immune to Paralysis and Common Disease, and 
they have a high resistance to normal weapons (50%). 

And in addition to your regular spells (which you keep), vampires 
accfutTe two additional incantations: Vampire Touch {an extremely 
valuable spell that drains your opponent s health while restoring your 
own} and a more potent, longer-lasting version of the Levitate speiJ. 

You *11 grow to love your Vampire Touch spell, because it*s one of the 
only ways yoult be gaining back, health in your undcad state- See, as a 
vampire, you don't heal while you sleep. Instead, you’re awakened by 
a rather disturbing dream, and you'll find that your health hasn't 
risen at all. There are actually a number of these dreams that can 
appear to ypu when you sleep, involving everything from murdered 
parents to dead babies to your lips being sewn shut. It's worth skej^g 
just to read these twisted tales. IHus, your fatigue and maigicka will 
still replenish normally, so sleep docs have its advanta^s. 

The upside of all this: You are capable of killing pretty muck 
anybody who even looks at you funny. If all you lo.do is kill 
people and take their stuff, this is a phenomenal character. 

The downside. While you're incredibly pdwerfuf you're also 
incredibly lonely. While you're a vampire, very fov p^ple will talk 
to you* Tlie undead-hating Duhmer will shun you- Some people 
will attack you. In fact, aside from Mages Guild members (who have 
a pracucaJ interest in v^pirism), the Telvanni (who just donY care, 
but seem to have a pscudo^iemific interest) ^d other vampires, 
you will be in a world of one. You won't be able to do much of 
anything except kill people, wd while you'll be able to perform 
some Tdvaimi and ^ge$ Guild quests, quests that take you outside 
those respective spheres may prove imposisibic to complete^ 

In a nuuhdt, being a vampire kills much of Morrowind's gameplay, 
and, as a vampire, you kill pretty much everything else. As a result, 
the games story is cffecrivcly on hold. 

Whether this is a temporary or permanent state of afftirs is up to 
you. If youVe a vampire just so you can perform the vampire quests, 
it shouldn't be a probkem. Most of the vampire quests occur within a 
sclf-contamed world, with little interaction with or impact on the 
^‘normaT world around it Consequently, you can do the vampire 
quests, take the cure, and if you haven't gone on any homicidal 
rampages, the world you left will non have changed when you return. 

But if you don't stop there, and proceed to play Morrowind asa 
yampirci. we can't be held respotisible for what happens. If you go 
through the game killing folks indiscriminately, eventually, you’re 
going to kill Someone imponani and “break" the Main Quest - that 
is, make it impossible to play through the story as it was designed to 
be played* 

This does not make it impossible to finish the game. By brute force 
and great skill, a very powerful character can still complete the Main 
Quest- But, as outlined in the Main Quest chapter, this forces on you 
a so-called '"back-pth*' approach that includes a good deal of extra 
work and Special requirements. 
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THE BERNE QUESTS 
Blood of the Vampire 

The Berne clan is based at Galom Daeus 
iji the noithcfn central section of the 
Molag Amur mountain range. You can 
make this trip on foot from the v'/estem 
regions, butyls Dwemer ruin is reached 
most easily by traveling by boat to Tel 
Aruhii apd then finding your way down 
the coast to a point just south of Tel Fyr, 
where youll find a path leading inland to 
a lava river. FoUow the lava river west to 
its end- 7b west, you'll see another lava 
pool and, beyond u, Calom Daeus. 

The vampires here won't attack you, since you're one of them, bur 
the Dwemcr steam centurions may not be so forgiving 

You will find clan leader, or Ancient," Raxle Berne in the 
Observatory. You have probably never been greeted with so litde 
respect by a quest'giver. He seems to regard you as only slightly 
more advanc^ than the slave “cattle" the clan keeps for feeding 
purposes. 

However, heTl lay out the three clans and their respective strengths. 
And if you select “serve me^ he'll offer you a mission - though he 
seems to have already made up his mind that you won’t rctumt 

Berne says Quarra clan Andent Volrina Quarra draws much of hef 
power from drinking the blood of Quarra clan dders. If you can g^ 
him that potion, he'll allow you to draw on the services available at- 
Galom Daeus. 

When you set out for Druscashti, you 11 quickly discover several 
practical limitations to being a vampire. 

One is that you're not free to move around outside during the < 
From dawn to dusk, you can take damage from sunlight. 

It's not cjtactiy the “night good, day bad'^ deal of conventional 
vampires; there are degrees in between, depending on how much 
sunlight is hining you at a given momenL FuU suplighL will bum 
you down at amazing speed. But if it's raining or an ash storm is 
raging, the amount of damage you take is reduced. Arid If you dive 
into water, the effect of the sunlight is diluted and ypu won't take 
quite as much damage. 

You'll find you've turned into the Addams Family^ hoping for bad 
weather. But it's a dicey proportion, as you never know when the 
weather is suddenly going to turn nice. As a side note, as if sleeping 
wasn> bad enough with the tydsted visions you reocive, deeping 
outside is a really bod plan. The sun bums sice|^g vampires quite 
nicely, thank you* 

Another factor is limitations on fast travel. Ordinarily, to get to 
Druscashti, you'd take silt stridor to Maar Gan. But the inability to 
talk to most people efl^nvdy means silt strider and boats are out. 
Even your erstwhile pals at the Mages Guild wiU deny access to the 
guild guide tdeportation service. (A side note: If you need to use a 
fast-travel mode to make your initial trip to your clan's beadquar^ 
tors, postpone actually becoming a vampire until dose to your 
destination- You won't be able to afterward^) 
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Tkolm the effect of makuig everything seem really far away. 

' lhgicthci» these two cotisideratiom produce a third. It’s now more 
iropottant to know where things are along your planned route. You 
caa^camp in the wilderness,, and you can^ afford to be caught out 
; in the open while searching the wilderness for an egg mine or bandit 
yjf in which to weather a beautiful day. 

Uwil you gcf the hang of this new way of doing thingSj play it safe. 
Wait until nightfall to head for the Quarra base at Druscashu. As 
you make you^ way northwest up the Foyada Bani-Dad from Maar 
its the second of two Dwemer ruins overhanging the eastern 
■ide ijf Ui IS trough ■ 

I Once inside^ two quick rights take you down to the lower level. 

Once through the door., make your first Icft^ and you’ll encounter the 
of two formidable vampires, the ebony-equipped Siri, and, 

Atwu the stflif s in the large room beyond, the gfess-equipped 
I ,{^rra. You won^t be able to kill them — they’re levels 24 and 30, 
itiopectively - but you may be able to sneak past them- 

l;:nieblood potion is in^^the right <'hand of three kegs against the 
L^ootdde wall. lt*s locked but, if youYe an accomplished pickpocket, 

I ^Qnarra has a key. 

"Take the Blood of the Qoarra Masters and return to Calom Dacus. 
Talk to Berne about ^Quarra Blood Potion.” He^ll take it, ^nd grant 
:;access to the two vendors iii G^om l^aeus’ eJitry ares: Arcnara (who 
.'has a great selection of advanced weapons and armor and can also 
perform repa irs) and Germia (who sells thieves^ tools). 

Revenge of the Vampire 

Berne is surprised by your success, and 
offers another task. Talk to him about “an 
errand for you*^ to learn about the 
vampire Merta — a Berne lieutenant until 
she went solo and set herself up in a tomb 
westofMarGaan. 

For Mena’s audacity in leaving the dan, 
and for caking ’"cattle*’ Berne sees as hb, 
HOIT^ he orders you to kill her. 

SheV in the Reloth Ancestral Tomb - a small crypt that actually 
proves to be not so much west of Maar Gan as it is southeast of 
Khuul. (It’s just southwest of the MaelkashisHi shrine.) You’ll find 
Mcrta in its innermost chamber Her Potsoninirror Robe is a n^e bit 
oflootj and yov*ll better from Berne when you report in the 
news of Merta’s death. The Berne Amulet he gives you casts a. Recall 
spell that zaps you back to Galom Daeus on demand. 

War of the Vampires 

Berne now charges you to kill '-wonhless vampires” from the 
Quarra and Aundae clans. 

Variations on this freeform camf^ign ^rve as tb« third quest for 
each of the dans. Don’t worry about the ’Vorthless*' part, (Berne 
basically thinks all other vampires are worthless,) It doesn’t matter 
which vampires you kill ^ Just howm^y. And Berne doesn’t say 
exactly how many. 



You don’t have to go back to Drustashu to find them. Lower-level 
vampires are dose by. 7^ Dulo Ancestral Tomby set into the 
western side of the same mountain as Galom DacUS, is home to five 
anonymous Aundae vampires. The Serano Ancestral Tomb, just a 
quick jaunt northeast and northwest from Galom Daeus, has five 
anonymous Quarra vampires. 

T>n down, two lo go. 

You can pick up both remaining kills at the Aralen Ancestral Tomb. 
ItV a long and winding trip through the northern Molag Amur, but 
sfill shorter than any of the other trips you could make. 

From Gntom Daeus, head northeast to the crossroads and follow the 
signs for Vos and Tcl Vos north. You’ll eventually emerge into the 
Grazelands just southeast of Massama Cave (a large abandoned glass 
mine) and southwest of the stronghold Falensarano. Follow the road 
around the stronghold and continue north. After the road bends 
east, you’ll find the Aralen tomb to the south. 

Return to Berne and ask about 'Tuture rewards.^ He'll now allow 
you feed off the clan’s *"caulc” using your Vampire Touch spdL Just 
don’t kill any of them, That really, really makes him ^ngry 

TTiat's the extent of the Berne vampire s missions. 5e^: th^ ’’All Clans 
on Deck** section for more quests. 


'1>IF aundae quests 

A Vampire with a Heart 

Ashmdoch is one of those p)3c;cK ihat isn’t 
really close to anything. Sorry. We could 
name a few ancestral tombs and one 
VeJolht dome, bui they probably wouldn’t 
mean anything to you. 

The best way to reach the Aundae 
vatnpir^’ hdsidquaTters is to travel by boat 
to Khuul and then head east along 
Vvardenfcll’s northern coasL You’ll pass 
the Urshilaku Ashlander camp and the 
mountaintop stronghold Vdenvafyon. 
Then the coast will begin to dip south. 


\ 

m ■ * 
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After the dip, sun looking for a large silt strider carcass a short 
distance in from the shore. Stand at the southea^end of the carcass, 
and head straight north across the water. You ’ll soon sec a beach. At 
the nonbeast end of the bcach^ you’ll see a road. And when you 
start up the road, on your left, you’ll see the entrance to Asbmclech. 

There is a long way and a short way down through this huge 
underground complex to clan leader Dhaiinayne Aund^o- If you 
follow the right w^l from the entry ramp, you’ll come to a gaping 
hole in the corridor floor. This is the ex|^ess elevator to Aundae. 
Invoke your Levitate spell and ckscend- 

She’s about as unpleasant as all dan quest-givers — to hcr» you are a 
“little monster” — but select ""plan to serve me^ and then “about my 
family” and shell reveal a softer side. 


T 


The magic number is ”12.’ 
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Aiindac s^ys that^ in het former 1tfe» she was a high-born Altmcr 
wirh a husband and a young son- The same vampire who made her 
a vampire killed her husbandr but the child was permitted to live, 

"^1 am curious what became of the boy^ although be has Ukdy gone 
the way of all mortals npw^^ she lells you- ^SdU^ it would be 
^musing to know his 

It*s rather touching- Axmdae pots a disinterested face on her inquiryt 
but she can^t hide her feelings- Agree to heip^ and she'll give you a 
sign^ ring with her family crest -- which she says any high elf 
should recognize - and direct you to her family's last known 
address: Sadrith Mora- 

Youll find mam drawn swords than leads until you gc> Mages 
Guild in Wolverine Hall Speak tu Tusamircil over by the left-hand wall 
about "'family He recognizes the ringas sinular to one worn by 
SinyaraiiKn» He's imUkdy to talk no a vampire, but Tusamircil suggests 
that ddi VC ring the poenn be ordered might get him to open up- 

lYs a good idea* so agree- 

The hitch; Tusamireil doesn't know where to find Sinyaramcn- 

But Inid, just to his left, will bdp you put two and two.idgcihcr 
She, too, si^n the crest — at the Gateway Inn- 

Gei uptown to the Gateway- Sinyaf amends on the second floor. As 
TusamirciL guessed, he won't deal with you without inducement^ 
but you have inducement in the form of the potion- Ask about 
“family crest ” "killed by your kind" and “VUandon," 

Vilandofi was Sinyarafhen's grai>dfathcr - a hunter oT vampires after one 
kiUed bis paicnia, oikI ftna% himself victim ofa vampre named K)dd- 

Gt^all that? 

Return to Aundaeand talk to her “about my family** again. She will 
eloquently order Kjdd's dearh- 

'*Family is an odd thing, is it not? Defined by blood, separated by 
bkxKl, joined by blood- In the end, it is aU just Mood-" 

K}dd is a Quarra vampire quartered behind a trapped door on the 
upper level of Druscashti. When youVe killed him, report back to 
Aundac and speak to her about “Kjeld/' and shell award you access 
to dan services. Now Moromrg will sell you potions and 
jngredkms> and Gtadroon will sell and repair weapons and armor 

Er*s not quire like home, but, for now, it will have to do- 


The Vampire Hunter 

A vampire hunter has been poking 
around in Ashmelech, Aundae*s spti^ 
have followed him back to Ald’ruhm 
You’re to go there and kill him - in broad 
daylight and with people around, so that 
his death may serve as a cautionary 
example for others who might follow in 
his foot^cps- 

What, the spies couldn’t even get the 
guy's name? 


ANOVaNPO 


No matter- )ust as the Mages Guild helped you out inSadrith 
Mora, it; will do so again in AldVuhn Ask about “vampire 
hunter-' there, and you’ll learn the hunter s name is Ano Vandte 

As if you'd have any trouble figuring it out- Vando’s walking ImcL 
and forth near the Mages Guild, carrying this glittering ebony diiU 

Ulucic kirrii llhcck the tuar firii lucai'i-giirrfl, '^a ei iherei Br> 
rc4ifuwc]| ami make nicr vxnomri: sanding rveirby ai a wfenni. IfyiB 
bring r1 uFT oorncrtly, ymll |;ci a FfumiJ -nitry' ar>d can hack In- 
.•Uviudciii aJh; bis Aundae ilruul “v 2 SJ\jpLn fnn^^ fix four imiL 
As- la yooT -ceerw! fkfw and IJkufia quevt^ youll prn an amulet im-ih 
EH e in HjKaJI b«k hj dan HC.L You mi|hi Ie inaipcd to grab Yando's 
mace Ujghl 4il J3kiy1 andAir ihwld ^EJOrkwiil Jitioi ha coTpsc. After 
yiju'ie kLuned they fnek a pmid jiurdi. Uon’i trp do uk diem, ilbHJfdL 
ThEW diui^n Jri wncat ddirvickf anci vjinpur^ani will Mmi tthv hakh 
I^LminrtTng d'ycii try fni n|iiip dirm. Yrn -might itash ihrtn Hmrpfitn 
^if LiSit uWf Llx>uKk if ifl,m ilmdr bj up dir uridmiJ lilnik. 


“A Great Number” of Dead Vampires 

That’s what you're expected to produce in your third quesL Aom^ 
basically asks you to wage on the other two clans, with a 
promi^ of future rewards tf you really pile up the hodics- 

Ail three dons have this quest, and it's preuy much the same in eidi 
case- Here, you need to killlZ Bemr or Quarra vampires (or any 
combbation thereof), and you can take them wherever you find dirm 

The only difference is a level of convenience- The Berne vampire 
can find 10 victims without even leaving thc.nei^borhood- The 
Aundae vampire has to shlep a good distance just to reach the 
nearest lair, and the challenges within that lair are consideraUc, 

Imh^ UriiKiilfii^ a !>«■.■«!]□ or euiu muEliwai ufike 
UrshiUku Ashlander camp^ To find it, you'll probably just haie M 
retrace some of the steps you took to find Ashmclech fo begin v^iib- 

Minus the unfortunate Kjeld, who you've already ktUedi you fchuuld 
find two remahung vampires on the upper level and four on ibc kiwa 

Unhappily, two of the latter four vampires - Siri and Volrina ^ 

Quarra — are murderously tough opponents who should only be 
cackled by a very advanced player- If that's you, wonderful. Great 
armor and weapons will be your reward^ But chances are, it Un\s^| 
the effective yield of Druscashti is four vampires- Eight to go. li [ 

You can knock off five more by continuing west along the coast to 
Khuul and then making your way southeast to the Aten Ancestial 
Tomb- fust take the road southeast toward Khuul'$ silt strider por^ j 
then east toward a renegade Ashlander camp, and south and then | 
west to the first of two close-set mterscctions- Make a left here and_ |. 
follow the road over the rise Into a grove of trees. Hang another fcff j| 
in the grove and follow the short path to the tomb door- 

Bc careful- The Quarra vampires here aren't at all tough, but tbert'^ I 
are five of them in a small area, and you'll probably be getting hit by 
one as you kill anotber- 

Thj^ to go. ' 

I 

Two rogue Berne vampires he found in the general neighbof 
hood — dicReloth and Ginitb tombs, respectively — but unless you || 
deared out Druscashti, it's not enough to complete the quest and » j| 
not d^onh the cfTprt of tracking them down Individually- 
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H^Wr^cr. you con wr^ip up nriission at 4 third QuarrO location 
E|tiJtr-i ■^fth- The HIcran Anccttral Tomb a located in die western 
.^hllbhil> 0 ^ the road of Ald^ruhn- A «hort disUBce fjrom town^ 
the rud starts uphill and yau*Jl kc a steam ^yKr and a aignposc on 
left. The path to the south isn't marked. Follow it as it turns 
i feni intoa ravine. Youll fmd the HLeran tomb at its end- 

Uv 7 ™ amulet 10 ^ajs back to Ashmclcch for a reward identical to 
4 n ihe other cbns* version of this quest: You can now use your 
VunpiLL- Touch 5pdl to feed on the clanY "caule ” 

buJ that 5 the end of the formal Aundae quests. See the '‘All Clans 
aa !Acck" section for additional quests that car be performed by 
pty ■nflfar*' 


The quarra quests 

Cult of the Vainpire 

If you Ve been following the vampires' 
mini -dramas, we*re betting ym know 
where Druscashti is by now. After alk the 
dwarvea ruin used by the Quarra dan as 
Its main base really takes it on the chin in 
the other clans' quests. 

Hi-irV-flBip clhanoc pfw 

fbcir Turn in pk imi*. ^ Wef, ^ lu ipnfcij 


b 1 




VmarNA OUAlRA 


Coming from the south, youll find the vampire lair jujt up the 
Poyada Bani-Dad from Maar Can; its the secord Dwemer ruin 
werhangiiig the cast slope. (The first is Bthungthumzd Ctsming 
rram the cast or west, it’a southwest of the Urshibku Ashlander 
camp. 


Beck out VoJrina Quarra on the lower level and speak to her about 
'Yir to me," She’ll explain that a vampire named Irarak (a rogue 
fenn the Berne clan).has set up shop near Gnisis and is being 
P Ih^ippcd as a god. Quarry considers this a mockery, and wants 
twakd^d 

Ginith Ancestral Toinb, where Irarak holds coun, is actually a 
Utefoser tg Aid Vclojhi dwn to pnisis. So, we'll start from there. 

Irt down in a Uric thicket of "MisccUaneou^^ quests just south of 
10 WB, From Aid Vdothi's tower, follow the coast west toward the 
Dwemer ruin Arkngthunch-Siurdumz, But before you crow the 
bridge to the ruin, turn south, down the hflJ, and west again at the 
lignpost. Whip around the hill ahead of you on its northern side and 
ilK Gintth toi^ will scoo appear on your left. 

Ifi a small tomb and following cither wall from the entraacc will 
ukryou quickly to Irarak s audience diamber, 

And this is interesdog^ You're actually welcome here. Irarak four 
pning followers all identify you as a vampire, but s^m umhreat- 
furd Whfle not yet vampires, they seem robe looking forward to 
[he day wbca Irarak bestows on them his “dark gift.*' 

Ibis sounds as though it has been r^ped from today's headlines. 

Spui to Iraiak about ‘‘Biocd of Lord Irarak,'* “provide comfort,” 
ind '‘material gains” — and you’ll sort out that this is a racket. I guess 
tt’s easier than running around at night and biting people. 


Thia also forces a decision: Kill Irarak, or extort money from him. If 
the former, everyone gangs up on you. If the Utter, you'!! get 1,000 
gpld - and then you should kill him anyway to satisfy Qaarra. (If 
you let him live* youTl get kicked out of the clan on your return,) 

Back at Dniscashti, Quarra makes good on her promise of to 
services. Areas, found up the sulrs at the end of the lower level's 
first long Hall, sells a range of items. But Kjeld, in a trapped room on 
the upper level, hai a nice idertiou of weapons and armor and 
lepain them as wcU. 

Amulet(s) of the Vampire 

Speak to Quarri again about “use to me'' and “raw materials,'' and, 
after she says the usual disparaging vatitpirt-quest-givcr things, 
she'll give you another job. 

It’s actually a whole bunch of jobs. She's making magical amulets for 
clan mernhert, ^nA need« supplies^ 

- /f (w 

- 

- ifrwnsi)rj>r iimi 
■ d 

In other words, she needs everything. 

This isn't a simple mission, hut h IsnY as elaborate as it may firat 
appear. You could wait for this stuff (minus the skull) to turn up 

in loot, but sKortaits arc avaiUble if you know where to find them. 

Three sapphire amulets can be found in crates in the smuggterY cave 
Yasamsi near Hla Oad and two more m crates aboard the Obscure 
Shipwreck in the far western reaches oTSheogorad. (It's near the 
island where you’ll find the mad hernwt Big Head in the quest from 
Dacdtic god SheogQiath.) There's no guarantee youH find them 
there (they’re part of Uie leveled loot Ust$) , but you Vc got a shot of 
gettiog them in these crates. If they're not there, there are acme 
NPCs who are also carrying them. You can get one if you off Nelos 
Onmar (who ne meet on a misodUmeous quest). Other folks include 
Cienne Sintieve(an alchemist in Ald’nihn)* Miner Arobar (in AroUr 
Manor in Ald’ruhn), and Ehunesea Soicthj (in Sarcthi Manor in 
Ald’ruhn). Sounds Hke they had a run bn these things In Ald’ruhn. 

Tlie easiest way to get the fbtir ingredients is simply to buy them 
from Tdvanni and Mages Guild vendors. You*U have to visit two or 
three to put everything together. 

And once -you start looking for a skull, you'll suddenly ^ them all 
over the place. You'll find them under an Imperud Steel Hcknec in 
Aid Ijfaedroth, on a shelf in the Caldera Mages Guild and in 
quantity just outside the Arano Ancestral Tomb near Tel Branora — 
and lots of pla^w in-hetween. 

You’d think that, with all this bard wark^ Quarra m(ght break form 
with the other dans and give you a distinctive reward. But 
noop. - ..You don't even get one of the amuleu she’s making. You get 
one of her old tejectsu It allows you to HecaU 10 inscandy to 
Dmscashii without fir« setting a Mark should you get imo trouble^ 


T 
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The Only Good Vampire 

For the final Quarra quest, you're expected to kill a doz^n vampires 
tVom the two rival clans. It’s the same deal you'll get as Aundac 
or Berne vampire — though rather less demanding than the Aundae 
versinn and not quite as undemanding as the Berne- 

You r beat, bet is simply to head cast to the Aundae headquarters at 
Ashmelech, (See "The Aundae Quests" for directions.) In that 
underground vampire town, you will find no fewer than nine 
vampires. Eight if you're less ambitious and donY inclutle the Level 
JO Dhaunayne Aundae on the list. 

Tick up the rest up north at another Aundae lair - the Sarethi 
Ancestral Tomb northwest oi Qagon Fd> Then return to Quarra and 
shell allow you to feed on the danV cattle/’ Tastes like thicken! 

And with that, you're done with the formal Quarra quests. See the 
"All Clans On Deck" section below for quests for all vampires. 


All Clans ON Deck 

Any vampire can perform these quests. .Aundae, Berne, Qyarta — it a 
all good. And you don't have to perform any of the clan-speeifi c 
quests first. In fact, you might want to try some of ihc^ first as a 
way of weaning yourself from the normal world to the vampire one. 

Something for the Kid with Everything 


If you ask after the latest rumors in 
Ald'ruhn — try the Mages Guild — youll 
learn about a rich kid who wants to be a 
vatiipirCf Visit Llethri Manor and speak to 
Fathasa Llethri for the big picture, (Oddly 
enough, she's willing to speak to you.) Her 
son, ^nvyn, thinks vampirism is the 
ticket to power and respect- She'll ask you 
to convince him that vampires aren't its 
strong as he believes them to be. 


VN U4TliI3 


Quietly, she has just given you the solunpn. 


Sanyyn is just down the hall. Speak to him about “submit myself," 
and chose ypur responses for maximum irritating effect: '*Yoii arc a 
foolish boy^” ^You are ridiculous young man, “Snipid child," "You 
arc too weak to be a vampire” and "You know nothing!" 

Each dig will lower his Disposition by points (compared to 
five for the other, more measured choice) and raise his Fight by five 
(compared to two). By the end of your little chat, he’ll want to tear 
your Jungs out and use them fora bagpipe/ If he doesn't start a fight 
afterward, just keep up a string of taunts until he does. 

And here's the key: Remember his mother^s words, and let him 
win. Don't fight back. (He's just a kid, and you'd probably kill 
him.) Once your health has been halved, he'll decide you're a big 
weenie, declare that all he's heard about varnptres has been lies, 
and stop fighting. 

Little monster, indeed* Return to Fathaw and talk to her about 
‘*convxiK:ed my son/ She'll give you a magic ring protects the w^rer 
agajuH fixr damage, which is handy for a vampirc- 


Just Shoot Me 

In Tel Mora, ask for the latest rumors, /and vtki 13 pick up some buzz 
about a powerful vampire who has betn killing folks right and left. 

Go sec Marara, found in the Drethan Ancestral Tomb southwest of 
Aid Daedroth, and ask her ivhat s up with that. ' ^ 

Like Umbra, the Ore warrior you may have met in the mountains 
near Suran, she's wi^ry of her long life and w^ants it to end. 

However, again fike Umbra (and somewhat bewilderingly), she's 
unwilJing to just pui her head on the chopping block, hut insists she 
be bested in combat by one of her kind. 

Si> you just do her a favor. It's a fight for your life as wfH 
as hers. 

If you're up to tt^ you'll get the enchanted Ring of Marara, 
which casts Reflect, Fortify Acrobatics (10 points), and Resist 
Normal Weapons (40%), 

Bur despite Marara 's calk about her treasures, you won't find 
amounts of loot here. The most notable of this small Htnth u 

chat it has two entrances - one of them via an extensive smujui^ti 
den called Shallit. 


Betrayal of the Vampire 

Probably the most obscure of the vampire quests. You won't find 
Masirius until yodx'fC well inside the game, and well inside the 
Ghost fence. And by then, of course, you may have your sights set 
on bigger fish, 

T'bis Quarra vampire is the lone resident of the Salvcl Ancestral 
Tomb — found along the foyada that extends northeast of the Red 
Moimtain citadel Orrfosal. Speak to him about "my imprison* 
mem" and "w^ay to escape" to learn he is a prisoner — confined 
here by the Daedra god Azura for reasons ^ that he 

may have found an escape hatch. He begs you to *t>d 

offers you the world. 

Mastrius asks for two things: a powerful shield called Spellbreakcf, 
and a daedra's heart. 

The shield is in the Dwemer ruin Bthuand, It's located in the 
northern Ashlands, just inland from the central section of the 
coast and just west of the Daedric shrine 21ergonipal. If you 
performed the D^dric quest for Molag Bal, then you've already 
been in close proximity. As in the quests the best approach is via 
the stronghpld Kogdruhn. 


Bthuand's an odd plaice. As 
wonderfully well-preserved as most 
other Dwemer ruins have been, this 
one seems to be falling down. The 
seribs here are all dead. The only living 
thing (if you can call it living) is a 
handful of centurions. 

The decay is used to conceal the shield; 
you'll (ind it behind some fallen stones in 
the ruin's inner extremity. And you 
should be able to find a daedra heart after 
killing one at the neighboring shrine. 


hCAjmio 
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; Azuf a must have had hcf reastuis for penoiflg Mastrim in 
, MJ iHi'd be wise IP approa^ this mission with caution. In fact, 
I p<iihibJ> a good idea to approach any Levd 29 vampire with 
uuii. Note the telling foul-up he makes ifyou speak to him again 
mr Euving returned with his items. 


you do return to Masirius with shield and heart, hc1l ask for 
tore thing: ydui ^trejtigth to break the spell. If you agree, he'll 
bdf y^r health and stamina. 

Mthen icll attack you. 

wc told you to keep an eye on him. 

tin him, and you can pick over his possessions at your leisure. 
ti^eDbn^aker is yours, as is the late Mascrius' full suit of ebony armor 


KjUing Shjjshev 

tAvam|aietn Vtvee? It’s not exactly tradibonal territory for a Creature 
»tbe Night. But if you're not averse to travel, you can pick up a couple 
liTsnipIcqucsts in Vvardenidfs largest city. 

[ fvd Sirilonwe in the labyrinthine Mages Guild (off Foreign Quarter 
I and speak lo her about ‘^someone killed.^* She^ll ask you to rub out 
I arival named Shasbev and bring back his key. 

Wt ■ercni Ijtlduig ^ibiiui ibcirivdi. !4uihei^ a n AJd'if^^S AAd-l^r Inn 

Obce the job is done, just get back to Sirilonwe with Sha$hev> key 
I md talk to her once again about "^someone killed." She'll tell you to 
ketp anything else you found on Shashev's body. {That includes a 
■ice magical ring that casts Paralyze and Poison.) 


[>u»t of the Vttmpirt 

With Shashev pushing up Gold Kancts, 
speak with Sirilonwe again - this time 
about "vampire dust." Shell ask for three 
portions of this magical ingredient for a 
spell she's researching- 

You can find the dust in the remains of dead 
vatnpiTes (which your qucst..givcr piefcrs) or 
2 ^ shvpiL 


SIRILONWE 


PThe former solution requires a trip out to the nearest vampire lair — 

\ ike Othrelas Ancestral Tomb tg the northeast. (This Berne lair is 
ralong the water near Balur Salvu's farm.) 

j The latter will involve a bit of shopping . Anarcnen at the Ald'ruhri 
I Mages Guild. Anis Seloth; Alchemisi. in Sadrith Mora, and Brarayni 
&rys in Tel Aruhu should all sell you the stuff. Except they won't 
rScU you anything. Because youVe a vampire. Ah* well. No one will 
I miss a couple of alchemists* 

If you're more of a thieving fr^e ofmind, vampire dust can be 
foimd just lying around here and there. Auranc Frernis: Apothecary 
in the Foreign Quarter Lower Waistworks has a portion on the 
tabic. Another Can be found in Afys'Drclen in Gnisis- And if ycniVe 
built a stronghold, yOu can vtsh the Telvanni version, Tel Uvirith, 
and find all three poftioni in Menas' house! 


Who ¥a Gonna Call? Vampire! 

When ordinary people want someone dead, they call the Morag 
Tong* When mages want someone dead, they call a vampire^ 

Or so it would seem. If you speak to Raven Omayn, the "Mouth" for 
Councilor Dratha, at the Tetvann j Council House in Sadrith Mora, 
she'll give you another hit* Talk to her about "Rimimil," and she'll 
ask you to kill him. 

No details. Apparently he's just not one of Dratha s favorite people. 

You'll find your target in Tel Vos' Central Tower. Return 10 Qmayn 
with Ritnintirs blood on your hands, and you'll win a lovely 
Flarneminor Robe. Rimintil has a ton of Dwemer armor on him as 
well, which is a nice added bonus. 


Blood of the Vampire II 

Word seems to have gotten around about that Quarra Blood Potion. 
Raxle Berne asks you to g« it for him in the first Bcmc clan mission. 
And now, provided you've been successful with Rimintil, Omayn 
wonts it a^ well. 

No problem* If you've performed the regtonal MLceliatieous quests 
in Seyda NeeUt you're alr^dy a pro at stealing the same item twice. 
Pogr Fargothn**. 

Anyway, back to the Blood Pption. If you haven't already uken it 
for Raxle Berne, the potion is ^11 tn a locked steel keg on the lower 
level of Quarra lair Pnrsc^hti* 

If you have, in GaJbm Daeus — in Berne's inventory. Youll have to 
pkk his pocket (very difik^k) or kill him* (if you 're planning to do the 
Tribunal Temple quests, you'U have to kill Berne eventually anyway.) 

Return to Gknayn for a Flawed Dwemer Jinkswqrd* Flawed? Not tg 
worry. It just means the intended enchantment didn't come off as 
planned — but your natural resistances should make it uniquely 
LsrefuJ 10 you. 


- ~ * - ■ 
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Taking the Cure 

You probably heard the debate about whether a cure exists for 
vampirism lon|; before you became a vampire. Under the topics 
""vampirism curc*^ and "^vampirism,” a number of people will 
their thoughts about whether vampirism is a disease and, if so, 
whether it can be cured. 

Wi^lU ^ ein. 

Thi$^ may actually start back in the “normal*' world. No one 
actually gives it to you. But either through persistent inquiry, you 
wiUeventuaDv learn about a book called “Vampires of Vvardcnfell, 
Volume Ih^ 

The most likely source is Skink-in-Tree's-Shadc at the Mages Guild 
in Sadfhh Mora, v^ho actually sends you off to look for the book in 
one of the Mages Guild faction quests, but Estirdalin (at the 
Balmont Mages Guild) and Smokey Morth (at the Varo Tradehouse 
in Vos) will tell you about it as welln 

It*s quite rare. Copies can be found in Vivec in the Tribunal 
Templets secret library and at Jobasha*s Rare Books, in the wizard 
lairs Mawia, Odiniran and Vas, in Tcl Vos’ Central Tower, and In 
the observatory at Galom Daeus- 

And, ifyouVe got big ones, you can go look in Kagrenac^s Library 
in the Red Mountain citadel Tureynulah 

This can lead in turn to an even rarer document — "The Private 
Piapers of Galur Rithari, Buoyant Armiger** - whiph can be found 
only in the secret library in Galom Dacus and Tureynulah 


The papers actually spell out the solution, but that solution h ^Iso 
implicit in “Vampires of Vvardenfell, Volume U,’* and you can guess I 
at it without much trouble; You have to go to Bal Urx 

This Daedric shrine is located north of the mountains west of Sum 
Pass through the shrine and enter the Underground and speak to 
Derar Hlervu, Hc*ll tell you to talk to the statue. 

When you do so, as with Rithari, Bal ids you a task: You must ga h 
the cave IDubdilla, located south of Vos, and kill Bal’s daughter, 
Molag Grunda, and her atronach consort, Nomeg Gwai, Shc*s 
disobeyed her father by hanging with this guy, and her Dad is m 
bad need of anger management. 

When they are dead, simply return to the shrine, activate the statue 
again, and your vampirism will be removed. 

You are more or less what you were. You have lost your vampire ^ 

super^stats and skills as well as your resistances and spells, but any 
level and skill increases you achieved as a vampire remain intaa- 

You may be nervous about walking in direct sunlight for a while. 

But that will pass. 

And you may be thinking about the clan quests you mis^, 
and wondering if you can become a vampire again and join 
another bloodline. 

What do you think this is, a record dub? Don't bother. You are 
cured now and jforeyer. You can't become a vampire again — until 
y our next game. 


lUi 


Freeform 


Yoo'ficdQDc, Or imthcr, you think you're done. You've finished the 
hm Qpcitp F^on Quests^ and the Miscellaneous Quests. You've 
[■pmuiicd with gods old and new. Maybe you've even been a vampire 
kra while. And now you're wondering what else is out there. 

Actually, c^uite a bit. 

You dt^Y need to do only what you're told. Seize the initiative. 

While Morrowind uses many of its locations in organized quesu* it 
doesn't use anywhere near all of them. As a result, the game supplies 
nw material for many quests of the player's own devising. 

HiRj Ilf fiipTT Ijtllrijd'i mniiT' itrifi'Lhfl'ic ■ ftnnviJ irlury - it'» |u»t 
^ seeing, going, and cortquering - but some will acquire scraps of 
Mtt in documents you'll find along the way. 

In fact, you really don't know what you're going to find out there 
Dtil you find it. But here are some of the things in Morrowind that 
will nflakc you go *‘hmmm!" 


RAm(]AL Aboi.moNii>r 

Quests allow vou to save a fair number of Morrowind jslaves from 
Kr harsh lives, and the game rewards you for showing a sense of 
enterprise and saving JO. 

I Rut there are more than 160 slaves in the giime — not counting the 
■feeding ‘‘cattle” in the main vampire lairs — attd you can free the 
majority of them. 

ftTicrc there's a key, there's a way. (Except for skeleton keys. Slaves 
BBo't recognize these as keys and so don't invite you to free them.) 

Ygu can find keys that release slaves at the following locations: Abebaal 
' Mine, Addamasartus, Aharunartus, Assamud, Caldera dx>ny 
muKt Dren PUntation, Hahinhacs, Hinnal^, the stronghold 
Hkwtnarcn, Kudanat, Minabi, Panat, the stronghold Rotheran, 

Satuian, Sha-Adnius> Shushan, Shudtishk Sinstbadon, Yakanalit, 
2kinsipih] and Zebabi. 

In addition, while you can't free slaves that arc for sale, you can buy 
sbves from Savile fmayn in Tel Aruhn and then set them free. You 
can't buy slaves from Brallion bi Sadnth Mora or Dranas Sarathram 
A^jran. 

And you can't personally end slavery on Vvardenfell. Some slaves 
,cuiY be released. This includes tho^ in Sadtith Mora and Molag 
. Mar^ at the Suran Slave Market arnl Dcsele's House of Earthly 
^plights in Suran, and some at farms in the Ascadtan Isles. 

But you can make a difference. 


The Bookworm Quests 

L pleasant pastime in later stages of Morrowind is tracking down 
dvr lime’s many books. 

The be-all-and -end-all for obscure books in Morrowind is Jobasha's 
Hare Books on the Lower Waiitworks level of Vivcc's Foreign 
Quarter The three other dedicated booksellers and the handful of 


pawnbrokers and general-merchandise stores that deal In books 
can*t touch him. 

But even fobasha doesn't have everything. The super-rare stuff is in 
private libraries. 

You ^ ready know abqut the Tribunal Tuple's secret library in 
Vivee, the Dwjifvco inventor Kagrenac's library in the Red 
Mountain clt^d Turcynulal, and the one in the Holamayan 
monastery. Those are the big collections. 

But smaller ones can be found in the homes of spell casters Like 
Djvayth Fyr. In his Hall of Fyr, youTl find Starlover's Log, The 
Posting of the Hunt, and Tal Merog Kcr's Researches (open on 
Fyr's desk). These last mo will be of special interest to players 
aspiring to possess the Spear of Bitter Mercy. (See the Dacdric 
Quests in the Miscdlaneous Quest section.) 

Odier unique books without quest tie-ins include the manuscript 
version of Saryoni's Sermons (in a chest in Lliralal's Shack near the 
Sanctus Shrine) and War of the First Council (under the bed in 
Caius Cosades' place in Balmora). 

Then there arc rwo obscure multi-^volume series: The Mystery of 
Princess TaUra and Poison Song. Unhappily, unlike many of the 
multi-volume series, these collections are nowhere available as boxed 
sets. You'll have to hunt most of the volumes down individually - a 
somewhat tricky business because, depending which volume you 
find first, you probably won't know how many there are. 

There's no reward. Or, rather, the books themselves are their own 
reward. Both series are real page-turners - with great endings. 


The Mystery of Princess Talara 

This lively story is spread over five volumes. You can get foiir of 
them In Caldera, 

The first four volumes are skill books* “The Mystery of Princess 
Talara, Part T' is an Acrobatics book found in Dro'Shavit's house in 
Caldera, Madren Ulvci’s house in Sadrith Mora, Desclo'^ House of 
Earthly Delights in 5u ran, and in random loot. 

Part 11 is a Restoration skill book that can be found in Caldera at the 
home of VsJvius Mevurcius. It's also carried by the healer Chark, who's 
out east in the shrine Esutonamus, and it appears iu random l<^t 

(If you get Mevureius' copy, save yourself a trip ^d pick up the non- 
skill book Fan V while you're there, It*s also availaUe at Codus 
Callonus: Bookseller in Atd'ruhn.) 

Pan 111, a Destruction skill book, is the most common of the five. It's 
in Caldera s South Guard Towers, the dome atop the stronghold 
Hlonnarcn, Tyravcl Manor in the northwest pan of Balmora, the 
shrine Ramimilk, the cave-cum^shrine Ibar-Dad, and in random loo/L 

Part IV, an Illusion skill bcx>k, is the hardest to find. One copy is in 
Omni Hard-Mouth's house in Dagon Fd and another in the 
Urshilaku Burial Caverns- Specifically, it's in the southeastern leg of 
the X'shaped Fragile Burial, reached through the Astral, Karma, 
and La terus burials. 

And, like all except Volume V, it's in random loot. If you can wait 
that long. 



^ TKc Morrowtnd Prophecies Qi* 


Poison Song 

More obscure is the Poison Song series. 

Only the first of the seven volumes of this Sixth House-rckited 
horror story is at a quest location - near Irarak in the Ginith 
Ancestral Tomb northwest of Gnisisn The game directs you to this 
crypt only on Volrina Quarra’s quest to kill Irarak^ and you'll get 
that quest only if youre a Quarra vampire. 

And only one copy exists of volumes II, llh IV, and VTL 

At least you don't have to travel to the ends of the earth to find 
them. They're concentrated within civilized areas. Five volumes can 
be picked up at three locations in Sadrith Mora* Two at a single 
location in Pclagiad, and two at Ules Manor just ^vest of Suran. 

Volumes I and Til arc at Ncvrtla Areloth^s house in the eastern 
central part of Sadrith Mora. 

Volumes II and V arc at Trendus Dral’s house in the south 
part of town. 

Volume Vll is at Madren Ulvel's house In the western central 
section, (She also has Part 1 of the Princess Talara caJlcctiofi above.) 

Then you just have to run by l/les Manor to pick op volume? IV 
and V*l. (Additional copies of volumes V and VI can be found at 
Adahja's house in Pelagiad.) 

Do yourself a favor and wait until you have all seven volumes to read 
them. Vou'll cn^ them individually^ but much more as a whole. 


DWELLINGS 
An Abandoned Shack 

At first glancC} this hovel on an island just south wen of Gnaar Mok 
barely rates a second look. 

But humor us. Give u a second look and a third. 

The upside-down bowl on the table conceals two pearls. 

Most of the sacks contain saltrice, but the doth sack against the 
southern wall contains 100 gold. 

There arc two musical instruments here ^ a Lute in plain sight and a 
drum behind the barrels to the right of the; door. They're not 
valuable - just a bit unusual 

That flower on the table is a Coda — one you'll have to travel fairly 
far to find for one of the Romance quests. 

Semi-conceaied by the south end of the hammock is the "gag^ book 
*'NO'hV Picture Book of Wood." 

And if you ukc the book^ you'll find a sad and ethereal note that 
you can otherwise find only in a bonle far out at sea. (Sec "Under 
the Sea.’') 

How did it find iu way hereP We can only assume that the ghost 
who wrote it delivered it himself. 


Cavks 

They're everywhere. We count around 40 caves that have not been 
specifically used as quest locations. Most arc occupied by smugglers 
and bandits. (Sorcerers have taken over a handful, like Odaish^^ but 
they tend to prefer the Velochi '^towers^”) And while rardy a source 
of surprises, the caves are almost always an excellciil one for tout. 

They range from the huge Punsabanit, just northeast of Rotheran, 
down to &C compact Sinsibadon, which is located between Suran 
and Tclasero. . .and consists largely of stairs I 

Lack of formal quests notwithstanding, you've almwt certainly been 
to one or two of these. Located east and west of Sedya Neen, respec- 
tively, the bandit caves Addotnasartus and Ahamnartus will be the 
source of many players' first real weapons, the place they will kill 
their first bad guys and free their first slaves, The loot is only 
modest, but it will seem like a fortune to the player just surting out. 

The loot gets better. In Nissihtu, west of the stronghold Marandus, 
youll find a great cache of scrolls on catwalks suspended over its 
underground lake. In Dun-Ahhe, a watery sorcerers lair just north of 
the Cavern of the Incarnate, a swim leads into a little diamond mine. 
AhinipaLit, west-southwest of Tel Fyr, and Odimamat, northest of the 
stronghold Rotheran, yield uncommon loot in bolts of cloth. Located 
along the coast northwest of Gnisis, Ashinobt U abtg, two-section 
smugglers den with some swimming required, an underwater exit, 
and 3 Sixth House tie-in. (They're smugging ash statues!) 

And in some cases, a cave is worth visiting simply to see it, 
Kumarahaz, north ofTel Bt^ora, has at its core a multidcvcl series 
of platfonns. And at the elbow of Kud^anat, west of Caldera, you'll 
find a splendid dark grotto. It even has a waterfall. 


All It Lacks is Ginger 

lust northwest of Khuul is one of the prcaiest places in the game: 
a deserted island with a waterfall, a bedroll, and gtcat views of the 
shimmering sea to the east and the great natural stone arches to 
the west. 

A campfire is burning, and a plate and utensils are laid out for 
dinner as though someone just stepped away for a swim. But 
they never come hack, and thdr place is yours. 

It is perhaps the most uniquely restful location in all of Morrowind. 
No distracting dungeon doors. No slaughterfish (though a critter 
will start appearing on the beach once the player hits Level 3). Just 
you and the world. 

Now, it's not just here entirely for the view. The trunk contains a 
nice selection of toot keyed to the players current level. But it is 
welNocked (lock level: 45) and the key is nowhere in evidence. 

It s here, but hidden under the Pilgrim s Lantern. Even when yeu 
know that, getting it is a bit tricky. You'll have to pick up the 
lantern from the east. From the west, the overhanging Roobrush 
bush keeps getting in the way. Nature is beautiful, but it can be a 
pain in the butt. 

Argonian Name Explained! 

You’ve doubtless wondered at the origin of some of the elaborate 
Argonian names. Nine -Toes. Hides-His-Eyes. Hides-His'Fogit. He- 
Only-Stands-There. Skink-ln-Tree's-Shade. Rarely do the 
Argonians explain ihetr origin. 
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Foraijn ^^irrfr, \n]\m Hu- null mi#fh?PrtH w a *T^ 

Tula ri|fi> hiuidh yl nf uhr«. Miik^ fnur iumi 

rTeniTtENlInlrui ind hii ;pur wHI hfin iimifi ben. onleih 
'»f ilrcady ^vcc^rtcd Raiedran lo Vivec in a MtsccUancous Quest,) 
hfhHir ^-eu reach NilcraV Farmhouse^ the wilt turn cast and 
ffliiJiisrJirr crossing. Turn right. Imnwdratcly, youll see a 
FibJIjiw the left fork east until you sec a small sh^k o^era rise 

Thi^TfvBdm||-%'^r^-WisniHn'<fcplBie4: Tillt fr^hirr 

iVlhaAlHl"* lU - W^^mjjn" AHlI iVrll ||7iV[: ■ I"" 

V m h» ruDie. Ie'i a p|iii«j yarn. 

AiLUadcrii 

it Ipfliri While rite riij|iliJii::iil .iiqhUmleriF^brr VhM'II dnl 

-J- ui *1 1 U*S|fU iiiMi! of ml 4t Hm whan, irniUity 

4 ACF you've iiriFied ^ptiur wrinh, ihr rr^itari H-fuitc^-uJiury iirtiih rVir 
^^uichfm ind FH1£^m otwairryiijrle -tpuSfeiMi^ir, 

ThdN libc kiihiapjiin|.peu|ile. Hiev iikr jiLii:kiEi|( ynhi. 

rJui rhey Jiia'e hj^e juij real Incit, ibey -wiui"! f-i:acily 

fuk ki|h UlKlf1i[ pUKIUIlfc licll iuiLuHh fuf ■ fie#li|hidei|i. 
^lenrurcr. Wc meriEian ihem jnenty w kt knrjw 1 hc^'Fe 
iirlbm: l«ir klllitij; ih^ji drd vre ictiialh iiif Llu.i?|i irtd rhai 
6crc: j) Hjmrl hin|c to he said for having a safe p1a<x to sleep out 

ifl ihf {jejjeLaiMb 

;{ichi iLdijK J renegade settlements aren't referemed by quests: the 
Athaffunia i ’«mp west «f Tel Aruhn, the Elarims Camp wirfclicairl of 
l|v saoayhjibi Falcusarano^ the Mamshar^Disainus Camp east of the 
irioqghold Kogofuhn^ the Massahanud Camp southwest of the 
Miu^ghold fndoranyonj the Salit Camp west of Vos^ the Shashmanu 
Camp south of KJiuuh the Sobitbad Gamp )ust west of Tel Pyr^ and 
ibe Yricaridan Camp )ust south w^i of Vos. 

The only one that really mmu the de^ription “camp” is Salit, just 
4 kPdss the water west of the shrine Esutanamus. {h has livo tents!) 
And the only thing that distinguishes the AshUnden there from 
Aeir brother renegades i^ that there are more of them. 

Vou may have given up on seeing anything unusual al these 
Kakments^ but one camp does have a coupk of interesting quirks^ 

I for one< the Ashamanu Camp is a Mabrigash (Ashlandcr witch- 
woman) settlement, Like the Shashurari Camp Involved in the 
Impcria] Ijcgioti quest to free hermit Jocien Ancois. 

Pot another, it has a prisoner of its own. Make that Ton'll 

find Imperial pauper Arldwe lyihg lifeless in the eamp^ The vi^mcn 
kf <■ acr BiuM- u- to hii fate, by c you can guess. Llkcth his inventory 
for a unique warhammer c^led the Banhammer. 

fial tsra^ Odai Platcan and Uviri^’s Grave 

You Dwy stumble onto one or more of these locations in the early 
iUges of the game;., and wonder why there's nothing there. 

Don't worry. There isn't a problem with your game. It's josi thai; 
(here's nothing there yet. 


These are the spots where the players stronghold - and iwp compli- 
mentary, rival itrohg holds — will rise once you complete cert^iin 
Faction Quests for your chosen Great House. 

Bal Isra, along the main Aid Vuhn-Maar Gan road, will eventually 
be the site fgr Redoran stronghold Indarys Manor. The Odai 
Platcauj 9 section of high ground on the north bank of the Odai 
south of the Shulk Egg Mine, will be the locatioa for the Hlaalu 
stronghold Rethan Manor. And UvirithV Grave^ a g^9y and green 
bump in the ash wastriand northeast of Galom Dae us, will become 
the Tdvanni stronghold Tel Uvirith. 


DWEMER RUINS 

You've hit most of the main Dwarven ruins, buta kw may have eluded 
you. AJdhisdue west of the Baud Mine south of the strtmgh^ 

HJormaren, MzahnchhttgnhofB^Fd. The large ruihNchardurnz is 
soutbemt of Mtnmt Assarnibibi (and should not begoniused wnlh 
Nthurdama farther sc^iheast). Nchardahrk n northeast of thr 
stronghold Rotheran- 

The only unusual one is Bthanchend - and not so much for what it 
contains (fairly standard Dwemer^ruin loot) as for its location. It’s 
inside the (Jha^tfence, just west of the citadel Vetnynal where it 
effectively serves as a red herrings (It isn't a Dagoth citadel^ but it is 
sited among them.) 

I hi| you know that Dagon Fcl ha^- its own little dungeon? The 
y^nt Tower, near the water bn the east side of the village^ is a 
Dwemer ruin in miniature- 

The loot's good, too- At the bottom, you can find a Blind Ring and 
Amulet of Spdl Absorption, and, up top, Dwemer Scarab Plans 
used in a N^ges Guild quest. 

Of course, tlic tower's not quite vacant. Khaigol gro-Boguk, a 
drunken “secret masterp” has taken up residence there, so yoa gel 
ttamed as well. See the “secret masters” section for details. 

Arni ihrrr'% one other ruin. See “Gronos" for deuUs. 

FARMS 

Gro-Bagrat Plantation 

The farms out in the Ascadian Isles in southern Vvardcnfdl are 
peaceful, pretty, and dull. Once you've done the quests in this region, 
there's nm much to (ind here. 

With one c^tcepiion. An early Imperial Cult quest sends you to pick 
flowers at this skooma smuggler’s home in the lush farmland north 
of A^vec. 

At that time; you arc encouraged to stay away from the Ore himself, 
and it is good advice. If you do somehow manage to get past two 
heavily ^locked doors into his basement, he kills you so fast it'll make 
your head swim. 

Ever wonder why? Pay him another visit. That basement isn't just a 
storage room. It’s a skc»ma labl 
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flora 

E>on't you like those floweri-picking and tngredient*findmg missions? 
We doi TOO. Communing with nature in Mbrrowind iscooJ^ 

(But if asks, we never said this. We just said we like pounding 

On. bad guys and taking their stuff, undentood ?) 

A potcruial diversion for the player who thinks he’s seen everything 
is to ti^k down in the wild those ingredients that haven't turned up 

in quests: 

Among Morrowind 5 indigenous plants, the rarest are certain 
varieties of birtergreen — none of which actually yield bittergrten 
petals. We don’t know why anyone would need to know this, since 
you can't pick them, but ail can be found growing at Venim Manor 
in Ald*ruhn. 

Su|Elrj»OW,lh|k 

The rarest plants that yidd ingredients are the blacky red and green 
lichens. Black lichen can found Vv^rdenfdl and is most 

common in the sorcerers latr Ashirbadotu 

Red lichen is equally rare, but harden to track down, because it 
doesn't grow in named locations, but in the wiki most notably in 
the Ashlandt near the Redoran stronghold, IndaiysMatwr, 

Less rare, but still uncommon, is green lichen, which grows almost 
exclusively in the West Gash and Sheogotad regions, but doc? 
appear in small quantities in Vas and the Halil Mine. 

Of course, you could buy all these lichens in shops, But where's the 
fun in that? 

Then there? Meteor Slime. You won’t find it for sale in any shop, Xi 
cbmes^ only from a potted plant on a bookshelf at Jobstsha'a Rare 
Books in Vivec. The plant has a name - ‘‘Charles’' — and the shtue 
cure? poiron and blight disease and fortifies Willpower. Go figure. 

GROITOS 

Ten of these jflooded caves arc spread across Morfowind: Akimaes Grotto 
{southeast. of Seyda N^), Eluba-Addon Grono (southeast of Aid 
DaedrochX Uanipu Gnxto {just south of stronghold Rotheran), Mada$ 
Grotto {northeast 6f Aid Redaynia), Malmus (north west of Dagcm Felk 
Mudan Grottp (southwest C^Vive(;)i.Mul Crotio (nortbeast of Bal FeU), 
Nimawb Grotio (south of Balmoral, Vassamst Grotio (southeast of Td 
Mora) and Zalkin (w^ of die Holamayau roonastcry). 

The locations arc always Obscure — gronos are entered underwater — 
and you could go through a whole game without seeing even one. 
Moreover, Morrowind doesn't direct you to them, and most contain 
little to attract treasure hunters beyond pcark, the occasional 
drowning vjetiru and the odd bit of loot (though Vassamst actually 
has a fair amount of armor,) 

Naturally, there is one exception. The relative blandncss of the Hrsi 
nine grottos is merely to set you up for the wondrpusnc$s of iKc 
tenth, which is essentially a quest without portfolio. 

The peninsula west of Vivec is typical of the {armknd around that dry: 
safe, green^ empty. Its only distinguishing feature is a that lic^ 

off its southwest ooasl almost within sight pf the towers of Eb^nheart 


If you swim over, you’ll see a second island just to the south. And 
from the westernmost tip of this island, with your viewing disuiKC 
Set to maximum, youl) see two more islands fir to the west 5wim to 
the norihern of these two islands. 

Nondescript, right? A couple of mwkrabs. Sornc pUmi. A tidal pod. 

But if yUU cheek underwater on the south side of the island, you'll 
also find a little door. 

Welcome to Mudan Grotto. 

Xn$ide, swim between the two large rocks to your left, and through 
the archway just to the left. A second archway is to your right. 
Descend steeply to a third portal and, up ahead, you'll see a familiar 
form — the circular door of a Dwemcr rutnl 

Hey, if Morrowind can havea lost Daedric ruin (Bocthiah), why not 
a lost Dwemer ruin as well P 

Inside this “Lost Dwemer Checkpoint," you're still underwater, so 
the first order ofbusini^ is getting soothe air You can do that by 
heading straight ahead and then either left or right from the 
entrance and climbing the stairs Pkk around In the loot up here- 
and note the location of the locked ;^nd trapped table in the room 
closest to the ruin's entrance— ^nd then descend again. From the 
entrance, swim down the statr^ oppcwitc the door, make your first 
left and use the hatch to enter the Right Tower. 

Here, you'll find the body of a hapless adventurer n^ed *ahem^ 
Peke Utchoo who drank poison instead of a hcalJiig potion and died 
without knowing where the key in his inventory wofuld take him. 

Tt should take you back to that locked underwater ublc. It cointaios 
a sccOhd key which opens the hatch to the vault — located at the end 
of the hall and up the stairs from the ruin entrance. And here, ifyou 
<^n beat down (or just avoid) the steam centurion, you'll fiiid thcr 
real prize; a Dragonbone cuirass that's one of Morrowind's great 
arufacts- (A.lot of lesser loot can be found on surrounding shdve;:) 

MINES 

Along with hard cases and terrible weather, one of VvardenfelPs 
defining industries is kwama eggs* Thirty-plus e^gg mines dot 
mountainside? and country roads all over the island. If you know 
where they are, y<m*lt never want for fo^ - or for kwama foragers 
to hop up and bite you in the butt while you're eating it 

And yet is tnoiic In Morrowind than the incredible, 

edible kwama qgg^ And looting these non^gg mines can be an 
extremely profitable pastime h 

T^t Caldera Mine is simply the bdit known of the raw ebony mines. 
Elith-Pal Mine (west of Zainab Ashlandcr camp), Mausur 
Caverns (south of the Red Mountain citadel Vemynal), Sudani! 

Mine (west of Ghostgate), Vassir-Didaiut Cave (south ofBalmora) 
and Vanemus (northeast of Ghostgaic) also produce this black gold. 

And where do you suppose the glass weapons and armor come 
from? They're refined from raw glass extracted at the Dissapta 
Mine (north of the stronghold Falensaranp), Dunjrat Caverns 
(southeast of Ghostgate) Halit Mine (west^northwest of 
Falensarano), Massama Cave (southwest of FaIeh?arano)and the 
Yassu Mine (north of Ghostgaic). 
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Ahaeiun Mine^ south -south^si of Ajti^ruhriy is a diamond mine, 

||itee minerals turn up in sinaller quantities in other places as welL 
uads appear in ihc bandit cavcs Puuammu (west gf L)ren 
K^tation) and Assarnud (near Gnisis) and the wizard lairs Abanabi 
hwest of Sadrith Mora)^ Maba-Ilu (southeast of Molag Mar) and 
Dm-Ahhe (in the Ash lands well east ofKogoruKn). 

Ctasi also a pears in small amounts in Maba-Ilu and^ of all places, in 
Dwemer ruin Nchurdamz (southwest of Holamayan), 

AJidekMi|i' also appears in Abanabi, Maba-Ilu, the Sepulcher in the 
Vmii TuLushapa] (reached through the Marvani Ancestral Tomb 
.mIi fif Mar), and the bandit cave Zenarbad (east-Oorthcast 
d'GJiHh t>aeus) 


SECRET Masters 

yrtt romance with the Khajiit thiei Ahnassi can eventually bring you 
41I1J Contact with 3 woman nained Senyndie- She has the highest 
^(S^Si^ncs skill of any character in the game (1 llfl) and, consequently, 
on Inm you to very high levels. 

Sicjiyndie Is one of 27 "‘secret masters*^ in Morrowind — each a trainer 
idled m a discipline that corresponds to one of your 27 skills; But she's 
At nnly master with whom the gam^ actually directs you to train. 

There are 26 others. You might be able to guess at the identity of 
some from references to them in skill books, and one, Security 
e:(pert Hecerinde, figures in a Thieves Guild quest. But,, in most 
cftseSj you would have to find them entirely on your own. 


Hand-to-Hand: Tafe^^ Omiothan, in the southwestern bedroom on 
the Igw^i level gf the Hplamayan monastery. 

Heavy Armored Defense: Seanwen, at Arena Fighters Training 
in Vivee. 

niusion: Erer Darothrif at Dirty Muriel's Comerdub in Sadrith Mora, 

laghify Armored Defense Aerin^ in the Andu^ Tradehou^ in Maar Gan, 

Lung Blade: Ulms Drathan, at the Armigers Stronghold in Molag Mastr, 

Muksmam Missun Akin, in Missun Akin's Hut atop the 
stronghold Falasmaryon, 

Medium Armored Xhjfense: Cinia Urtius, on the deck of the boar at 
the Tel Fyr dock. 

Mercantile: Ababacl Tlmsar-Dadisun, in his yurt ar the Zainab 
As blander camp. 

Mysticism: Ardarumc, in the west wing of the Gateway Inn in 
Sadrith Mora, 

Restoration: Vakin Bad, at the Vos Chapek 

Security: Hecerinde, his home in Bdmbra. 

Shdtt Blade: Todwendy, at the Lucky Lockup Corherdub in Balmora, 

Soeak: Wadarkhu, at Druegh^jigger's Rest in Gnaar Mok, 

Spear; Merils Falandas^ bn the lower level of the Tower of Dusk 
at Ghostgate, 

S^echgraft: Sk ink -in-Tree's- Shade, at the Mages Guild in 
Wolverine Hall in Sadrith Mora. 


Organized by sklU^ the masters are: 

Acrobatics; Senyndie, at the Fighters Quarters on the Waistworks 
level of the Vivec's Arena canton. 

Akbcmy: Ahdle Chriditie, in the Propylon Chamber the 
stronghold Valenvaryon. 

Alteration; Seryne Rdas, at her home in Td Branora. 

Annorcr: Shollus SaccuSj on the lowest level of the Hawkmoth 
Le^on Garrison in Ebonheart, 

Atitletics: Adlbad Haihnabibi in. Adibacl’s Yurt at the Kaushtababi 
caippi south ofMolag Mar. 

Axei Aifhedil Elf-Hewcr, on the upper level of the stronghold 
Falensara no, 

Blodt: ShardiCj in the courtyard of Buckmoth Legion Fort outdde 
AliJ'Pullh. 

Blunt Wcapdiu Ernse Llcvei in The Abbey of St. Delyn the Wise, 
off St. Ddyn Plaza in Vivec. 

Conjuration: Methal Seran, on the lowest level of the Ald'ruhn Temple, 

Destruction: Leles Birian, east of Piernene-s Farmhouse (which is 
located cast of Pelagiad). 

Enchant: Qofwynn, near the exit from the stronghold liidbranyon. 


Unarmored Defense; Khargol gro-Bogtik, in the Vacant Tower 
in Dagon FeL 

SKktJMtS 

As maiiy shrines as there are in Morrowind^ H without quest 
“books” are still gut there, daring you to mispronounce their names, 

They are: Addadshashanammu, south of Gnaar Mok; 
Aimurbalarammi, east^souiheast of Molag Mar; Assalkushaht, 
north of Dagoth Urs citadel (and how unlucky is thati^); 
Pusharir^n, cast of the stronghold Berandas; Esutanamus^ 
northeast of Tel Vos; Ibishammus, in the Underw orks of Vi vec's 
Foreign Quarter; Kaushurarij south of Sadrith Mora; 
Kushtashptj west of the Ahemmusa Ashlander camp; 
Onnissiralis, just nprthweit of the Sanctus Shrine; Ramimilk, 
southeast of Ald’ruhn; Shashpilamat, jus( north aud west of 
Sadrith Mora; Tuseaendj southeast of the Erabentmsun 
Ashlander camp; Zaintiraris, south of Molag Mar; and. 
ZergonipaL south-southeast of the stronghold Rotheran. 

Most of these follow what are by now familiar shnne models, but 
ueverthdess incorporate the odd neat wrinkle. 

Some have better loot than others, Dushariran has a huge haul of 
potions behind the altar. In the trapped private diamber at the rear 
of Rami mi Ik, yuuTl find an ebony staff. 

While nothing is concealed behind the caved'in tunnel at 
Shashpilamat, the shrine does have another small section. Return to 
the surtkcf ;ind head ca$t to find the entrance. 
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Perhaps the most inierestiDg of the bunch is Kushtashpi Just follow 
the barren brown bills west from the Ahenunusa camp to reach the 
site. The entrance is up a flight of stairs on the shrine ^ western si dc« 
Within, stairs lead down into darkness, a smooth-walled tunnel and 
a broken bridge. You should be able to jump across the g^p from the 
left balustrade or the Urge stone block on the right. Then it's dear 
sailing into the shrine proper 

In addition, there is one major shrine that tsn^t a quest iodatioh. 

Gtjii rcit 

You can hear a good amouiu about this giant Sheogorath shrine in 
Morrowind, but no one actually sends you there. You'll get the 
scoop, usually in bits ami pieces, from scouts and savants in Vivcc 
and Suran, and in its entirety from Jobasha at his Foreign Quarter 
book shop and Ariisa Arelas at The Abbey of St. Eklyn the Wise- 

The upshot is that Bal Pell has a history (it goes back to the First 
Era), a reputation (^n evil one)^and an air of mystery. (Legend 
suggests it was built atop an ancient Daedric she.) And it's the 
subject of eurrent in teres! among Tdvanni wizards who arc 
sponsoring competing teams of adventurers there. 

Lpciited at.the western edge of thje sca of islands between Vivec and 
Tet Branofa. Bal Fell Is most easily reached by swimming or flying 
east from a point just ^uth of Omani Manor on the Ascadian Isles 
peninsula east of Vivec. 

The shrine is huge ^ comparable in size and layout to Aid 
Daed roch. The competition has reduced the number of enemies — 
hence the dead scamps in the foyer — but also the loot, and nothing 
can be found in the wings or Outer Shrine save fallen rocks. 

Fortunately, none of the other adventurers has penetrated to the 
[finer Shine, and Bal Fell*s great prize is yours for the taking. In a 
trapped chest on the altar, yoiiTl find Ten Pace Boots, which 
temporarily boost your Speed and Athletics skill by 20 points and 
also cast SlowFall. 

As for the legend of an ancient Daedric site here, there’s no evident 
of a ruin below the ruin. 

But this is what editors arc for, isn’t ii? 


Sixth house bases 

Another source of latc-in-the-game fun is mopping up the remnants 
of the Sixth House cult. 

Dogoth Ur’s death kills off any ash vampires in the Red Mountain 
citadds, but Sixth House bases remain in full swing. And there are a 
lot of them. 

YouVe probably already cleared out most of the hig bases. The Main 
Quest takes you into lluoibi (at Khartag Point on the west coast), 
and Faction Quests take you into As^manu (just west of Vivec), 
Hassour (at the foot of the Foyada Momaea), Mamaca (cast of the 
stronghold Berandas), Yakin (southwest of the stronghold 
Indoranyon), and Hanarai Assutlanipal's cellar In Ald'ruhni 

However, you may not be aware of the extent to which this Dagoth 
Ur cult had established itsdf. If you've played Morrowind more or 
less by quest, no fewer than a dozen Sixth House mstaUations survive. 


They arc: Ainab (on the notthem coast of Vvardcnfell southwest of 
the srronghold Rotheran); Abinahi (south of the Urshilaku Ashlander 
catnp); Beo$am$i (northeast of Kogoruhnk Maran-Adon, just south 
the Cavern of the Incarnate; Missamsi (northeast of Moonmoth 
Legion Fore); Piran (northwest of Mount Rand); RJssun (cast of Bal 
Fell); Saiitiantu (southeast of Sadrith Mora); Sanit (west-southwest of 
the Ahemmusa Ashlander camp); Sennananit (just north of the 
stronghold Hlormaren); and Sharapli (east of Ghostgatc). 

But these arc all more or less sccond.-t]cr installations. The only big 
Sixth House base that is at all likely to survive — simply because ng 
one expUcitly sends you there — is Subdiin. 

Ifs conccivaHe that you’ve already visited this island base if you 
made a concerted effort to shut off the flow of Dreamers and 
Sleepers — the Subdun station ^^broadcasts’* in the Gnisis, Aid 
Vetothiu, and Khuul areas - but we’re playing a hunch that assigned 
tasks will keep players so busy that you won't come up for air undl 
late in the game. 

To reach Subdun^ takesiU stridcr to Gnisis and make your way east 
and south to the north side of the stronghold Berandas. From here, 
head west to the coast and then south along the under a stone 
arch, to a peninsula. Follow the peninsula out to the muckspunge 
plants at its tip. From here, swim a short distance west to a horseshoe- 
shaped island. The entrance to Subdun in right off the beach. 

Subdun is huge cave with the emphasis less on fighting than on 
outwitting its tricks and traps, The main tunnel is concealed by 
stalactites at one point, and yon can't escape certain rooms or reach 
others without Levitate, so make sure you have the spell or scrolh 
before you set out. 

In the shriDc, the Aghting comes in like gaugbusters, and you'll go 
up against a range of nasties — ending in priest Dagoth D raven. He 
is perhaps the last of his kind. Extinction has certain merits afWr ok, 


STRONGHOLDS 

Yoq'vc explored tome of them. The Main Quest sendi you die 
vastness of Kogorubn on an caster-egg hunt and Faction Quests 
into Andasreth, Berandas, Falasmaryon, Tndoranyon, Rotheran, 
and Tctascro. 

But that leaves four strongholds that no one ever tells you to emcn 
Folcnsorano, Hlormarcn, Marandus,and Va ten vary on. 

Strongholds are the closest thing in Morrowind to conventional 
hack 'n* slosh dui^eons. These ancient Dunmer fortressses, built to 
fend ofTNord incursions in an era before the Great Houses 
coalesced, were finally abandoned when the Tribunal Temple 
designated Vyardenfell a rdigious preserve, and have been taken 
over by a variety of different groups. 

Falensarani:>r set amid the rocky greens of the southern Grazelands, 
seems at first to be of a piece with the pleasant land around it. The 
upper level is virtually empty, apaa from a “sccretoioster," and that 
may make you feel safe^ 

You ^ re not safe. The lomh-likc lower l^d is home to two witches 
and a warlock and a cast of supporting Dacdra. The speUcasters oit 
aggressive in their summoning and indoniitable in their pursuiL If 
things don^t go well, you^U And a vertical escape hatch in the depths 
of their lair. (A Levitate spell is required to use it.) 
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A jh^ir-ip; T«qj? ""writ’’ qu«l docs take you to the roof of Hlonnarcn, 
itdf DiiiV ^'■y up the west coast, but aot inside, h*^ big. 
iicii liBi the usual dome, Prapylou Chamber, upper and 
bivET kerfH, bur Hui an underground level, where you can free a Ton 
^ 4 A«| 4 system that puts the Viv^ cantonal sewers to 
i^TTF [and incorporates a secret rivctside exit). 

Ikbandua. like Andasreth, is a sort of g|^eric bad^guy hideout. 
|^i|AirMi]><i ja a very straight forward affair — a suite of handsomely- 
Ipp^hM brdrooms, a wide variety of respectable (though not 
l^eqidonal) loot ... and scattered among them no fewer than iddis^ 

E ible people eager to nail your hide to their wall. Ifyou'd rather 
that Itttle pleasure, go straight to the dome on the roof It's 
:upied, the loot's decent, with one of the chests guaranteed to 
m an ebony weapon. 

'litenvaryon is more of a curiosity than a destination. Built on a 
inuntaititop between the sea and the northern Ashlands, it's 
^7 more of a scenic overlook than stronghold' It has the 
Prppylon Chamber, the stone parapet and small roof 
But these turn out to be huts for the Ore caretakers, and 
^ won I find ail actual dungeon here- 
of Propykm Chambers, you^vc probably already guessed 
these rooftop structures, humming with unharnessed power, are 
(deport stations. But when you try to activate the pillars within, you 
^told you don^t have the necessary “judex," 

¥^^e stumbled onto a kind of quest — barely documented and 
BOFcmely open-ended. 

%e chambers once were used to supply the strongholds. But the 
tJidr mechanisms - a unique index for each chamber - have 
iitn. scattered all over creation. You can find them and use the 
I hopylon Chambers^ hut with very little help from the gnme 

' lo all of Morrowind, only one person has a lead on one of the 
, lAthces. Talk to Crazy^Legs Arantamo at Simine Fraltnie^ 

' II^Mljer in Vivec's Foreign Quarter Canal works about “little 
toet? Hell tell you that the owner of one index went to the 
Msdka^isKi shrine southeast of Khuul and never returned. 

Sure enough, you'll find the index for the stronghold Falensanmo on 
I tip of a scroll, near a corpse, on the highest level of the shrine^s 
Forgotten Galleries. 

I Now, that said, some of these linle stone doorstops are relatively easy 
rbfind. Rotheran's and TelascroV are in iheir respective strongholds. 
Rotheran's is even dose to the Prppylon Chamber, Rols lenith has it. 
I^s in the Communal Hut on the roof, fust pick his pocket, knock 
him PUT or kill him, and t^c it. 

Tdascro^s index is in a trough on that stronghold's lower level. Be 
Auefui how you go. As you know from a Faction quest, this placic is 
imajor'league Sixth House base. 

But after those three, it starts to get harder 

tlie index for Andasreth is in the dome of neighboring stronghold 
HkHmaTeo- The dome has its own cni ranee off the upper roof, so 
Ifou can Levitate up to iL (If you can't Levitate, you^ 11 have to fight 
)wur way up from the entrance.) The index is on the middle shelf of 
sbod^hclf against the left-hand walk 



The Berandas index is in nearby Arvs^Drelcu — Bal?d; 9 is 
Demhevatuii's home in Gnisis. Check out the top shelf of the 
bookshelves on the top level of this Veloihi dome. 

Valenvaryon's index is off to the west of the stronghold at the 
Urshilaku AshUnder camp. Check out wise woman Nibani Maesa's 
yurt; it's on the table. 

And Falasmaryon’s index is, well, semi'nearby, in Maar Gan. Just 
inspect the offerings before the ma^ic stone at the local Shrine. 

From here on, it's really tough. 

Hbnnafen's index is on a windowsill at ligobi Pawnbroker in Caldera^ 

The Indoranyon index is in the Hall of Fyr in Tel Fyr, on a table 
right near Divayth Fyr. 

And the Marandhs Index, the most annoying of the hunch, is in a 
lower-level storage room in Vivec's Si. Qlms Temple, surround^ by 
crates and rats. It's one of those things you'd stumble across long 
after you'd given up looking for it - if you ever found it at all. 

Bui DUW yiaaVe i, md ^ £mi 114^ wfccrc ym 

However, the Propylon Chamber has certain limitations. 

Fii^t off it sends you only to the two closest strongholds in the 
rough ring around Red Mountain. For example, the two propylons 
at Andasreth will send you to the strongholds Hlonnarcn and 
Berandas. From those destinations, you'd have to then hop over to 
neighboring pro pylons to make additional trips to Falasmarybn and 
Marandus, respectively. (In other words, you can't cut across the ring 
and move directly from Andareih to Indoranyon.) 

So, yes, it^s fast travel, but it's abo a bit like running the bases. And 
since it nowhere connects to other fast-travel modes> like boats or silt 
strider, it's handy only when moving across Vvardcnfeli's difficult 
interior or exploring <^iscure sections of Sheogorad. 

Tombs 

The remainder of the game's 80-plus tombs hold a few surprises. 

You're not the only visitor in some. The Jndaren tomb north- 
northwest of Kogoruhn has three smugglers and the Dralas tomb 
northwest of the stronghold Rothcran holds two more. 

You'll run into unexpectedly high-kvd monsters in others. Tomb 
creatures typically grow in diffitulty as the player grows in level, 
but, uTCspcaivc of your experience, you'll still find the Sandas tomb 
west of Bal Ur guarded by a pair of Skeleton Champions, and the 
Dralas tomb above by a Bonctord. 

A few hold unusual items. The Andules tomb southeast of the 
stronghold Falensarano holds a Telvanni Mole Crab Helm, and the 
Beran tomb south of Tel Branora an enchanted glass poisonswotd^ 
The Hlervi tomb holds a Nordic TtoUbone cuirass^ It s tough to spot 
- ilV high on a ledge above the cotpae - and the tomb itself is plenty 
obscure. (It’s on a small island well northeast ofSadrith Mora.) 

And a couple hold serious treasures mentioned in the book “Tamriclk 
Lore,* See the ‘"Vagram's fiook'^ section for thc^, 
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Hlervu Ancestral Tomb 

Cliinb aver the coastal hills right around the Shrine of Azora^ and 
yooH drop into a pretty dak around the Ahallaraddoti Egg Mine, 
Follow the path northwest and west. Head north at the first inter' 
section and cast at the second, and when you clear the rise, youll see 
the ipmb straight ahead of you. You'll find the la*i words of MaJaki 
the Lightfooted on a scroll next to the skeleton in the far left corner 
of the second room. 


Qmalen Ancestml Tomb 

CHmb over the ridge noi^ of the jtronghold Kpgoruhn — done 
most easily from the northeast corner of the roof — and look down 
into the noitbem AsKl^nds, Beftw, ygu'lt a large dead worm- 

Climb down to the worm!,.stahd at iti northern end, and follow the 
valley north. When you reach a ‘T’ intersection* don't turn, but 
climb over the rise directly ahead of you, Gn the far side, you should 
see ibe Omaten Ancestral Tomb, 

Inside, ypulL wind your way through 3 sinewy crjpiand face a great 
deal of fighting — seemingly without commensurate reward. 

The reward is uncovering a n<Sat little Easter Egg, In the final room, 
youll find the body of an adventurer killed, either by accident or by 
design, by some filing bouldt^ts. The poor fellow doesn't have 
much on him, but do read the long note he left behind^ It's the 
whole reason for coming. 

Towns 

Molag Mar 

This buttoned-up fonress town offers little in the way of diversions. 
There is a Buoyant Armigers Stroughold, where you train with a 
^secret master."* (Sec that sectioa for details.) And the Underworks 
here is large compared the cantonal sewers in Vivec, with spur 
corridors in its northeast and southwest comers, where it can be 
reached via manholes on the entry level. 

Initially, you won’t find anything down there beyond rats, But in the 
Unking corridor between the two main channels, youll find a dead 
body.,, and a corprus stalkerl Now, how did that get down hcreP 


Scyda Ncrn 

breuiung Uuilnnu 

Did you get into the Customs warehouse? Ifs right across from the 
door where you entered the game world. 

An advanced character won't have much use for the stuff inside. But 
if you're just starting out and you can beat the lock on the door 
(Lock Level: 45), it's in your best interest to steal everything you can 
lay your hands on, use what you can and cart the rest over to 
Arrillc's Tradehouse for selling, (Donl bothef with the moon sugar 
and skooma; Arrille won't deal with you until you dump it,) 

Granted, picking the lock may go down a crime. But the door 
remains unlocked. And your thefts go unwiinesscdH 


If you're really good with locks, you can nip into Arrille's own ^ck 
room (Lock Level: 70) and rip him off. Just "i try to sell him his own 
stuff, as Ke'll recognize any of it right away^ 

The Bosmer Who Fell to Earth 

If you take the road northwest from Seyda Neen, you may a 
man plummet to the ground. 

Tarhiel^s appearance is triggered when you approach his journal, 
which is lying on the path a short walk from town. You can’t save 
him - he dies on impact - but you tan follow in his wake. 

The journal lays things out nicely: Tarbiel devised a spell that, in 
theory, would allow him to jump enormous distances without the 
disorientation of flying spells or the costs of fast travel. He had odly 
to test iL You've just witnessed the result. ^ 

You might argue the project was doomed the moment he named the ^ 
spell **lcarian Flight'^ (In the legend of Icarus, this son of Daedalus 
made a pair of waxen wings, but flew too close to the sun and fell 
into the sea.) 

Can you do better? You can try out the spell yourself. Tarhiel has 
three of the scrolls in his inventory. Just save your game first. 

The Icarian spdl does indeed cake you to staggering heights - at 
your apogee, you won’t be able to sec the ground — but it wears off 
before you land. That's why Tarhiel died, and that’s why you’ll die, 
too, if you don't take actiom 

A couple of things can save you. A slow-desccnt spell, like SfowFall, 
will reduce the damage you take when you hit the ground. And 
launching a second icarian Flight spell will work as well. 

Practical applications? Probably none in which Levitate wouldn't 
work at least as well, (Icarian Flight is less easy to control.) Bui It 
could conceivably be of use in quickly reaching the upper levels of 
very tall shrines and tombs like Tbkushapal — assuming you don't 
mind ramming your Head into ceilings. This doesn't do damage, but 
it may make you fed like a clod. 


Td Mnw 

Did you pick up on a diny little sub-plot at Jolda^ Apothecary? 

BUgbt Disease is an end wiring concern in Mdrfowind until the Main 
Quest is complete. In It's the reason the Ahemussa Ashlander tribe 
wants to move to Aid Daedroth. It has contaminated many an egg 
mine. It is at the r of faction quwis from the Hladtu, Imperial 
Legion* Telvanni and Tribunal Temple. 

And we bei youVe come down with blight a few times, too. 

In 6very crisis* someone ^ks to turn Others* misfortune to their 
profit. With the Blight, that person is folda. 

The appdtccaiy doesn’t discuss her liolc plot, but it's wcU-documented. 
The notice tacked id the podon shdf in her shop (which is empty of 
Cure Bbght podqns) lepojts die is stockii^ them as qukJdy as she can. 

But check out the five crates of Cure Blight potions in the upstairs 
storeroom and the note on the chest there, folda is hoarding the 
potions for some personal goal 
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;^'kfi tbc^ ^c gone the ii>wer shall be mine she writes. 

|Wfi¥h InnnT^ tVI Mora? Or nearby Tel Vos, vrhkh has a sbprttagc of 
|ln Bb|^poin)m^you1] address in a Tdvanni quesL li's a mystery. 

Td» amx do anything about this - at least, not anything the game 
VvrM will aeknowledgr. (In other wo^ds^ it’s nor a quest) 

[kli jvw that you know where to get 20 Cure Blight potions, we 
lolda's stockpiling days^arc over 


Vw 


b db wmp room of the Varo Trftdchou^, you'll find a shipping 
lJiic rrhen to three crates of ch»se that arrived earlier in the 
L Hut tbcEc is no eviden^^ of ehce^ ih the storeroom - though 
ihtrf ire ahie^ upcfi t lanri. 

irt^ 

Emu c.. do propwor Burcanius Varo a little favor and take care of the 
tbk^ pfnbicm tercn Like the journals in the dunget^ of neighboring 
V Vll^ dm an*t an quest, though it has some of the hallmarks 

Jls tusT a little thing you can do while passing through^ 


Vim 

oui the hliimitd l-ilr 4ifT the Canalworks in the Tdvanni 
pouml. God knows what the wizards arc up to down here. In 
piiundsf you can fi^t off a whole Dv^emer ruin’s worth 
three spider, two sphere and one steam ^ Your reward: 
wu^inm. wwne repair equipment and low^nd rKvenier loot. 

j'l ■! Ur lifiDct- id the Telvanm Vault in the Velothi dome in 
Pl«i Slip die left-hand Celt with the two Stonn Atronachs. 
hefml ilirm cdntsifinext to nothing. But in the right-hand 
ytuH fittal ff|ur rJalMtoijl Uadcs Saint's BUrk Sword and foefeurncr* 
]'i ii s|!e3r Li&d: uid dir jjr K-irpiJ'i KiMipitiL 

\ SUs just the stuff ^hat has names. 

AiddirnhcT Gfiil IliiuKi? \mj ran kiui ihr Bciluran rrrdiury in 

fcCTTiar>:^ qurrt, but the Hlaalu vault may rcmairi untouched. 

I ulT the Treasury qf the Hlaalu Waist works, it contains 
; II exotic as your Telvanni fmds, but does have a me^ of 
jnd a full suit of glass armor. 


DKR THt: SKA 

Beds 

qf rbe lesser'knowj) ways to make money in Morrowind is 

i""* 

ihiiji yield random pearls. These are spread all along the 
4f V-Eardcnfelt and Sheogorad, and can also be found th sea 
lik£ Koal and the various grottos. (Sec ‘‘Grottos.*’) 

^|.'lr JVkiLlAllr Ih glrJtGt {L-riie^ltMuftn Jl 4|>iU4 llkpri 

iii.i hKJUsr die reappear over time, knowing these 
i guarwirees vm a source of income. 

A’v rich stretch of pearl beds can be found on the northern 



shore of Vvardenfeh^ beginning just east of where the Foyada Bani- 
Dad runs into the sea* Another is located farther east - j^u^hcast of 
the Da<drk shrine Aid 


Shipwrecks 

Only twice do you have to explore a shipwreck for a Morrowind 
quest, Edryno Arethi sends you to recover E)aedric W^izashi 
from the wreck of Prelude in a House Hlaalu faction quest. And 
while nowhere are you comraissioned tq perforin this 
k^^llaneous quest, Drarayne Thelas will reward you the MlVfA 
of an invoice from the Abandoned Shipwreck. 

But those are just drops in the ocean (edni ^rimshot*). You’ll find no 
fewer than 19 shipwrecks along the coasts. They arc; Abandoned 
Shipwreck (north of the Sanctus Shrine), Anciem Shipwreck (south 
of Aid Daedroth),. Derelict Shipwre<^ (at the northern end of the 
Foyada Bani-Dad), Deserted S^pwreck (notthcast of Bal Fell), 
Desolate Shipwreck (nbithwest ii^Drcn Plantation), Forgotten 
Shipwreck (west of Aid Vcloijhi9+ Lonely Shipwreck (southeast of 
Tel Fyr), Loncson^ Shipwreck (north of Tel Mora), Lost Shipwreck 
(^utheast of Td Mora), Neglected Shipwreck (at Khartag Point on 
the Smuggler's Coast), Obscure Shipwreck (northwest of the Sanaus 
Shrine)^ Prelude Shipwreck (east ofBal Fell), Remote Shipwreck 
(southcaist of Scyda Neen), Shunned Shipwreck (southw^t of Gn^r 
Mbk)i Strange ^ipwreck (northeast ofSadriih Mora), Uncharted 
Shipwreck (tooth of Vivtc), Unexplored Shipwreck (souiheast of 
Hla Oad), Unknown Shipwreck (west of Sadnth Mora), and 
Unmarked Shipwreck (west-southwest of Aid Velothi). 

it’s a wonder any goods jnake it to VvaidenfeU at all. 

Now, shipwrecks by their very nature olfer rather limited 
adventuring possibiliii^ (It's getting there that's the Tun.) Most 
consist only of a cabin and upper add lower Weis. They're about 
loot, plain and simple, and wytxic have more tbaij others. 

For instance, in the cabin of The Sirai^ ^ipwieck, yuuTI find an 
uncommon book - a diatribe against Ores called "The Pig Children* 

— and in the hold a silver claymore and a chest full of soul 

The ATKknt Shipwreck doesn't really have anything - for the 
unique gag book ‘‘C^pii's Guide to the Fishy Stick* on the upper leveL 

The Desolate Shipwreck has a crate of raw ebnny. 

And aboard the Abandoned Shipwreck, you’ll find ehough booze in 
the captain's cabin h> fairly reckon it's the reason for the shipwreck f 

But don't look for loot only on the mined ships thqmsdvcs. In ^me 
places, time and tide have moved stu^ around. For instance, south 
of Vivec, near the Uncharted Shipwreck, youTl find a ehe^t partly 
buried in the sea bottom. 

And hole, tooj that certain small wrecks have escaped documema'> 
tjqn. In the waters north qfDagon Fel ind southwest of the 
stronghold Andasreth, you'll find capsized Ipngb^ts on the bottom 

- each eonirealing a bit of loot. 


Mainlaad? 

Finally, you may wonder if the designers have snuck into the game a 
trace of the Morrowind mainland. They have not. The mainland comes 
up in couversatian now and then, but that is all. No secret boat or 



ickpoit transpom you there. You can try to vmm across the ocean. But 
as cndkssly as you may swim, the sea will stietdi out just as endlessly 
l^oreyou. At least, as lar as the ^me that we shipped is concemed. It is 
possible, and m Tact quite likely^ that you'll Hnd plugins you can 
jdU>wnload and f^y that will introduce new lands elsew^te; 

And the Imperial Prison Ship? 

In the same enterprising spirit, you may want to catch up with Jiub 
— the Dark Elf prisoner who asks your name at the start of character 
creation — and wonder about the whereabouts of the ship that 
delivered you to Vvardcnlclh 

It is no longer in the game. We promise. Once you enter Scyda 
Neen's Census and Excise Office to figure out who you're going to 
be in Morrowind, it vanishes for good. It does not reappear at 
Hotamayan or some other distant dock. Though it is a nice thought. 

Sending Out an SOS 

But this is not to say there's nothing to be found in distant waters. 
Floating in the sea well northeast of Dagon Fel, you'll find a bonle. 
Inside, a poetic Idler from a drowned man to hi^ formc^^ hft, flfyou 
can't find this in the water — and it ain't e^sy — the ntite tiirhs up 
on dry land. See ^Dwellings,") 

Wl5tARn I -AIRS 

TdFyr 

Divayth Fyr^s island tower and its Cbrprusarium dungeon are 
required stops in the Main Quest, Fyr also plays roles ii;^ two 
Faction Quests, 

But long about the time you complete the second of these, it may 
occur to you that Tel Fyr is awfully big given the little you've had to 
do there, and start casting about (so to speak) to sec what you might 
be missing. 

Good move. There are several things you can do in Tel Fyr, 

The most elaborate is to solve an undocumented lockedrchest 
puxxle. You must unlock a series of seven or eight chests — each save 
the last containing a key that opens the n^t chest in line, it leads to 
a very nitc priEe,and the pVi^ leads to an even nicer one. 

Yau'U need a key to get going, natch, and you'll find Divayth's 637th 
Key right drt Fyt's dcskin die Hall of Fyr Don’t worry al^i 
stealing it from under Im nose. He won't tuto you into a newL If 
you talk to hi!& tube babies^ ybu’li get the sense that this kind of 
thing happens the time. 

But what docs it open? Nothing topside. You Won’t find a lock for 
this key until you get down to the ^rpru$arium. Youll find the 
ciurance on the tower’s lowest level, behind the pillar irt the room 
opposite the Golden Door 

From the first intersection, head left and you'll rtin right into a chest 
containing a Dwemer goblet and Divayth's 678th Key, 

Head back the way you came and cross the intersection where you 
mrticd lefr The path will turn north and you'll see a pool on your 


right, LcK^ks entpty ? Lopks can be deceiving, fump in, look left jaI 
you’ll see a chest hidden under the shelf of the path above. Inside 
Divayih s 738th Key, 

Leave the podl ^nd backtrack a few steps and you'll see a gate on 
your left. Inside, pn yOiir left ^ind another pooh another chest and, 
inside it, three Dwemer goblets and Divayth's 802nd Key, 

Now, backtrack yet again. Head back toward the first chest you 
found But before you r^h it, turn left. In the fat left corner of this 
room, you'll find another chest containing four goblets and 
Divayth's 897th key 

You’ve empried ah the chests in this section of the dungeon> and 
may be tempted to head into the Corprusarium Bowels, Not yet. 
Backtrack again - this time alt the way back to Onyx Hall in Tel 
Fyr, At the Golden Door, make a tight. In the room at the end of 
the hall, you'll find a chest behind the central pillar. Inside, youll 
find five Dwemer coins and Divayth's 1,008th Key, 

Now you can hit the Corprusarium Bowels. Use the entrance that’s 
straight ahead from the main Corprusarium entrance, and once 
inside, continue straight ahead again to another chest. This one 
contains six goblets and Divayth’s 1092nd Key, 

Unfortunately, this doesn't open the other Bowels chest — the one 
near Vagrum Bagarn, 

Yup, you have to go back to Td Fyr again - this time back to Fyr's 
bfTice in the Hall of Fyr. The key unlocks the lockbox on the left- 
hand bookshelf. Within, a Dwemer coin, Divayth's l,l55th Key 
and... well, this is interesting: a Daedric Sanctuary Amulet. 

Now here, for a change, you have a choice. 

You can return to the Corprusarium Bowels again, open Bagarn's 
chest and claim a very nasty warhammer called Volend rung and 
50 Dwemer coins (which, valued at 50 gold apiece, arc pretty 
pennies indeed). 

Or you can save that for later and, instead, click the Daedric 
Sanctuary Amulet on your character and schM: when asked if 

you want to travel to Magas Volar, 

Magas Volar? 

This is a small, enclosed Ehiedric shrine where you’ll face lord 
Dreggs Volar, a Dremora armed with a Daedric Crescent — an 
unholy two-handed blade from the Eatdespirc. 

Take the initiative here, and charge him. In addition to dealing od 
a lot of damage, the Crescent blinds its opponents, and you’ll be I 
able to see Volar only between the blows he strikes^ If you can keep 
him contained in the altar area, you probably won't have to see 
him to hit him. 

Defeat him, and you get the Crescent — as well as a second amulet 
that zaps you ba<^ to Fyr’s office. (Once used, thcDaedric amulet 
vgnidies and the Td Fyr amulet los^ its power. However, it retains 
its high value, so don't just toss it Sdl it.) 

Now, ^fter that nm'-ardUhdt we wouldn’t blame you if you swore off 
opening a chest on the east coast of Vvardenfell for the rest of the 
game. (Of if you've picked up one of the handful of skeleton 

ki^ysj you can cut to the chasc arid head straight for the lockbox in 
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I'l o4k G^tideman Jim Stacey gives you one^of these open- 
hiry^ keys after you complete your final Thieves Guild quest, 

’lip tAh ftnd four of rhem on dead bodies at any time< They're in 
r RfiJnnn and HlaaJu Underworks, the undcad dungeon Hanud, 
j on the upper-level keep in the stronghold Berandas.) 

pul TiiviP EBorc treasures from the Yagrum's Book section below are 
r Jl Tia^Hk and Fyr will deal with their disappearance with the 
e e^]LUjiiniity with which he accepted your theft of hjs 637th 
. The Daedric Scourge is in the locked chest just to the left of the 
and the Cuiraw of the Savior’s Hide ft in the closet ihafs 
down the hall to the left, 

Jh, Fyr has a great little library and^ if you're an incurable book 
ilnr, youll find in the Hall of Fyr some books that oust 
re else in hlorrowjnd. Sec the 'The Bookworm Quests” 
Lkirdrtaili. 


tTd Brauoru 

jCM yi»4 dhtfk out the dungeon under the Lower Tower? li\ pretty 
ill, LaJI w\ got fornc respectable mbnsters: a dannfear, flame 
rJi, -athI bonewalker (with nastier variations on this last once 
i Jui leieli Kvep. nii| 

t loot is respectable at welh an enchanted Heart Wail cuirass and 
|.HrlEa of Wounding down the stairs and, hidden behind some 
cLf near the bridgCt an enchanted Stormhlade sword. 

fTcl Vqs 

t people in Vos> just down the lull east of the great tower, have only 
: for Telvanni Councilor Aryrm’s new construction in the village* 

tthey must not know about what happened in the tower’s new 
land dungeon* 

t it out for youfsdf- There are two emniMsa: the hut at base of the 
Ito the west of the tower (which lets you straight into the dungeon) or 
k the castle s southern tower(whichgivesacccss to thefail). 

t the five scattered journal entries left behind by Beram, the 

f loeman on the projects, and read them in order* (Two arc in the jail 
mi three In the dungconO It's a real horror story, and it ends badly. 

es no aaual quest here; it's just a matter of exploring and 
finning what actually happened- But you can collect some 
t^Eubic limewarcand odd bits of Dwemer loot - and even the score 
Illy lulling the fire atronach the workmen released, 

I 

I Vcltfthi Tcf-^’cN 

'Ttm of the four lemi^wing Vclothi "“towers” — they’re actually just 
ileokes- are home to bad-tempered rogue Tclvanni speU^sters. 
itftill find Sanni (with sorcerer Bravosi Henim) southwest of Aid 
Ihkcdroth and Shfth^ (with sorcerer Medyn Gilnith) south- 
Budkcast of Ght^tgate in the center of the southern Ashlands. 

Mababi and Hanud are cut from different bolts of cloth. The 
fi}fxneT, northwest of MpuiuKand, is a peaceful sort of place (diough 
I jfoor mileage may vary). And the latter, just west of the stronghold 
i bdoranyoni is esse^yiJjy an undead a la Aid RedaynU. 


Yagram*8 Book and Great Artifacts 

The hsi dwarf (wdh the top two-thirds of the last dwarf) has 
wrinen a book. At the behest of his host Divayth Fyr, Yagrum 
Bagarn has assembled in Tamrielic Lore” a list of great artifacts. 

You can find it beside him m the bowels of the Corprusarium, Read 
and use it as a guide to vvhat you're missing- 

Of course, itft just a rough guide* Yagrum didn't know the currem 
location of these treasuresL And you may have already stumbled across 
some of the items in the book. A lor arc associated with quests. 

But a lot aren't. Here's a run-down on tho«e. 

Blnodwonn Helmi A real find for the enterprising necromancer, 
this helmet allows the wearer to summon skeletom and direct the 
actions of the undead. Current owner Crazy Batou. He hangs out 
in the Maren Ancestral Tomb, a huge crypt just west of the 
Erabenimsun AshJander camp. 

Bow of Shadows: Invisibility and Increased speed arc said to 
accrue to the u^er of this fabled longbow. It now rests, with a lot 
of other loot, in the Venim Ancestral Tomb, just north of the 
Zainab Ashlander camp. 

Cuirass cf the Sarior's Hide: Made with the peeled hide of the 
Dacdra prince Hircine (awarded to the first monal to escape his 
hunting grounds), this great breastplate has a special resistance to 
magicka* It's in a closet in the Hall of Fyr in Tel Fyr's tower, 

Daedric Scomgtt This potent ebony mace, with the abtUty to 
poison its viettms and summon what it haa killed, is in a chest in 
the Hall of Fyr - in the same room as Fyr himself. 

I>Tsi4iginEr''i- Ring; The name is a mystery, but the ring casts 
Resist Fire, Frost, and Shock spells. It can be found in a trapped 
cremation urn marked "“D. Bryant” in lowest chamber of the 
Falas Ancestral Tomb just cast of Gnisis. 

Elcidoii's Ward; A healing diield - said to have been created for a 
great Breton warrior using aU the riches of a bar on grateful for 
his daughter's rescue. It^s now qitountcd on the wall above a bier 
in Ibar-Dad west of the Urshitaku Addander camp. 

Note that this is just one chunk of the Itweii- available here. Read 
Elante's Notes in her chamber for die big picture. (This will 
probably require killing Elante.) la this erstwhile cave, two rogue 
sorceresses have found the hidden Daedric tamb of Modrin 
Hanin (hr of the book Hanin s Wake.) A barelydocked gate lead 
to the Qaedric (and much more extensive) portion of the program. 
Beyond it^ you'll need to swim through the tunnel to the left to 
get the key to the tomb through the tunnel to the ri^iL 

Fang of Httyaekhtnameu A dagger made from a ma^cal beast's 
tooth — one that inherited some of the creature^s m^K;. (It docs 
shock dama^ to enemies.) It can be found in the Shrine of Pined 
Eheams in the Sixth House base Momaea, located north of the 
stronghold Berandas. (It's amccivafale that you libcraicd this item 
in a Miscellaneous quest involving a rescue from Mamaea.) 

Fftts of Randagtilf: The gauntlets of the great Sky rim warrior 
grant the wearer extra %trrr>glli (the ti^t one) and agiUty (the 
left)* Both can be found in Soul's Rattle— the innemiost recess of 


m 
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the Sixth Houfe ba^e Ilunlbi, {Again, ii'i possible you 

picke<i thU up when you went into Ilunibi on the Main Quest,) 

It's Khairtag Point, located on the Bitter Coast between HU 
Qad and Hlomiaren. 

MjMftM- of Clavkus Vile: This mask makes the wearer more 
charismatic The higher your Personality, the better people will 
respond to you. It^s currently in the possession of the necromancer 
Sorkvtld theKaven, who has a tower east ofDagon Pel, But the 
Mosque is not equipped, meaning a skilled pickpocket could steal it. 

The Mentor's Ring: Created by a wizard to aid his apprentices 
in their studies, this band increases the wearer's Intelligence and 
Wisdom and so makes magic more efficient. It^s in the Samarys 
Ancestral Tomb southeast of HU Oad — in an urn marked 
“Lord £f inoe." 

The Ring of Phyiuwlci: This marvelous ring carries enchant^ 
menu that improve the wearer's resistance to Magicka, poison, 
and shock. It's in the Senim Ancestral Tomb southeast ofDagon 
Fel (and near the beach where you set out from to ftnd M’ Aiq in 
Boethiah's Daedric quest). 

Staff of Hasedoki; A wizard is said to have pUced bis soul within 
this protective staff - now in the possession of Koffutio Gilgar, an 
Ore sorcerer who can be found in the Cimothran Ancestral 
Tomb. That Urge crypt is located in the mountains south of the 
stronghold Falensarano. 

Vampiric Ring: This ring steals life from its victim and gives it 
to the wearer - essentially doing what you'll do with the 
Vampire Touch spell if you become a vampire. It's on the 
skeletal wizard who rules the Velothi dome at Aid Reday nia in 
western Sheogorad, 

ODDITIES 

The Talking Muderab Merchant 

Make that the drunken talking muderab merchant. 

lt*s northeast of Bal Fell - on an island directly across from the 
entrance to the Relcth Ancestral Tomb. It's pretty funny, and it 
actually docs sell stuff. 

\utk1t. Knai-c' 

Stupid Player Tricks 

The abiUty to take a great many small objects in Morfowind adds a 
level of creativity to the game. 

You can write your name in tableware in a town plaza, or “SOS” 
on a beach. 

You can use start a public-safety program and use spare copies of 
“The Anticipations/ “Lives of Saints/ and “The Consolation of 
Prayer" to create stepping stone across lava pools. (Hey, wc like 
prayer and saints and stuff fine. But there are 90'plus copies of each 
of these books in the game, so you won't run out. And besides, we're 
trying to te^ch the lava to read.) 


Weapons and Armor 

Great Stuff 

Did you find: 

* Azura*s Servant? This unique EUedric shield can be found In Td 
Vos* northeast tower. It belongs to Tclvanni Cduncilor Arinr^i iti 
the usual issues may attach to its disappearance. 

* A Daeddc dai^katana? At 120,000 gold each, i/s the seventh most \ 
valuable weapon in the game. The easicsr way to get one b from ifaf 
remains of the dead warrior in the Maesa'^hammus Egg Mine. 

• Fury? This unique enchanted claymore U on another dead j 
warrior in the Hall of Maki in the stronghold Kogoruhn. 

• Sword of White Woe? It appears in Su fan's Guard Tower and 
the Eastern Guard Tower in Balmora (in each case owned by a ^ 
Hlaalu guard), as well aS in loot awarded only when the player ' ^ 
reaches a specific levcL (Level in this case,) 

♦ The Spirit of Indofil? Maybe not- This shield is found only In 
that same, Icvcl-orientcd loot Once the player hits Level 1 7. Othei' ' 
such items include the StaO" of the Forefathers (16)^ Steel Staff of 
the Ancestors (13), Merisan Club (11), the shield Succor of 
Indori), and the macc Icebreaker (8). To get them, you'll need to 
be in one of the right places at the right time. 

Free Stuff 

Usually, Morrowlnd makes you work for your weapons. First ydfl 
have to perform an errand, or solve a problem, or kill 
something. . .or a bunch of somethings. 

But in a few cases, you can stumble across ezccLIent weapons more 
or less undefended in the wilderness. If you can reach them early in 
the game, they'll serve you especially well. 

Two especially good ones are on the Odai Plateau and at the 
Dwarven ruin Arkngihunch^nirdumz, 

An ebony short sword can be found among the boulders near the 
southwest corner of would-be Hlaalu stronghold Rethan Manor. Ifs 
an excellent conventional weapon, and its undefended. And since 
the stretch of the Odai River valley which you'll traverse to get there 
is a utterly peaceful place, this wouldn*t be a had excursion for a 
new arrival in Balmora, 

The Dwarven mace is with some coins on a ledge on the southem side of 
Arkngthunch-Sturdumz. fust enter the surface min ^om the east, make 
your way around the building on the left and drop down onto the kdge 

This is a dider proposition for a starting character. The nearest 
community, Aid Velothi, isn't served by boat, so you'll need to take 
slit strider to Gntsis or Khuul (Gnisis is better) and walk through 
rather nigged country. 

And there is a 25 percent chance you'll arrive to find a cliff racer 
nursing the mace. 
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ROYAL PAJ-ACE MAP: 

L Anpou] Cult Services: You can gftt the u^ual four restorutivc 
titessings from the dtar and priest Crito Olduius can induct 
you into the Cult. (However, there are no local benefits to joining; all 
the Cult quests are back in the Vvardenfell region.) Both Olcinius 
aind priest Laurina Maria buy and sell buoks^ ingredients^ potions^ 
ind spells^ and also oficr spcEl-making services. Maria has 1 ^00 in 
barter gold and Oldnius 1*000. The Cult offices connect to the 
Barenziah's Chambers, Guards" Quarters, and the Throne Room. If 
you pursue the initial series of Palace quests, Barenziah, the kings 
mother, asks to speak to you at its compJetion, and you can protect 
ha against an assassination attempt in a later, optional main quest 
missiorL She has n mothers blindness to her sons well -documented 
excesses, but nevertheless provides a kind of muraJ core in Tribunal 
and you can visit her as needed for advice on diverse subjects. 

^ Guards^ Quarters: You'll visit this barracks to talk to Aleri Aren 
and to search Ivulen Iranos belongings in an optional main quest 
mission to root out <lisloyal royal guards. The Guards' Quarters 
connects to Imperial Cult Services (#1), the fail, and the Legion 
[>cpot. The Jail can acquire two tenants in the course of one of 
the miscellaneous quests. If you persuade Dovor Oren s two 
accomplices (see #6 on the Godsreach map) to turn themselves in, 
they'll kill their bow and wind up here in adjacent cells. You can 
talk to them and learn the end of the story, 

I k The exit to the Temple Courtyard. 

4 The exit to the Pbxa Brindisi Dorom. 

1 Ftitinjiis Mere; This author and Batenziah pa) is a good source 
I on various topics orbiting around the main quest. Though no: 


himself a que«t^giver» Mero often can provide a frame of 
reference for events* If something strikes you as a tittle hinky, ask 
Mero arid Barenziah for their takes, 
fk CalvQs Horatiiu; For a modest fee, this mercenary^for^hire will 
fight at your side, carry your stuff and generally function as your 
companion for up to 60 days. It's nice not to have to face the 
dangers of Old Mournhold alone, 

7- Reeeptioii Aieas This is where you arrive when you're teleported 
in from Ebonheart, Nearby, youll find Argonian mage Effc-Tci, 
who is a great source of information on Mournhold, its people, and 
pdittes. If you decide to go back to Vvatdenfel], you41 need to have 
him zap you there, (CJncc the main quest is fmishedt you can zap 
irwr'itlf to Vivec uimg Barilzar s Ma^d Band,) The Reception 
Area connects to the Basement, Helseth's Chambers, the L^on 
Depots arid the Throne Room* I tV really fnissioris from the Temple 
that drive Tribunal V main qUest, but the Palace Throne Room h 
nevertheless a key Jocatiori, You can get missions here from 
Ticnius pi^aati c^ly in the n>ftin quest arid later from Rjng 
Hrlsrth himself, (Most of the Palace^ based quests are optional butr 
one way or ahothei, ydu'll have to fight a dud here with Hd^th's 
Champion Karrod^) The Ba^m<mt offers access to the Palace 
Sewers, HclsetKV Chambers are locked <df unid after the fdw 
attack: on Mournhold m thi^ middleof the main questr 
Legion Depot: Like the basement, this is really just a big supply 
room, with lots uf food ^rid little worth stealing. It connects to the 
Guards’ Quarters and Reception Area* 
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TEMPLE COURTYARD MAP: 


L Gee-Pop Varisi Father tp Trcls Varis, the author of **The 
Common Tongv^^ $candal thaOs the subjea of an early 
main qoest rnissipn, You can shuttle between Varis' parents — his 
tnothef is Granny Vans in the Temple Reception Area — and 
learn that they're concealing hU whereabouts. This gives you an 
exrprtitin option when j^u linally confront Trels hiinself. (See #2) 
on the Qodsreach mapL) 

2. Bel* Uyenini: The third casualty of a series of murdcr/robbeiy 
quests assigned by Dovor Oren and his compatriots. (Sec #6 on 
the Oodsr^ch mapi.) 

3> Goval Ralen; One of Marcna Gilnith s three potential suitors. (See 
#2 on the Great Bazaar map.) On the Ka1en*s probably 

the most normal of the three men but, like the Other two^ he'tl 
benefit from predate fine-tuning. 

4. The exit to the Palace Courtyard. 


5. Athelyn Malas: It you've expli^reP Gedn.T RelvelV tomb off the 
Temple Gardens in Old Mournhold, you've IlT a disLMsed genie 
out ol its botde. The CrimMJn Plagut; h erecpii^g up <m 
Mournhold. and people are tailing ill. Early in that mtscdlancous 
questt youdl learn the Ordinators won': lei MaUs imo the Temple 
for trearmentj and Ncrilc Andarcn in the Hall of Ministry 
you to bring him a potion. 

6* Gaenon A beggar who v^'on’t take "*no " fur an answer. . .anci^ in 
this odd iniscdlai^eous quests also won’t accept \ts.^ for an answ*cr 
Lieyond a certain point. Whether you're willing to give him 
everything he requests (up to a million gold or a lull suit of daedric 
armor), or steadfastly refuse to give him anything, or simply attack 
him, Gacnor wall eventually vanish and return at Level 50, attack, 
and d:splay an unnatural gift for avoiding your blows. 
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T. Tbf Tempk: (hie of Ilk eiNmpecinji 41 I' lik an 

MouEEkh-Jd. ibe T^iq|fJe nuscbul k iif fix -ifciknfiri: hU^t fit' 

Mkifedrv, Hi^ i!3iipcl. Snfrjiury. Office ^1* itie .(L-^od Arcfiiincin- 
IhJ iihr An?* [11 rljr ^iJI w iHr re^rilf 

Teni^i?:.sn^1l ^^Ild Nfii* AiiiUr-11. ^^tHi wiU^ih ^ mi 
I tTviMIgjfcc ibe nKnf rlrr CmnnDv cn i rnM£clljiiniiJ9- 
qwfj. In- the BriKmrnti vihj'(I< Rrnfl tlv cpfriiKK li>ih»r yrmp!' 
^rri mL if tbjJ ""A IM TKtca: Afii" j 

Riy|ifi aprf?iliiunaM ii-4£ifidiRjg kiittaii yrKn«fiLiiiUb 

(Inlkwliir. Chtecl Ikt ri TIUI Tcinplc Gwilcvii »iiil 

Mil her. iXid vhrll hftp Yny (irid li^ sfArcc eif ibr The 

trnaijlt]p iiicalni Hi|h C^Wpd BI Alnmlrariav ■%«! I. -■■■^1 l|M-L^lct 
tnniti|iM mb*H*fd<ftenr i|lit\'tly ftirti j^i^hkii, V-Hi'||i^iiip 

rtir InClflt&iit^ I|#1 tfc r^a ^ iif life I ErtBpii-*, «tl t^k 

main ipjni nreli (nr an mfnrnnant i>H thr TcmpIrV fKnfuri 
UMnnI iNc iKTttt Miitrrt^iltil litli^- ln4n■^4hrTinH^rTqll^ll ImiiiLdj,. 
C lh ark I'Jhiti, LQ bji- cn i||e TErfiipdi-V wai «d«-, 

i|4k ym M> riCTH'i. x PUfm ^0 rrrifcirti *n 

lAauic, AaiiJ 111 r|^ Rcrr|aiiifi AttmiARuH fijul Faith Hire. w|!tp 
hM*^^ nITuk a |$(ihhii -army>ja-rrtinin|;i. and Gtmr 

ValUi piajri i yi allk^ vtudn ijiLvil anicntfil tu Ika^nU LUibI 
auihiM 4J’ ”The Oiin^muiiTIvi^if.* 


Bw Mdini l^ks:R^ or shine, HclasU out here dispensing the 
hleuings ^ AlnUleiua. But if you've explored Gedna Relvefs 
tbmbt Sic^l also pm you omo the rbeof the C^son Plague. (See 

9t Forren Dctbdo: Qne of three men platting the assassination of 
new Morrov/ind King Htaahi Helseth.. Early in the main 
quest* you can leM of theeontpiraqr and either execute the 
plotters or let them go< CTh^ others are Hlqggar, at #4 in Uic 
West Se^K, and Bedal Alen, who can be found at #19 on the 
Great Baxaar map.) 

EUlTIw E|3tTWPriliihr CiiKJkt^|| dbkirH^ 

II- TIm- CnLtEFvcr aip dhc llywar. 
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GODSREAClf MAP: 

h Residciuiftl Sewers: One of the two obvious entrances to the m^ny 
sewers beneath Mournhold. (The other is at #23 on the Great 
Baxaar rnapO YouH usually )ust pass through this one on your 
way to the West Sewers, (It s involved in two mam quest missions 
- one to confront members of a conspiracy against King Helseth 
and the other to dear out key figures in the training of a goblin 
army,) But In the Residential section^ you'll also find the captive 
Dilborn* whom you can free in the *^Barbarian Need Comk 
Book** miscellaneous quest. (See #13.) And behind the rocks cast 
of the entry ladder, y out'll fmd a copy of "The Common Tongue," 
which is needed in an early main quest mission. 

2, EUnande: The victim in the second in a series of 
murder/robberics — part of a miscellaneous mission based in the 
cellar of the Vacant Manor. (See #6.) 

3. liethan Manon YouU visit the home of the late Morrowind 
king s widow at Least once in the course of the main quest — to 
find evidence of a conspiracy among HlaaJu nobles against the 
new king. (This is satisfied by a letter on the desk in the corner of 
the back room.) And you may aJso Learn here the source of 
rumors that new King HeUeth poisoned his predecessor. A copy 
of *Tlie Common Tongue,” which can be found in Godsreach (at 
#1 , #5, #6, and #17,) can satisfy this requirement. 


4, Sadri Manor/Thendas Manor Some of the fine homes in 

Mournhold^s Godsreach section are actually condos. This is one of 
them. YouU visit the upstairs unit in a miscellaneous quest tliat finds 
you looking into the strange behavior of CtJena Sadri. (See #Z1 on 
this map and the Forgotten Sewers map in general,) And youll visk 
the downstairs unit, Tbendas Manor, in another miscellaneous quest 
to obtain a rare Droth dagger for collector Geon AuHne. (See #8.) 

5* The Common Tongue; One of several copies of this scandal sheet 
that can be found around Godsreach. You'll need it in an early 
main quest mission for Tienius Dehtiau. <]* exposes a strange 
coincidence: People who have gotten in the way of new Morrowind 
King Hlaalu Helseth have a tendency to end up dead.) 

Vacant Hanom Not so vacant after alh In the basement you'll find 
Dovor Oren and his two associates. Oren s the source of a long 
miscellaneous quest that requires you to commit up to four bniiat 
murder/robberics* (See #2 and #17 on this map, #2 on the Temple 
map, and #L in the Great Bazaar.) If you figure out early on that 
this isn't the claimed preparations for civil unrest so much as a 
crime spree, you can cut the series sliort after the first two 
missions by winning the confidence ofOren'stwo assistants. 
Upstairs, you'll find a copy of “The Common Tongue” needed j| 
a main quest mission. | 
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J. AjiiiAj«tL Macunr Dddri;$c Andoran thinks her husband l^ren 
^ i 1^ js supping out on her He is, big time. Shell hire you to 
ipy uri hlKn Hi * d" Ifl l\w ‘rfKI 

hji^riLii^^i!]| iNf JiHiJ^^ri ^tlfiTTiTil, Vstirtla St^fi £itFi‘3'^J, 
ihju'i-|iMi iliiiJy wiiti 

& ipuauife FUnnu' Muofe^GcAi] ALjJli]e"i IIulik: Afh^hef rwr^uiidL 
GoJuradi oundiip JEHKher me oI ESUMflUj^Kiu^ L|L*du. ta 

[be setnhera luiu, lejulb |«j bu- cidLeer tdvr nu^j ui’l ht neihk 
-In iepip- die ceEnufunns slur fagba in |pf " RiihivF Aheu.'' 

ISec -IH i3ci iJif Pliu Bdndki E^ucom ieu|l 3 Liiei' qb, [lie rdboc^ 

^ haywire .ind, un n Ijp 4#LxX ynu cid Eunie hack and pu$ i[ic- 
CDmirHiJU- dtA¥jL AiiUne lus ybcj pay a Mt9.i1 in TheJuLca Matior Uj- 
cboui die l^rHh djfQi^. ^5ce H.l .And yuill briEh| him- a jHKinci 
in ihi ".A najjDt in TfirEX- Acii'' miiccILeneMJi queiL 

H €)n id two fhacFiiJlinf De Jinima' gLUirdi in iiiri -Mniiin- nf r^HMp. 
TlKY''rE Mun In tniilf pun lor niLuilrr ri» iJTk bm fdun 

fmi whack £LiiaaLnclr iter -F7I,. mjkr mre ilnis onek nne w-UEihAng. 

lAVrha- 1'hji CTVuld hr loui' JwlIk. frub EruJudJy., it'i wned 

hf ihc hrollteTi Veto. They are wiordh. th^ radier, one oF ilran 
h I ^^4 .iTiil die ^Kct ii ■ guy whu kiKwi swik sfeUi. In 

I itilBrrIUrwTTUi F|Lifit In ihr Urr-vl Barjur [m t|.^ thai mapb 

^19 kill ihr wjnnabL in Ktf-ddboK and ihm kdl ibc ether. IW 
mr^r i^ppwirrilNirolhHni hEir when Jk Meks rr^citge. 

UlTV ■nil' W lllif Temple ilihtrUrl. 

tiVrtiMD, Tlwi MhirtFr oflgj»ailH« K™hnt Arena 

IhT W1 wdl tip yiiia pmhtcm» al Haiirui' Iidoit -xUrr yw V e 
iuitqilrli:id hr* inifnl liiBvc-|tiiiEtiil>i(;i4o4. 

ILThiud: Thii piriii Ibrl^iun Ifni fhll'ija'ii 

Ymi C 4 H r?tWlH» rlutlFi HV A tt¥rMr!Lj 4 lrttlri qwett. U ■) Of |tU* 
1IMI Iw jCiikl--hi^ie4«itiH!t(-4~^it. itliE rjkt i|m kqglu.^ ftfVt a» 
HEiJ aiukik, jMuJ almur DilhurH^ 

M. The ail hi eIu ^tkSA huiulbu DrirL^k. 

KHillh-f^k^u TIim etipiariiic- W-iaal EJf laniA tA>>lL^ 
fnuTLH bcituruB iniLi^Tbe Winged Ouar ciMnefulLib, Iri r 
Ldknmun i^iaha, H:^Ii T iiEiiEn lui you Uf eiJa^ rr¥dfif|e4jn 

tIdiTMr. H17-) 

ILEh Rnmark Unikt The Wjujjtd Giiar'i luEidiiy, yiiu''l| Hind i|m- 
Idi 4 ci of ihe EjlJ nETimei Sohcide Cull. iTrMi'U hxn iei vttk 
^n in a main quci-l rniiiAan for AlmalEiu.| Ttii beti^ri are 
Socmi tiAflEi hlvTiigli itiE^' tnni cajI In be fr^iiukJ in 1scr - hiil 
HnmHri ■iliwui’l' pUf Ihe pirl ol the witd evEd. rnltiit. Hji raJm 
jcEiQwii "clivdl' a liraigtripi into thrdwjTvni riiin 4>E Bainc 
ArtiH'brwiil l?iiT - 1 ^+ -iwi Ihc IAjiki |iriiiil!i«i I h^rijoi map? In Kfnaie 
a afTathEF machine. 

iTiTbc wnnfFd^<5*ar;Tlwoid^ bar ifi \avtn, ihiicnmcrElnltii * 
irjudap Miiarhiivpcrd qur^ rriakd CMimikcri and' itiairnal? C>ii 
Th^lm dcTWiiiiRiti^ pnri ufi rhe iajmIiciI- bahnmf, yrnj i jn find 
icopies of “The Common Tongue^ scandal sheet tiered an 

early mam quest mission. In another spur off the main quest, you 
can meet an infonnant here who will tip you to a supposed 
attempt on Earenuah’s life, You ran ensure that King Helseth^s 
diampion, Karrod, is a weaker opponent in your duel late in the 
ivavm quest by t:utnng a deal in advance with bartender E^>esh. 

In a miscdlaucous questi you’ll have to kill $pscean and plunder 
bis belonging. (See #6.) In another, youTl perform bouncing 
dudes for proprietor HessWfii In a third, without Actually visiting 
the bar, you can set up a date here for lonely Marcna Gilnith with 
one of three men, {You'll find Gilnith at #2 on the Great Ba^r 
mtp ) In a fourth,, you can help ihc linle cirHigh^Pockets (who's 
^ outside the bar) obtain a little satisfaction in his wrangles 
with abusive harbarian Holman And in the a fifth, ypu can help 
unemployed pilloW-Tnakcr Therdon snag a iob at nearby 
€rjfiiiiicn~i I LJl 


IS. The Museimi of Ardfactsi It's hard to Hud a buyer lor Itu^- 
prKed loot Even the vendors most flush with cash top out at 
10,(XK) barter gold. Well, the museum offers an answer to this 
problem. Curator Torasa Aram will pay from 250 to 3^,000 gold 
for 32 artifacts from Morrowind and Tribunal (Bloodmoon 
goodies are not recognized.) In Tribunal's main quest, she'll aW 
accept donations. Give her two items - they can be the ones with 
contradictory enchantments - and she’ll let you have a cobbled- 
together “Dwemer Battle Shidd” that, once separated by Yagak 
gro-Gluk at Craftsmen's Plall (see #21), yields one of the three 
pieces of Nerevar’s fabled sword, Trueflame. (Note; Even with 
your domnions, this has got to be most pathetic museum in 
history- It has one native exhibit — the freakishly heavy Stendarr’s 
Hammer) 

19.1hrcn Andiweiir Tlie cheating husband of IMdriie Andoren. 
Yoifll have to spy on hun in a misocllaneous quesL (See #7, #22, 
and #24.) 

20. The other Ordinator guard that patrols this district. 

21. CrafbmeiA^ Halb Like The Winged Guar, this link indoor mall 
is a rich source of quest material. You'll visit the Hall two or 
three tunes in the main quest — once to confront TreU Varis tn his 
hidden oifice and make him stop printing lies'* (i.e, the truth) 
about new Morrowind Kirig Hl^u HeU^^ again to have smith 
Yagak gro-Gluk separate tl^ two components of the “Dwemer 
Battle SbiekL,” and Anally, with all three pieces, to re-forge 
Nerevar’s Trueflame sword. In a miscellaiieous qu^st, youll 
inspire arrogant armorer's apprentice Ilnori Fatihs to set forth 
on his new career as arrogant adventurer, and hence open up a 
spot for hard-working Therdon. (See#17,) In another, you can go 
on up Co three trivial and yet dUflcuh sboppiiig expeditious for 
“clutter" collector Detritus Caria. And you'll deal twke with 
enchanter Elbert Ncnnarc across the upstairs haU. He can help 
you sort out what's going on in madwoman Gokna Sadri's he^ 
(see #4) and you can return his stokn book. (See #18 and #23 on 
the Great Bazaar map). Finally, you can reuieve the rare metal 
adamantium from four regions in Old Mournhold and the 
daedric ruin Nprenen-dur and have Bols Indalen at the ground- 
floor forge make custom adamantium 

22.1n the miscellaneous que^ in which you’re asked to spy on Tarcn 
Andoren (#19), he'll meet with Vdyna Seran (#24) at this spot- 

23.Salas Valon You might mistake him for an Ordinator, but in fact 
Valor is a detached “Hand" of Altn alexia, Foimerly the goddess's 
most faithful retainer, he’s now wandering the streets talking to 
himself. One way or another, he'll eventually attack you and 
you’ll have to kill him - cither in a main quest mission or in a 
non-quest encounter (which doesn't renirn the reward from 
Almalexia undl after the quest is assigned), 

24. Velyna Semu The *^oiher woman" haunting the happy Andoren 
household. If you confront and kill Seran aAer she meets with 
Tarcn Andoren (#19) south of (draftsmen’s Hall (#21), you'll get a 
bigger reward from Andoren^s wife in this miscellaneous quest. 

25, Want to check on Marena Gilnith while she's on her hot date? 
This is the spot, (See #2 on the Great Bazaar Map,) 
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GREAT BAZAAR MAP: 

1. SuJdxeni SaUadas: TTic final urget assigned the player hy 

cf imina] mastermind Dovor Oren, Like other Mourners singled 
out for death in this quartet of mini'iniscelUneous quests, 
Salandas* only known sin is owning something that Oren cpvcts. 
(See #2, and 117 on the Godsrcaeh map and #2 on the Temple 
mapO 

2. Marcna Gilnith: You can fix Up this lonely woman with one of 
three men in a miscellaneous quest; All three have varying 
degrees of baggage^ but a little timely :adv|ce to each candidate 
will probably check some of the ($ee #3 on the Temple Map 
and #20 and #2 1 on this mapO 

S* Darom This smith buys sells, and repairs weapons and armor 
He^s got a pretty Urge selection of wares, but nothing unusuaL 
(Daroj) also has 2,000 in barter gold.) 

4. Koner Aranot A pawnbroker with 800 in barter goid^ ^ naitd 
nothing notable in stock. 

5* Yet another copy of ^he Common Tongue."' You may need this 
early in the main quest. 

6- Dravil liulrano: If you take part in the performance of “The 
Horror of Castle Xyr,'' this Morag Tong assassin will charge at 
yon from the audience after you've delivered only a few lines. 
Defend youTsclf This isn’t part of the play, arvd hes suddenly got 
a hellish litde weapon. 


fi. 


9. 


7. Gureiyne Selviloi UmiJ Indrano (#^) attacks, you*IJ trade hues 
with this actress; 

Mecyn Otbralas: The director of the Muurnhold Players will 
recruit you to fill the shoes of a missing logk-aJ ike actor and take 
a role in **The Horror of C^le Xyr" in a misedlaneous quest 
Fooari Itnbtea: This pharmacist buys and sells potions, 
ingredients, and potion-making equipment. $he s got 800 in 
bartergold. And, yeah, that's vampire dust on the right side of 
her display table. 

10. The exit to the Plaza Brindisi Dorom. 

ILThe exit to the Temple Cotmyard, 

12. Rerias Mon: It doesn't have much point other than to create a 
strange linle scene on Mournhold streets. But this fellow will 
you up to three rat and throe scrib companions and three pack 
rats. (There's actually a point to the pack rats; each can carry 100 
pounds of sniff) 

13. »OvU Velas: This is a powerful wizard? After Draihas Rcyas (#17) 
puts out the press release that triggers this miscellanieous qiiesi, 
VeUs appears here like the Wicked Witch of the Wesi and 
attacks you. Bad, had idea. The key on his body opens the ulmi- 
lockcd door of Velas Manor (see #10 on the Oodsfeach map) 
where you'll have to face his revenge-minded brother. He's the 
seal wizard. 
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%ope JeaniK Andre buys and sdts spells (she's got 700 in 
barter gold) and offers spdl-m^mg services as welL Colleague 
I ; [ Qust Uagd^ how *7Dit) buys and sells ingredients and 

pinions ■ ' -and has 9^000 m barter gold. Use that up often, do you^ 
Do any eharacten anually buy this stuff? You can 
; ■ ibiiplifi a particular bolt of doth from the store lo satisfy a 
^ ' '^xidttion of a miscellaneous quest for Detritus Caria. iSl on 
' ^die Godsreach map.) 

lUttMMyiThe coolest store in Mournhold. Proprietor Cam Sosia's 
, got some adamantlum and glass armor and the full 10,000 in 
barter gold. She also wears armor while she's tending shr^. You 
' gotta like her sense of commitment. 

J^^Drathas Rcyast This fellow's whole purpo^ in life seems to be to 
. herald (via **latest rumOTs") the arrival of an allegedly powerful 
wizard. After you strike down Qv is Velas (see #13) with 
■omewhat less effort than required to kill a scrib> Reyas will 
direct you to Velas Manor. 

liA w uhiuhei; *Ten-Tongucs'' Weerhat puti you on to the location 
of The Common Tongue’s secret office in the main quest. He's 
also the source of a miscellaneous qu^t that springs from hts 
^special offers.” (5ee on this map and #2 1 on the Godsreach 
map) And you can pkk up a pitcher and utensils in the shop that 
fitisfy conditiom in two of the ‘'duttcr” quests offered by 
Detritus Caria. (Again, see #Z1 on the Godsreach map) Just 1,000 
in barter goldi though. 

IRBookselkn Honestly, you'd think the Monuwind capital would 
have a better bookstore than this one. We been through the 
hundred books available herc^ and can't find even oue genuinely 
rare title. (It's like going a chain bookstore in a suburban malL) 
The only reasons to come here are to confront anti-Hebeth 
conspirator Bedal Alen in the main quest - he's browsing upstairs 
-or swipe a redware pot for Detritus Caria in one of his “clutter” 
miscellaneo;^ quests. (Sec #21 on the Godsreach mapv} 

In the dating game you're playing with Matena Gilnith 
(see Sunei Htas has to be the dark horse candidate. But if you 
coach him judjciouslyi you may work wouderj|...and cam a real 


reward. (Hlas can also figure marginaJly in a second miscella- 
jacou$ quest Detritus Caria, (at #21) on the Godsreach map, 
wam$ a redware pot that can be purchased here for a song.) 

2LFOOS B^ren: Of the three candidates you can put forward as 
potenttal panners for Marena Gilnith (see #2), Beren is the only 
erne whose reputation precedes him* That’s not good. You can 
take his macho bluster down a notch with a litdc coaching, and 
the date probably will go OIC. But a Dispositian bump is the best 
reward you will receive from Beren, and that should tell you that 
you could have done better with someone dse. 

22. Meralyn CXhom Her brother was one of the vicrinis pfthc End of 
times Suicide Cult In a main quest mission, Gthan can hdp you 
find cult leader £no Romari. (Sec #16 m the Qodsrcach map.) 

23, Bazaar Scwtft: Youll bead down here to find the Dark 
Brotherhood's Manor Distria base in your first main quest 
missioo in Mournhold. You can return in two mhcelkneous 
quests- once to meet Narisa Adus (see #8 on the Bazaar Sewers 
map) and get a mission to take on the notorious Black Dart Gang 
(in the Temple Sewers West) and again to tonftoni a Khajiit thief 
named Ahoia who is fendug her proeeedi through pawnbroker 
"Teu-Tongues*' Weerhat (See #18.) 


rXJ iC rU ^ Triburial Gameplay and 
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Plaza Brindisi Dorom Map: 

L Fofstaag the Swchc^Il^Fofrstaa^o^Ters a poignant rebuttal for 
barbarians stigmatized by their portrayal in Morrowind, Nord 
w'arriors in Tribunal s parent game had a tendency to wind up in 
TTiisodlaneous quests where they got grabby with the witch they were 
escorting. The witches had a tendency to cast spcUs on their grabby 
escorts and leave them beside the road in their tightic tawnieSr 
Fontaag s in his briefs as wdf but insists it s "cause hc^s just hot. 

2 * Hulking fabricaDts; The bigger and nastier of the two types of 
biomechanical creatures that attack tbc City in the middle of the 
main quest. The four hulking fabri cants, which attack only the 
three Ordinator guards, have 500 hit points. TbeyTe immune to 
poison, and resisTant to paralysis and shock attacks. 

3* Verminous fabricants: These smaller, cuter fabricants, which 
attack only the three royal guards, have 300 hit points and the 
same immunity to poison and resistance to paralysis as their big 
brothers* (They also have additional resistance to magicka, but 
only weakness against shock attacks,) When you finally lay your 
hands on Barilzar's Mazed Band, you’ll be able to summon them! 

4, Bamz-Aimchenth What would a Morrowind add-on be without a 
dwarven ruin? After you repel and report the fabricant attack, you'll 
be able to explore the vastness of Bamz-Amschend, You’ll have to 


venture into this eight-section dungeon three times in the main 
quest — once just a short distance to wimess a battle between the 
fabricants and conventional dwemer centurions, again to activate the 
Karstongz-Bcharn weather machine for AlmaJexia, and finally to 
have the ghost of Radac Stungnthumz re'cnchant Ncrevars sword, 
Trueflame, (This last trip also requires a lengthy sub-quest into the 
giant daedric shrine of Korentn-dur. What would a Morrowind 
add-on be without a giant daedric shrine?) In addition, you can visit 
Bamz on two miscellaneous quests — once to gather raw matjcrials 
ft>r repair of centurions in Ignatius Flaccus" “Robot Arena"* (see #8 
on the Godsreaeh map) and another to ootlea dwemer duncr for 
collector Detritus Caria* (See #21 on theGodsreach map,) 

5* The Gates of Symmachtis: What part of “they don't open” didn’t 
you understand? No. They don’t. Ever 

6* The exit to Godsreach. 

7* The exit to the Royal Palace Courtyard* 

8* The exit to the Great Bazaar* 


^iSlThc Morrowind Prophecies Stib 


►.,^ ‘A- '.^ '1' 

r*- # 




<h' . 


T 3 K' 


. =^.: 


^ ■ ■, j 


r.MJ 
f ^ 4f^ 

a] 


II* * 


'SF-wtiR MAP; Bazaar sewers; 

I 

i. The ladder up to the Great Bazaar. 

t An entrance to the Palace Sowers. 

1 1! An cntfance to the Manor Disuict. (Youli use #3 or #5 to reach 
the Dark Brotherhood base in Moril Manor in your Arsi mairi 
qtie$t mission in Mournhold.) 

k A second entrance to the Palace Sewers, 

1. A second entrance to the Manor District. 

L Ahoiaf A Khajiit thief who figures in a miscellaneous quest 
involving pawnl^Toker "'Teri'Tongucs*' Wecrhais '"special ofTers."* 
(Shell attack you, and you’ll have to kill her.) Sec If IS on the 
Great Bazaar map. 

Ti NeiWa Adus; The source of the Black Dart Gang miscellaneous 
qucit. (The gang killed Ad us' lover^ Variner A relot h, an<i now he 
comes to her in her sleep, begging for rescue.) *See #6 on the 
Temple Sewers map. 


8> Rats. 

9* An ^cestor ghost at Levels 1 through 9. At Level 10, a bonelord. 
At Level 15* a greater aocesior ghost, Ai Level 20, a lich. 

10* A duster of undead creatures. Basically, take #9, double it and 
add a skdetpn, (At level 1 through 6, it1l be a skeleton or 
skeleton archer, at Level 7 a skeleton warrior and* at Level 10, a 
skeleton champion . ) 

II- On this high platform^ you’ll find tn adamantium mace and 
boots and a \vater-hreaihing pmion, 

12. A skeleton with a potion beside it and a water- 

breathing potion in its imencoryH (li also haa a cruel shardarrow 
stuck in its side-) 




The Morrowind Prt>phcctc& ^ 


CLc 


s •! ■ 


254 


Sewer Map: Palace Sewers: 

1* The cfUrancT lo the West Sewers. 

2. The entrance CO the ResideDtial Sewers. 

3i The entrance to the Bazaar Sewers. 

4. A second entrance to the Bazaar Sewers. 

5. The ladder up to the Royal Palace's Basement. 

6w Diseased rats. 

7. A wild durzog. 

& At lower levels, your basic goblin. At Level 20» a goblin bruiser 
or footsoldter. 

9. At levels 1 and 2, nothing. If you've reached Level 3, a 
skeleton or skeleton archer will appear here. If youVe 
reached Level 9, iiU be a skeletal warrior. If level 12^ a 
skeleton champion. 


lO.A low-level charter will face the familiar ancestor ghost. At 
Level 10, a bondord or skeleton champion. At Level 15^ a greater 
ancestor ghOsL And^ at Level 20. a lich, 

ILYofu'lJ fmd a wat^r-breathifig potion on this skeleton. 

12. Three crates that contain three random articles of clothing (one 
pricey and two more in the heavy-mctal-t^shirt'and-bascbaJl-cap 
category), a T^dom weaponi and a kwama egg. 
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Sewer map: Residential sewers: 


I Some nice dribs "n* drabs oi^loot m twg barrels and a crate. (The 
odwr three crates here are empty,) 

The ladder up to the Qodsreach district 
G^insi (King Hdscth is training a goblin army in Old 
jMouinhgld^) You1l have to wipe out the goblin war chiefs and 
AJtmer trainers in an early main quest mission, 

\ JUii. The one lo the nonh is diseased, too, 

$, Tk Cotomon Tongne: You'll need a copy of this scaiidal sheet in 
i& early, optional main quest mission. 

Diseased durzogs^ Nasty little raptors that are a standard 
component in g^lin units. 

?- At lower levels^ this will be just another goblin, At Levd 20, it be 
eidier a goblin bruiser or footsoldicr. 

At lower Icvdstthis is a weak version of thedurzog. At Level 20, 
youU face a wild durzog thats about twice as tough and* at Level 
4(1, a war durzog that makes them both look like sissies. 


9* Hie entrance lo the West Sewers. 

Ifll A crate cancaimng three random articles of clothing - two 
ordinary and one tres chique, 

ILDraduu Nertu; This fellow and two associates are holding the 
mage Dilborn for 3,000 gold in gambling debts. You can team up 
with barbarian Thrud (#13 on the Godsreach map) and free his 
buddy in a miscellaneous quest* 

IZi Chllpom» He s guarded by the always friendly Alam Mcrys and 
Mclur Savil. Careful, or you'U make him dead, 

13. The entrance to the Palace Sewers, 

14. The ladder up to Sadri Manor. You'll pass through here on your 
way to the Forgoiten Sc'wers in a miscellaneous quest involving 
nutcake Golena Sadri, (See jH on the Godsreach map.) 

15. The entrance to the Forgotten Sewers, This ts Sadri’s lair. 
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Sewer map: west sewers; 

L The trap dopr down to the Rcsidcfitbi Sewer 

Z- The entrance lo the Battlefield. 

3w The entrance to the Palace Sewers* 

4, Hlog^r the Bloody: One of the three conspirators in an assassi- 
nation plot against new Morrowind King Hla^ln Helseth* In an 
Carly^ optional segment of the main quests youll have to confront 
Hloggar and either kill him or let him go free. Hell leave behind 
a nice chest of potions and a couple ofloose consumables. {The 
other conspirators are Forven Berano at #9 on the Temple map 
and Bcdal AJen at #1 9 on the Great Bazaar map.) 

Two goblin handlers and a war durzog* 


6* A goblin officer. 

7 * At low levels, a basic goblin. At Levd 20^ this becomes a goblin 
bruiser or footsoldier. 

S. Bits of food, hoozCf and tableware are scattered around this 
goblin campfire. 

9, A nice haul in two crates and two barrels (one empty); silver 
weapons, a bunch of ingredients, and. a little gold. 

KhAnothcr crate of silver weapons! (Other crates in tVs area 
arc empty.) 
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SEWER MAP: TEMPLE SEWER5: 


The entrance xq rhe Abandoned Cfypc You explore thi^ tomb in 
ihe main que^t l6 nrirkve Baribar^ Mazed Band for Almalcxia. 
The entrance to the Temple Sewers West. YouTJ flood this sewer 
m a miscellaneous quest to avenge the death of Varincr Arcloth 
at the hands of the Black Dan Gang. 

The ladder up to Jthe TccopJc 

The entrance to thie Temple Sewers East* 

[5. Rats. 

fifit Vajfincr Areloth-^ ghost He'll instruct you on how to drown the 
Black I>art Gang in its Temple ^wers West hideaway in a mis- 
cellaneous quest. (See #2 on this map ^ind #7 on the Bazaar 
Sewers map.) 

[ 7i If you've poked your noSe into Gedna Relvel's Tomb, you're 
personally responsible for the resurgence of the Crimson Plague, 
Mournhold thanks you. The Temple healers thank you. So dp the 
infected rats, which will appear at these locations. 


R One of the standard configurations for crypt critters. Characters 
at level one through nine will face the f^iUar ancesior ghost. At 
Level 10, a bonelord or skeleton champion. At Level 15, a greater 
ancestor ghost. And^ at Level 20, a lich. 

9* At level 1 and 2, nothing but bad-smdling sewer air. At Level 3, 
a boncwalkcr. At Level 9, a greater boncwalkcr. And at Level 12, 
a bonelord. 

10, A water-breathing potion, 

ILTwo weapons crates — one of them loaded with silver wcapons- 

12,One of these urns contains food; the other, ingredients. 

13* A chest of potions, a barrel of shoes, a chest of odds cnds«25 

gold, two pretty plates, a bucket, and a bottle. 

14,An adatnantium axe. 
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SEWER MAP: TEMPLE SEWERS EAST. 


T Tile eriti'ante lo the Temple Cacacombs. The game never actually 
directs you Kerci but the Caucombs docs have some adamanuum 
ore, whkh Bols Indalen (#21 on the Godsreach map) can use to 
make custom adamantium armor. 

2. The eturance to the Temple Gardetw; You’ll be down this way 
twice - once in the main quest on your way to reclaim a shrine 
lost to the undead and again in a mis!c;dlaneoos quest to find iKc 
source of the Crimson Plague. 

3. The entrance to the TempJe Sewers, 

4. Draven: A member of the Black Dart Gang. You*U take out the 
lion’s share of the gang in a misccllanrous quest* but you’ll ftnd 
this fellow off on his own —possibly while following the main 
quest. Be warned. He docs not go down easily. 

5- Ancestor ghosts, 

6. A low -level character will face two ancestor ghosts. At Level 10 , 
two skeleton champions^ two bonelords, or one of each. At Level 
15, two greater ancestor ghosts. And, at Level 20, two liches, 

7- A good pJd-fashioned critter cluster, and a convoluted one to 
describe in its cnurciy because of the wide range of possibilities- 
For simplicity 5 sake, we41 just note that a Level 1 or 2 characters 
will face an ancestor ghost and a second creature that could be an 
ancestor ghost, a bonewalker, a skeleton, or a skeleton archer A 
third creature tinitially a skeleton or skeleton archer) appears at 


Level 3. And a Level 12 character will face some combination of 
bonelords and skeleton champions 

8* A low-level character will face a bonewalker. At Level 5, this 
turns into a greats bonewalker and, at Level 7, a bonclord. 

9* An ancestor ghost appears here at Level 3 and a skeleton or 
skeleton archer at livel 5. At level 6, this becomes a bonewalker: 
at Level 9, a skeleton warrior or a great bonewalker, and at Lewi 
n, 3 bonelord or skeleton champion. 

10. Nothtng turns up here until you hit Level 3. TTten you get an 

ancestor ghost. This changes at levels 5v 6, 9, and 1 1 - the last 
change bdng to a bonelord or skeleton champion. i 

11. Here, it s a similar story with differetit characters. Nothing tunu 
up here until Level 3, when you’ll face a skeleton or skeleton 
archer. At Level 9, you’ll face a skeleton warrior and, at Level llr 
a skeleton champion. 

12. Again, nothing until Level 3 and then you’ll get an ancestor ghoit 
and a skeleton. By Level 12, you’ll be dealing with two skeleton 
champions or one champion and one bonelord. 

13. Four crates and two um$. Most are empty or just hold junk. Bui 
one crate sports four pieces of raw ebony 1 
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SEWER MAP: TEMPLE SEWERS WEST 

Jilt door back to the Temple Sewers* You w'lll use it in record 
■me. Otherwise* barring cjuick use of a water- breaching pocion* 
you will drow'n along with the four members of the Black Dart 
Gang* (They are caught in the flash flood created when you 
throw the lever at #2.) 

The torch'holdcr lever that floods the sewer. 

.yiie members of the Black Dart Gang: Urvyn^ Gilur* MaJar, and 
kdren. If you flood the level ^ they are caught so unaware, and 
tilled so quickly,, chat you'll fmd them, floating near the cave 
ceiling, exactly above the spot where they were standing before 
ke flood. Tbev had no chance to react Indeed, the whole sewer 
fcems lo be somehow frozen In place and in time, It’$ as though 
you have cast terrible spells of sleep and slowness upon the world, 
and you can wander through ihe Black Darts' world and look 

E gh their things with impunity, (Don't forget the darts (?n 
bodies,) Of course, the very act that mokes this possible also 
res that you take your life in your hands to loot the joint. 
4W}ic Black Darts have many things, but the five crates and the 
iinglr barrel here are largely empty. {One of the crates contains 
three articles of clothing.) 


5. An ad am ami um cuirass on a high ledge. 

6. An assortment of «>rrimon clothing — three shins, shoes, a single 
glove — and four carefully arranged goblets* 

7. Kind of funny that this chest (Adren’s) is so conspicuously 
marked with a ‘‘Warning!" note. It contains I itde of interest: five 
skulls, a tankard, drum, 15 gold, and two darts. Plus the dagger 
that holds the note to the top. 

S, The real deal. This craic (Malar's) contains adamant ium bootSf 
six jewels, a greater soul gfrn, -40 gold, and two darts. 

9, A pre-flood corpse is hidden behind this retaining wall. This 
must have made ihc lair a pretty stinky place to sleep. You should 
fmd on it gold, a ring^ a probe, and an amulet. 

10, An assortment of mostly useless pails and bottles and a bowl. But, 
among them, you^ll find a journeyman’s lockpick and probe and 
25 gold, 

IL Twenty 'five gold and a dwarven coin. 
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Manor District map: Manor Districts 

1. An emran«: to iht Bazaar Sewers. 

2. A KCond entrance to the Bazaar Sewers. 

3* The entrance to Moril Manor's North BuUdmg^ 

4. The enuraace ta Moril Manor's East Building. 

5. Depending on ]?our ebar^^er s level, you'll gel one of five Dark 
Brotherhood assassins at these locations. These range from a 
wceijje with 40 hit pbinis and a silver dagger (at levels 1 through 
4), to a mid-range fighter with a wild viperblade (at Level 10), to 
a serious killer with KXfe in Strength, Speed, and Agility and an 
adamantium d^ortsword (at Level 30), 

In the crates, three articles of clothing and a random weapon. 

Behind the crates^ a nice Alteration skill book (“Sithis"), 


m 
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Manor District map: moril manor courtyard: 


U The tM3tbatk to the Manor District, 
j- Rau, 

L Dark Brotherhood assassins. (See #5 on the Manor District map,) 
A. Actually, this doesn't appear up on the great pillar of rock, bm 
down below, on an underwater ledge. Here yoii'U Bnd a. skeletori^ 
ai)d nearby, a bohemold bow^^two iron arrows (a third is stuck in 
the skeleton; did he shoot himiselP), a levitation potLoa. and a 
small chtrst (empty), 

3« High on att arm of rock, youll find adbmantiuin boots and 
br^uers, an expc n si ve pai r of pants a nd shirt . , ,a nd a cur iou s 
suicide note, 

t Here, on a higher level, you^ll find a pair of comcnon shoes. The 
Courtyard seems to be the happening suicide spot jn Old 
Mournhold. 


7, We put this skeleton together with the suicide note (at #5). 
Nearby, you’ll find a small chest with 500 gold (possibly used to 
weight dow-n the body) ahd^ in the skeleton’s inventory, a water- 
breathing potion, 

S, A chest containing four pieces of silverware. 

9* The only adamantium helm in the game, 

lOL Yet another skeleton with a water-breathing pouorv How >s it 
that all these fi^ks drowned with water-breathing potions in 
their pockets? 

ILis it worth breaking your neck for this 25 gold? 

12, Under the aqueduct, you^ find an adamantium axe. 
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MANOR DISTRICT MaP: MORIL MANOR, EAST BUILOINCj 
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The rm\ liJilbr M.in'ir 
Hals- 

iPjrli titnnherfii^id airutifnf - hheiKf 4irwi ji m elli 
MJniir [3iii ii£i 

I j]l%LT| riuJi.|i 'rt' inii|i in ihiB c'^hr in |rmicvul hiiFJn kBPl.'^rtcii 

tiiriiiE<^ Fnyr r.iniiiinn ■-'E'jpcEn^ rtirci Jitkti-rai blirihinE, sn 

^Li£ihiPlc-iFHl^rmf| iikI h t7ih4<iiii ilnn 

Ailip'lir* em hr Ii^tt litihfcrjti^rLifir'Hrn'i ^h^cc Mcri irtTHpiiiih 

HmJ ■«! cli^lhiri^. iVni ihc hm h niri^^if nice, 

■r’ilDIcd 

S h|ipri j HriTr viii c^imyifimu lour hjnl lYtwm. 
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Manor district Map: Moril Manor, North building: 


1. Tlictixit 1'ML'k to Ur' Miinor Dijtriu’U 
i [ hf LnH.inLX la rhti Moni Manor f ourtv^ird. 
i Diindnas VuJes: Tin.' Dark Brothcihood Ixiss. You jl havcUi kill 
[ujn in rl'ic first Mournhold opiijodc of tht- main cpicst iodi.Lit ills 
imrimin.iting finnl werds (And the morc-incrimiaatitig note 
[[1 hi? pui ket). 

i Rat^r Tip ui the wt si Lind noithwcst -ire disc.i.scd- 

S. Durk Hr<.P"iorhofH| Iske iJu -h #5 oi^ die \kof>r 

District tu.Ljx 

6t StaztL- ait^l j viji III ski^oiruu 
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BATTLEFIELD MaF (TOP): 

l-TTtr rrt^rjnri: Ni the 


BATTLEFIELD MAP (BOlTOSt): 




^ 1 ! 
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1. Tlir riiii*uri I- r^i I lie Wot llT"^ 

2. Tlu^ emciPiCf lai the CJtat ^i^k. 
1. .% (Li liJiJi idrif^r. 

■i, 

I ^nblm hnN«cT 


6. Vou can claim a idiockbite battle axe from the ground beside 
this unfortunate soul (who appears to have been crushed by a 
(ailing boulder). 

7. More skeletal reminders that this was once a battleground, 

(No loot* though.) 




I ( 
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>TEA . GF AMUN-SHAE MAP: 


f 


J Hk emraitcc to th« Armory Roin$. 

IV d:ncrMrta.i- iii iV hnicIriijK^t 
A griHin kiii'cr 

If. ,S jji^ilin 

7 , Pvgoc: Why 4 o Ore nanm alwhy^ Like they should be 
bekbed, rather than $pokcn^ This » one of the war chiefs 
ypu1l have fcf kll) in the main qi^t miss^n to disinantk King 
Hdseth*s plans ior joblin $rmy. The other is. . .. 


S. Kurog^ 

9. Nice loot cache on a hidden balconyr You'lL find an 

adamantiuni a^ce; a flask of the a ttribute-dafnaging ancient 
Dagoth brandy from the Morrowind endgame; cure poison> 
fire resistance., lire shiddt and levitation potions; 100 gold; and 
an expensive pair of pants. 

10* Durgocs stuff This chest holds his enchanted goblin shield (which 
drains Speed and Personality to restore health) and 622 goldn 


J. 
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AlIANJJONIKlJ P.\S!iAf;KWAY MAP: 

1* The entrance to the Battlefield. 

2 . On a lower level, this marks the entrance to Tcran Hall 

3. Rats. 

4. A goblin. 

5* Awardurzog, 

At levels 1 through 19, a goblin. At Level 20 and up, a goblin 
footsoldicr or bruiser, 

7 . A levitation potion. 

8, The crates are empty. But there's a very small chance the chest 
beside them could have a ton of looL And even if it doesn’t, you’ll 
still find 100 gold in the little chest, a ruby, a levitation potion, 
and the ingredient fire petal (rare in Tribunal ) nearby. 
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ARMORY RUINS MAP: 

h TTic entrance to the Tears of Amnn-Shae, Youll have to visit this 
legion in ihe main quest mission to decapitate the Morrowind 
kingV effort to assemble a goblin army, 

2. The entrance to the City Gate, 

3^ GoWin handlers, 

4k A \var dursog, 

levels 1 lo 19, youll face a weak version of the dur^og. At 
Level 20, a wild durzog. At Level 40, a War durzpg- 
)T"At levels I to 19, a goblin. At Level 20, a goblin foptsoldicr 
or bruiser. 


7* Crate$ containing three pieces of neteh armor and 15 gold, 

8w Ever wonder what goblins eat? Have a look ii> tbU pot. It s fairly 
disgusting. (We assume the ring, belt, and gem somehow got in 
therebyaccidem,) 

9, Three boulders of adamantium. Bring the ore back io Bols 
Indalen at Craftsmen's Hail in Mournhold (#21 m the CJodsieich 
map), and he'll use tt to make custom armor 

10, A steel flamescythe sword. 
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RESIDENTIAL RL'J.VS MaEi 


L The entrance to the City Gate. 

Z The cm ranee to the Tears of Amun-Shac* 

1, The entrance to Teran HaU's East Building* 
A, A rafe. 

'5. A fubim Lnuvr. 

4 A W4T ihirix>g. 

7 , A (ciblin hanidlei. 


5* A goblin. At Level 10^ a goblin footsoldier or bruiser 

At this high and obscure locaiiom you'll find ^ barrel of gocxl 
loot^' three random pieces of iron armor, and some sujamtna to 
wash h all down. 

Id. An Enchant skill book (“The Thin y -Six Les.sons of Vivec 
Sermon 19'') can be found behind the rocks off a balcony above 
the entrance m the East Building- 
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FORGOTTEN SEWER MAP, 03: 

1, TThe trap door back to Forgotten Sewer* 02. 

1 A crate containing seven torches. 

5 , SttaDge devices: These are automatic sentries that deal out 
random combat spells - hre, frost, poison, shock, and a health- 
drainer — if you get too close. Von canV destroy them, but good 
sneaking, super^fast running, and a discrete distance will get you 
past them unscathed. And bear in mind that the machine needs a 
little time to reset after each spell. 

4. Great loot. Between the two chests here, you can come away with 
20 random gems, four ebony weapons, and 1,000 gold. 

Un fortunately, the chests are extremely well guarded by Five of 
the #3s. 


Proximity projectile mine devices: Tlicse operate in a fashion 
similar to the devices io #i. However, they do only fire and direct 
health damage, but can detect you at more than twice the 
distance and reset in half the lime. There are just three of them, 
and sneaking works here, too, 

Gotena Sadri: Hi, Goicnaf Still crazy as a bedbug.^ Something 
about you seems different- Maybe itS just that new glass armor. 
We like it. Don’t hit us. However, you'll have to hit and 
ultimately kill Ms. Sadri in a miKclUncous quest. (Sec #4 on the 
Godsreach map.) And in the main quest, you can trade in the 
strange artifact she carries at the Museum of Artifacts for credit 
toward the Dwemer Battle Shield- 
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Tehran Hall Map (Top): 


L The entrance to the Residential Ruinv. This is the saferf less direct 
of the two routes to Teran Hall's East Building. To $ct the best 
reward in an early main quest mission, you1J need to kill the 
Ahmer trainers encamped there. 

2. The entrance to the Abandoned Passageway, 

3i A gublin ofi^rccr. 

4. A goblin bruiser, [He must be a very light goblin bruiser, because 
he's standing directly on Teran Halls pit trap,) 

5, A goblin handler. 

6. A regular old goblin. 

7, A war during* 

S' A flask of sujamma sits on a rock here, 

9* You1l ftnd some skooma and maite on the floor, 

1(KA levitation potion. 

li*A boncmold shield, 

1Z> A book (''Book of Life and Service*^ rests on a bench here. 


13. This shelf tontains an invoke that refers obliquely to the trap ar 
(m), 25 gold^an iron dagger, and two books; "Antecedents of 
Dwemcr Law" and ^‘Brief Hktory of the Empire, v. 4.” Under 
the left side of the shelf, you'll also find the Gatekeeper^ Chest 
which contains the Gatekeepers Key, 25 gold, skooma» and a 
njghi-eye potion. (We confess to a state of general mystification 
on the purpose of the Gatekeeper's Key,) 

14, One crate here is special. It is jammed with a doicn pieces of 
netch armor - plus boncmold pauldrons and a helm - and it is 
bottomless. Thin you can come hack to it again and again, take 
what you like, and h will always be full when you return. (A 
similar chest containj ng weapons can be found on the hall's lowei 
level,) In this cache, you'll also find 100 gold, five food items, five 
portions of saitrice, and three articles of clothing. 

15, Three pieces of fur armor and a kwama egg, 

16^Four food items, 

17. An adamantium spear 
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TtSRAN HALL MaP (BOITOM): 

1. The entrance to Teran Hall's East Building. Unil'ortunatcly, it 
sends you straight in combat with the two Altmers training 
Mormwind King Helseth s goblin army. 

2. A goblin. 

3* A goblin o^ricen 

4. The snd diary the shipwrecked i^ailor at (#5), and the with 
which he wrote ii. 

5- A sailor who came to a bad end. His experiences arc chronicled in 
the diary (at #4). 

6. A chest comaLning a silver longs word and staiTr an imperial 
shortsword and broadsword and a wooden staff. 

7. A loaf of bread. Hey, U least the sailor didn*t die hungry! 
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TtRRAN HALL MaP, EaS^I BUU.DJNGs 

1, The exit hack to the Residential Ruim, 

Z The apparent exit Hack to Teran Halk Only it oan*t be opened 
from this side. Surprise^ surprw. 

3- Apnion: One of the two Altmer goblin trainers that are optional 
(but wdl-re warded) targets in An early main quest mission* 

4* Yamait The other 

5. Conceivably, your lifeless body. These Altmcrs are tough guys* 

6* A goblin. 

7, A goblin bruiser* 


fi A wji iLurjinj]. 
f . A lEoblLn liiiKlIeE. 

1f1. U:rrks like the AtinTtjni bri)U{|.tir tlteir hnnki wiih ibetn. ilfu 
ihvlL vmi'll lind "iAQCi fui: Rarhiruni",, “The Aiutauguii^^ru", 
ijid 'fijnhn~N Wake'^^^lk^ite yifu ihuwiail upi duy appear to haw 
been fiii-irhg ■ htde fuiami puriy and rrading. “InviuTiCFn ud* 
Amra‘^4 wtirck ±n no iJic floor berwrni fcfietr njahumt.) 

ninBiniEig l^g^ld and three randofu Tros w^poni. 
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Temple Gardens Map; 


L The entrance to the Tempk Sewers East. 

t The enirancc to Gedna Relvcl’s Tomb. 

3* The entrance to the Temple Shrine. 

4 . Shunari Fly-Eye: !n the mt^cdlancous quest to mvesitgatc ibc 
source of the Crimson Plague> you'll meet this Kha^ht thief at this 
spot to heal her. 

5, A skeleiofi with sijrgold. Nearby, a chitin spear and shield and 
flasks of mazte greef., ,so we suspect he went with a smile on 
his faeCj 


6, One iicrti of tomb loot in a small chest. 

7* Seven violet coprinus and luminous russula mushrooms. 

& And one more luminous nissula, 

9, Three urns containing a total of 10 pieces of food, 

10, A skeleton warrior. 

U-lf the Crimson PUguc miscellaneous quest is running, you'll fiacl 
an infected rai here. 

12,A skeleton champion. 
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Temple Shrine Map: 


L The entrance to ihe Temple Gardens, 

2, An entrance to the Temple Catacpmfe, 

3- The entrance to the Temple Crypt. 

4, Rats- The one to the north is disfcased, 

5. Piofflike acolyteK A lich by any other mime would smell as bad- 
Once you\e killed all five profanes In a main quest mission- 
nervous curate Urvi) Dulni (who was last seen running in horror 
from a scrib) can cleanse the shrine of its undcad influence. 

6- A second entrance to the Temple Catacombs- 

7i These five columns w'ill shoot fireball spells at you. Runt 
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Abandoned crypt map: 


I L The cTcit b^ck to the Tcm|ptc Sewcr». 

II I A ladder to the upper levd of the cfypt* 

. i A trap doer to the lower level of the crypt. 

I 4. 

^ Rais. 

I Barilzar; As in BarllzarV Mazed Band, which yqu^l have to 
forceably extract from its owner at Almalexia's behest in the 
main quest. 


7> Liches cat? Apparently. We don't know bow else to account for 
three food items in one of these umt. Apparently, they also rook. 
We don't know how else tq account for the six inured icnts m two 
others. And they like shiny sniff (the three diamoiids and 50 gold 
in the Jiule chests near the urns). Heck, we tike the shiny stufT, too. 

S. Gouplc of skclcionsH Wc don't know the deal with them — just 
that thev don't have anv stuff. 
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TEMPLE CATACOMBS MAP: 


L An entrance to the Temple Shrike* 

2^ A second entrance to the Temple Shrine. 

3^ The entrance to the Temple Sewers East, 

4. A diseased rat, 

5m a skeleton. 

6. A lich. 

7m a rat. Not diseased. At leasts norin any life-threatemng way, 

8- All your usual tomb pals: an ancestor^host^le^s 1 through 9> 
a bonclord or skeleton champion at Lc^eH'O, a 
ghost at level 15, and a lich at Level 20. 


f a greater ancestor 


9- This location docsn*t kick in with a skeleton or skeleton archer 
until your character rea<dic$ Level 3. At Level 9^ you'll find a 
skdeion warrioi: instead and, at Level 12, a skeleton champion 
lOLin this area, you'll find three adamantium boulders. Take the err 
hack to Bols Indaien at Craftsmen's Hall (#21 on the Godsreadi 
map), and he’ll relinc it into custom adamant ium armorn 
IL A skeleton and two small chests. The chests contains seven gcrTLi 
and 100 gold, respectively, and the skeleton has in its inventory ifi 
amulet, ring, and probe. (Maybe a bit of gold as well,) 

112i A crate containing three melee weapons. Nearby, you*ll (ind (bw 
ingredients and four food items in urns. 
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TtMPl.F. Chvm' M aPj 


L The exit back to the Temple Shrine. 

L A rat* 

3l ALkh. / 

4. An anccaivr ghost if you're just starting out. A bonelord or 
I ^^cleton ^ampion if you^ve bit Level 10. A greater ancestor 
^|host if ypu've reached Lcvell5» and a Lick at Level 20, 

Sw At levd>^c to six, a skeleton or skdeton aiebcr. A skdeton 
, i^rigr at level 7 and» Level 10, a skeleton champion^ 

L This fellow won\ appear uiuil you've hit Level % Then youll be 
beating up on a skeleton or skeleton archer* At Level 9, if1t be a 
skdeton warrior instead. And at Level 12* yoy'ie looking at a 
dtdeion champion* 

7* A flask of skooma's buried here, TTicres no legiiimate to way to get 
at it that we can cdUbut we thought you compldists should know. 


& Ums comuinipg four food items and lour ingredtems. And a 
skdeton with a key* 

9, A cfate containing dine silver weapons. 

10. in these chests, you^U find between 50 and 400 -^d* 

IL lu these Tour urns, you^U find seven food items, three 

ingredien^> and a portion of bonemeaJ. Umnunin, bonemcai! 

12, Adwanttunil Fully half of Old Mournhold's ttipply of this rare 
mineral can be quarried at these locations in the Temple 
And for a price, Bob Indalcn at Craftsmen’s Hall (#21 on the 
Gddsrcach map) can forge the. raw pre into custom armor* 
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GtDh’A RhiATGs Tomb Map ('rop): 

1. Infected rats, 

2^ A nice Utde stash: 10 random ingredtents, five random scrolls, four 
pieces of silverware, and three pieces of food. 



L The exit back to the Temple Gardens, 

2. Infected rats. 

3- ^?kcleton champions^ 

-ft Gedna RelveL After you intrude into her tomb, this powerful lich 
unleashes the Crimson Plague on Mournhold. In a miscellaneous 
quest, you’ll have to kill her. 


5. A small chest containing 50 gold, 
d. Another containing five random ingtfdienw, 

7* Standing on this rock opens the rock doors to the south. You*Il 
have talk to Shunari Fly-Eye (#4 on the Temple Gardens map) 
about the secret door before you can actually open it. 





Bamz-Amschem^ Map; hrarhifire Hall; 


L The Uddffi^ufTto the nUxiL Brindisi Doram. 

TJjHTttfc grvtto below the Udder is not entirely emptyn You can 
find a dozen Luminous Russula and Violci Corprinus 
mushrooms herd 

L When you're first assigned to investigate Bamz-Amschend, you 
ean watch the battle between the fabricants and traditional 
dwemer centurions from this scenic overlook* 

1 The battlefield' The seven verminous and three hulking fabrieants 
take it on the chin from finir advanced steam and two archer 
centurions- You'll want to clear out the surviving ccnturions- 


5* The door to the Hall of Winds, 

Ik The door to the Passage of Whispers* 

7, Yqu can climb out oTHearthfire Hall on your own steani. But a 
heavily burdened or acrobatically inept character may find this 
quitea challctigeH We humbly surest kvitatioii, 
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Bamz-Amschend Map: Hall of Winds: 


E8^] 


1. The door back to Hearthfire Hall. 

2. D Werner centurions. These single combats will be your standard 
encounter throughout BamZ'Amschcnd. At levels 1 through 
you will face a centurion spiden At Level 5^ a centurion sph^ 
replaces the spider. At Level 10, a steam centurion or centurion 
archer replaces the sphere. At Level 20, an advanced steam 
centurion or archer centurion steps in. And finally, at Level 40, 
you 11 face i^n advanced stcaru centurion- 

3. Barrels containing random ingredients. 

4* A Table containing scrap metal, a dwarven book on machinery 
rnaintenance, and some spoiled dwemer oil. Hereafter, v^e'll call 
this a broken Fortify Acrobatics potion. (You can use it, hut it 
only boosts your Acrobatics skill at the expense of your health. 
Save -em^ quaff 'ein, and jump really high. But it's going to hurt.) 

5, Dwarven boots, left bracer, and right pauldron, 

6. A small table containing dwarven book on pipefitting. 

7i A dwarven war axe. 

Shelves containing four broken Fortify Acrobatics potions and, 
undern^th, a small chest containing a satchel charge. (You'll 


need satchel charges to explore the full extent of BamZ' 
Amschcnd-..and also to get into the.daedric ruin Norenen-dur.)" 

fehest is locked (Level 70) and trapped (Master Poison), but 
you 11 find the key (at #9) in the Hall of Wails. 

9, Another shelf — this one containing five dwemer tubes, four 
dwemer cogs, three dwemer cylinders, and two armor-^repair 
hammers. And a cliff racer in a dead tree! (Just kidding about the 
cliff racer. We were feeling festive, but it's over now.) 

10. A dwarven short sword and four coins. 

iLThis shelf contain^ four pieces of scrap meuf three appreiiiice*s 
probes, two repair prongs, ans two apprentice's lockpicks. And a 
diff — (Stop it right now, - Ed,) 

12. A chest containing a dwarven crossbow and 12 iron bolts; ] 

13. A shelf containing a halfdoicen cogs and a manual on cog | 

replacement and maintenance. ’ 

14. Barrels — some empty, but most containing random ingrediemi. | 

15. Another dwemer evlinder — this one attached to the machine. 
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BAMZ-AMSCHEND MAP; PASSAGE OF WHISPERS: 


L The door back ro Hearthfire Hall. 

1 The standard^thz-AmschencI (See #2 in the Hall of 

Winds for^uils^) 

The dooir^ the Hall of Wails, 

The door to Radac’s Forge » 

5.‘S"3w^en book on water channeling and pressure* 

I Another gf those broken Fortify Acrobatics pouons. 

A Dwemcr cuirass and halberd. 

S. A dwarven spear and a key, fWc are undeai: what this key opens 
pr^ indent whether it opens anything. It appears to be simply one 
of iwp doppelgangers for a virtually identical key that opens the 
storeroom in Radac's Forge.) 




BAMZ-AMSCHEND MAP: HALL OF WAILS: 


L The door Ixick to ihc Pa»agc of Whupcrs. 

2* The standard Bamz-Amschcnd ccniurioit encouEiteL See ^2 in the 
Hall of Winds for detaib, 

3. A small tabic containing a dwcmer mug. (A mugs part of the 

Dwcmcr set you^l collect for Detritus Caria in Crafumcn*s Hall 
in the last of his '"clutter” quests- See #21 oii the Godsreach map.) 

4. Another bedside table — this one containing a dwarven mace. 

5* A heavy chest containing two random items adjusted the your 

character's level* 

6v A cabinet containing a bowl and thr«r goblets (in both small and 
large sizes) - more Detritus Caria items - and a small chest 
containing a random number of coins. 

7* A dwcmer coherer rests on a small table. 

Si. a dresser containing only a coin and a blank piece of paper. 

9, On this table you1l find a dwarven manual on combustibles and 
fire safety and dv-'emer airship plans. (Tn Qloodmoon, a mage 
actually tries to build one of these things with disastrous results) 
Under the ashes on a stool beside ihc iable» you1l find a rusty key 
thac opens the locked chest (at #8) in the Hall of Winds. (Ohi 
you^re wondering about all the ashesP Unlike their Morrowind 


brothers^ who simply vanished^ the dwarves in Tribunal have 
been turned into little chocolate kisses that look like vampire ! 
dust. They clearly aren't cotning back — except possibly as 
pancakes or biscuits.) . ^ 

10. A closet containing one random item adjusted to your 

character's level. ' 

11. Another of those Foniiy Acrobatics potions and a key. , 

(See #8 in the Passage of Whispers.) J | 

IX A dwcmer tube. J 

13. A chest containing a journeyman armorer's hammer and three ^ ’ 

random items adjusted to the your character's level (including , t 
armor and ing^dient items). j 

14. A closet containing a single random item adjusted to your 
charaaers level. On top> ybuU find a dweiner helm. 

15. P A bowl on a bedside table. 
l^See#5* 

17h. a table holding a pitcher and a goblet. 

18. See #8. 

19,See#li. 
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BAMZ-AMSCHEND MAP;feDAC’S FORGE: 


L The door back to the Passage of Whisper?. 

Z The standard Bamz-An^scH^nd-^neounccrs. See #2 in the Hall of 
Winds for dctaih. 

i A long time ago, this tvas the door to the Passage of the Walker. 
Now it s just a wall of rocks. If you have a sai-chcl charge (from 
#S m the Hall of the Winds or #17 below) you can blow a hole in 
the wall and crawl through, 

A. On this desk^ you'll find a book on machina power consumption. 

5* This desk holds a dwemer coherer and cylinder. 

Itk And this one has a dwarven book on metal fabrication. 

7. Repair prongs, a hammer... and what wc suspect the right 
shoyldcf of that ull, dark and metallic fellow behind you. 

A. Two more broken Fortify Acrobaiics potions. 

9. A bent pnobe, an apprentice armorerk hammer, a piece of scrap 
metal, aixl another good-sized chunk oTGigantor decorate this table. 

1(L At the feet of this monster, you'll find three cogs, two pieces of 

^■rap metah an apprentice armorer s hammer, another bent 
ptobc, and a broken Fortify AcroEmtics potion. 

ILOne ot thc^e barrels is empty^ but the Other three contain 
random ingredients. 


12.Sce #1 3 in the Hall of Wails. 

13.See#5inthe Hall ofWaik 

14, Two of these kegs arc empty, bui the others contain random 
ingredients. 

15* This chest holds 25 dwarven coins and three random itetns 
adjusted to your character’^ level. 

l6vOn the corner of this desk, you'll fmd a key. Keep this one handy; 
you'l! need it (at #18). 

17* Two satchel charges are stored in this chest, CThis is all you’ll 
need to see Bamz^ Amschend and Norenunwlur. The third 
charge, back in the Hall of Winds, is jusi gravy.) 

18. The door's heavily locked (Lock Level 100) and trapped (Master 
Poison). You can get around both using the key you found (back 
at #16) in the robot workshop, 

19, Radac Sningnthumzt Or, rather, his ghost. Hdl appear here 
during the *"Blade Runner'' segment of the main quest 
Stungnthumz sends you off to iKc daedne ruin of Noienen-dur 
(see #3 in Passage of the Walker) for the pyroil tar needed to re- 
enchant Nerevat't sword^ Trueflame. 


■V 





BAMZ-AMSCHEND MAP: PASSAGE OF THE WALKER; 

1, The dark hole leading back to Radices Forge. 

2> Again^ the standard Bamz-Amschend encounters. {See #2 in the 
Hall of Winds for details.) 

3, With the use of another satchel charge, this rockslide becomes 
another dark hole leading to Norenen-dur. You'll have to retrieve 
pyroil tar from this daedric min so the ghost of JRadac 
Stungnthumz can re -enchant your Trueflame sword. (Sec #19 in 
the Radac'$ Forge.) 

4. The door to the King s Walk. 

5* A dwarven warhammer rests atop a closet, (nside the closet, you1l 
find a random dwarven item adjusted to your character*s level, 

6, On this table, you'll find a dwarven shield. 

7, #5, but without the warhammer. 
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BAMZ-AMSCHEND MAP: KING’S WALK: 

1- The door bock to the Passage of the Walker 
1 The standard Bamz-Atuschcjid encounters- See #2 in the Hall pf 
Winds for details^ 

3. On this table arc a bowl^ pitcher and mug, 

A, A dwarven hattlc^xe. 

On this table you'll find a pitcher mugf and gpbict, 

6, And on this oac is a dwarven short sword, a dwemer coherer 
and three dwarven coins. 

7^ See in the Hal] of Wails, 

S. Most of these kegs and barrels arc empty, but three contain 
random ingredients. 

9. Tbi« keg contains a random ingredient. (Th^^ other^s empty*) 
JfllTlie door to Skybteak Galicry. 
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BAMZ-AMSCHEND MAP: SKYBREAK GALLERY: 


The dwr back lo the King's Walk. 

The standard B^mz-Amschend encounters. (See #2 in the Hall of 
Winds for details.) 

The IKjarsuuigz-Bchanu A weather'tmking machine. Almakucia 
has you activate it in the main <^ucst to show MournhoMs people 
who s boss. At ihc end of the main quest, Azura turns it off 
Once you install Almalexia s powered dwemcr coherer in the 
machine, these three levers regulate the weather. Simply pulling 
the right-hand lever produces ash storms the goddess has 
ordered, but you can also achieve a range of other effects. (Play 
with 'em now if you must. Once the mission is complete, 
Almalcxia shrouds the machine in her magic and you won^t be 
able CO do squat here.) 


Of course, way down here, you have no idea what it's doing on 
the surface, hut the giant icons chat appear on this wall will give 
you an inkling. 

A dwarven claymore. 

A dwarven left pauldron and right bracer. 
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NORENEN-DUR MAP: NORENEN-DUR; 

li The exit back to the Pa^ge of the Walker in Bamz-Amschend, 
I The entrance lo The Grand Stair* 

Jt The entrance to The Teeth That Gnash* 

4 * A dremojra. 

Aclannfeat- 
1 An ogrtm titan< 


1 
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NORENEN-DUR MAP: BASILICA OF DIVINE WHISPERS; 


Th^ exit back to the Ciuidei of Myn Dhrut. 

<k A statue of Azura* 

A storm atronach. 

7. A statue ofjBocthiah. 

A frost atronach. 

& A statue of Mchrunes Dagon* 

A flame atronach- 

9, A statue ofMolag fial. 

A statue of dacdric god Shcogorath. 

10, A statue of Malacach^ 


m 







NORENEN-DUR MaP; CiTADF.l. Of MYN DHRIFR: 


L Way up on ihc exit ’walJ is the entrance to the Wailingdeivc. 
Almost difcctJy bebw it, you'll find the exit from Myn Dhrur to 
The Teeth That Gnash, 

i The entrance to the Basilica of Divine Whispers. 
i, KhasH-Ti Dhiuc In this dremora lord's inventory^ you1l find the 
pyroil lar that Radac Stungmhumz needs to re-enchant Nerevar's 
Trueflamc sword in a later main quest mission. But its npt the 
only place you'll find it. (See #3 on The Wailingdclvc mapO 


4* A dremora lord. 

5< A golden saint. 

A hunger 

7* A winged twilights 
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NORENEN-DUR MAP; THE GRAND STAIR: 


1* On ihc lower level, you'll find the exit back to at 

thit spuL 

2, A skeleton archer 

3, A skeleton champion, 

4, The standard assortment of tomb creatures^ Ai levels 1 through 
9, you*U go up against an ancestor gjiost here. At Level 10^ you'll 
graduate to a bonelord Or skeleton champkm. At Level 15, a 
greater ancestor ghost makes an appearance. And, at Level 2D, if$ 
succeeded by a lich. 






NORENEN-DUR MAP; THE TEETH THAT GNASH: 


1, The exit back ioNorcncH'diir 

2< A storm vitronach. 

3. A dremora. 

4. One of a standard array of tomb creatures. (See #4 in The Grand 
Stair for details,) 

5. Adamaniiam! The Teeth have the seednd largest poceniial supply 
of this rare minerttl in Old Mournhold - four boulders in totaL 
You can haul the ore back to Bols rndalen at Craftsmen s Hall 
(sec #21 on the Godsrcach map), and he'll use it to tn^ke custom 
armor for you. 
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NORENEN-DUR MAP: THE WAILINGDELVE: 


1, Note fifsi that this is a different kind oi ^idevkw. While 
inoit dungeon Icveb in the game are largely horizontah an<l so 
most easily displayed usmg a toFMdown perspective^ the Delve is 
vcrncnl and a top-down view' wfouMn'i show the depth at which 
an object has been placed. 

2, The exit back to the Citadel of Myn Dhrur, 

3^ A flask of pyroil tar In the main quest, Radac Sttingnthumx needs 
this substance tn add ilanne to your re-forged Trueflamc sword. 

4. An area fairly thronging in useful objects. A levitation potion is 
wedged between rocks here. A fortify agility potion is just above 
it. A greater soul gem can be found nearby^ as can a dacdric left 
pauldron and two dire viperarrows. A little farther aw'ay is a 
lesser soul gem. 

5- A dacdric cuirass can be found on a ledge here. 

6s. A glass left bracer lies here among some bones. (But it appears to 
be inaccessible behind a rock wall.) 

7, On a ledge> y«u1l find a Scroll of the Black Storm. This spell 
engulfs the target in a lightning storm. Slightly below the scroll, 
you'll find a cluster of luminous russula and violet coprinus 
mush rooms... and even some Bungler's Bane. 


8. Someoncs been here pretty recently^ and they^ve left thejir stuff 
just lying around^ Vou’H find a Marksman skill book ("'The BM 
ArroWf^Part a Myk th^t can contain up to 2? gold, a lioek 
pick {with die type depending on your character’s levels an hfiffl 
df tomb loot drawh ffOir a pool offings, gold and soul gem^i 
dire viperbott ring^i^it goldi an expensive amulet, and some 
mundane objects fa gobltt^ ladle, and spoon). 

On this ledgE^ydu’ll fipd fodr dire shardbplts, 

Uk Atmo^ hidden behind ahstlfidozcn luminous russula and vuIq; 
copfihus mushfb^ttts is a super-mre iteniH This E>wemeT Pkieuaii> 
Trap, one of just two in all of Mof cowind, is a soul-trappiug ; 
dwarven axe. (You'll also find some Bungler’s Bane nearby^ > 

1 i. A; duster of mushrooms, 

12. A little mystery* While the Wailingddve seems to be a natunL 
phenomenon, this upward shaft off the balcony appears man- 
made. You can levitate up to a fairly prodigious height and %*. 
flat surface at the top. But nmhing can be found up he^^ its rw4 
destination but a work-in-progresi. Who dutg this, and 
Where was it supposed to go^ and why didn’t it get there? 




soTHA SiL’s Clockwork City Map: outer flooded halls: 


L Do you get the sense of something mildly amUs 

la Tribunal's fuial giant dungeon is curidu^y Q^lf- 

darkness and emptiness greet you..» 

L the only creature here is de^. Perhaps this vefipmou$ 

Tabf leant was a casualty of the rockdide ncathy, Ah4 W^.tt 

tnakiog too much of not enough* Just move right^along 
the Entrance of the Inner Flooded Halls* 
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SOTHA siL’s Clockwork City Map: inner Flooded halls: 

1. The door back to the Outer Flooded Halb. 

2. Verminous fabrkams. This is ntoire like it* Get into the habit now 
of killing every fabricant in sight and taking the elixirs from their 
bodies. These boose your speedy and you will need a speed boost 
sooner or later. 

3< Pendulum traps. Contact means instant deaths but they're easy to 
avoid. Happily^ the vermies at the end of the hall are dumb as 
fence posts, walk into the pendulums and instantly die, thus 
saving you the bother of killing them, 

4, The door to the Hall of Delirium* 
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SOTHA SIL’S CUX:KW0RK CITY MAP: CENTRAL GEARWORKS: 


1- The door back to the HalJ of Ddirtum- 

2. Verminous fabricants. 

3. A spiral ^aircdsc (f) up to the balcony, 

4. This a kind of hub, and two rooms open off it. This door Jeads to 
Chamber of Sohich, , , 

5* „,and this one to the Hall of Theuda, Someon^^ot something, 
seems to have Woken through this door. Call us crazy, but we 
think this is the way to go. 
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SoniA SlL'S CLtX:KWOftK cm MAP5 
CELVMBER OF SOJILKll (BOJTOM): 

The door twek to the Central Gesrwarks. 

2* A hulking fabricant. Take Its elixir as well, U boosts your 
strength^ and youlL soon need strength and speed to progress. 


SOTHA sirs CLOCKWORK CJ lTf MAft 
□ LUMBER OF SflttLF.R (TOP); 

L A verminous fahrkant. It's identicai to its predecessors in all 
respects but one — once killed, it doesn*i stay dead. It respawns. 
You can come back, kill it, and collect its speedy elixir again 
and again, 

2r A hulking Tabricant. 

3. The Chamber is a dead-end. Etui it's a rather poignant dead-end. 
The Turnishings here consist of empty altars like this one. 
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SoTHA siL’s Clockwork City map: dome of Kasia: 


J[. The door back to the Hall of Theuda. 

2, Verminous fabricants — all the re-spawniiig kind. 

3* This lovely device is described in the Morrows nd editor as the 
‘'Tenderizer*’ It circles the room s upper level at high speed and 
anything it touches dies instantly. Hence the generous supply of 
bones (21 of thcin skulls) in its path. You can use potions to boost 
your speed and race this bladcd arm to the safety of the alcove 
beside the door. And a character with a great acrobatics skill 
could jump directly to the door itself 


4p Two complete skeletons. To those insane enough to try and loot 
them; You*rc wasting your time. They contain nothing beyorid 
the usual bonemeal. 

5 * The door to the Dome of ScrJvn. 


rU O rU ^ Trfhunat Gamcpiay and Maps 
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SOTIIA SIL'S CLOCKWORK Cl’lY \lAt^: DoMt OF SfcRLVN; 


1. The door back to the Dome of Kosia* 

2< A monstcr-makljig machme. (A monster fabric^ntor, you might 
say,) It provides the exit from this seemingly cxiiTrce room. 
You'll need to use the controls (#3) to time the opening of its 
inner door to the opening of its outer door, 

3. The controls. The IclThand switch turns the thing on and off. 
The right-hand one allows you to open the machines inner door 
when the outer door is open* 

4, The monster maker’s inner door leads to the Hall of Saltaemu, 
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SOTHA SIL’S CLOCKWORK CITY MAP; DOME OF U0OK: 


4 . 


The door back lo the Hall of Sallacmu. 

A verminous fabrica nr 

You*!! need a Strength $tat of ICX) to pull the rusted Jcver that 
creates a bridge through the tava pool. If you don't have itf we 
just ht>pc you have the strength elixirs from the bodies of the 
hulking fab ri cants you. have killed. If not, you^li have to go back 
and kill more. (And* no, jumping is not an option here. Until you 
activate the bridge, the door on the far side is blocked.) 

From the lava, a bridge. 


5. The door to the Hall of Mileitho. 


f04j 
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SOTHA SIL’S CLOCKWORK CITY MAP; HALL OF MlLEITHO: 

1. The door back to the Dome of Udok* 

2_ Hulking f^brkants. 

3. Verminous fabricaut^, 

4, The dcx>r [o the Dome of the Imperfect. Somehow, we don't like 
the sound of that one hit. 







SOTHA SIL’S CLOCKWORK CITY MAP: DOME OF THE IMPERFECT: 

1h Th^ door back lO the Hall of Mileitho* You’re going to want to 
use that any now. 

2* The ImperfeCf: As scary as Tribunal gets. 

3* A second* broken Imperfect. Interesting how much broken 
stuff wf\e found 3 long the way, isn't it? Perhaps it’s jiiit a 
signal of neglect. But its almost as though weVe i>oi the first to 
make this trip. 

4^ The door to the Dome of Sbiha Sil. You won't be able to open it 
until the Imperfect goes down. 






SOTHA SIL’S CLOCKWORK CITY MAP: DOME OF SOTHA SiL; 

1, Sotlia Sil: Someone has been here before youu The god is alrcady 
dead. Boy, b he dcad^ And once you aoivaie his body, you^rc next* 

Z Almalcxk: We don't supf^sc the pastdifc'husband thing buys us 
a reprieve? No? Aw\c'm<jn, Alma, you wouLdn^t kill the reincar- 
nation of Nerevar, would you? OK^ how about the rdnearnation 
of Ncrevar with glasses? 
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Chapter 6|igKt: 
Tribunal Quests 


Main Quest Walkthrough 

SlfCp Walking 

Vouf first quest is unofficial, hut critical. You must find your way ofT 
ihc island of VvardenfeUt 

[ Jlnd, no, wc don’t mean just swimming over to Sheogorad. 

[ This trip starts with a bask step — so basic, in fatif that you may have 
[already performed it without knowing it, 

I You just havf to go to sleep. 

It doesn't matter when. It doesn't matter whore - so long as youVe 
b a legitimate sleeping location^ such as a rented room, the 
wilderness or just a friendly bed, (Otherwise, youTl wind up waiting 
rather than resting, and that doesn’t count.) And it doesn’t matter 
whether you have finished or even started Morrowjnd ^ main quest. 
The only requirement to unlock the games Tribunal content is that 
your character has reached Level 6. (Mote that this is difTcreni from 
the original PC version of Tribunal, in which you can arrive in 
and take off almo$t iTTi mediately for Mournhold.) 

Ie may not happen right away, tn fact, 
-yi.iii may have to wait a while. But, 
or later, on waking, youll 
cfTscovcr that you’re not alone. An 
assassin will appear beside you. He is 
not bringing muffins and tea for your 
breakfast. He is a capable killer — a 
very capable one, if you have a high- 
level character — and unless your 
survival instinct kicks in quickly, he 
will exercise his special purpose, 

fight is short and brutal- We hope 
win. If you're a low-level character, 
sure you have some restorative 
^mons on hand, and make sure to take 
ihe assassin’s stuff when it^s over. His armor is of good quality, and, 
bey, how often do you get to 'wear all black in Morrowind? 

Jkiw, if you've recently started on Morrowind's own main quest, you 
may confuse this assault with that of Sixth House ambushers who 
joack you when you wake up in ccttain western VvardenfcU towns. 
That’s understandable, as, under those conditions, the ambushers 
«od the assassin will attack you at the same time. (Similarly, if wild 
anttnals interrupt you while you're sleeping in the v^lderness, the 
iuassin can attack you simultaneously.) 

Km take it from m: This attack is different. You may get an inkling 
It’s differem in a journal entry if you find an odd dart on the 
assassin s body. But sometimes the assassin will use that dart in his 
iittack, so the key due is a hint, also in your journal, that you should 
icport the attack to a guard. 


What, all of a sudden you’re a crybaby^ 

The guard will tell you the attack 
looks like the work of the Dark 
Brotherhood — the guy was wearing 
Dark Brotherhood"* armor, after all 
“ and refer you to an Apelles Matius 
irt Ebonheart. 

If you’ve done much work for the 
Morag Tong in Morrowind, you already 
know the Dark Brotherhood is bad 
news. (It’s an outlawed band of assassins 
that broke away from the Morag Tong 
years ago.) But £no HlaaJu and his 
guild can’t help you here- You need 
someone who can direct you to the 
source of the attacks, and that's Matius. 


AfeLle^ XIatil^ 


Note that you don’t have to report the attack right away. After all, 
you may already have a suck of half-finished Morrowind quests to 
wrap up. And if you’re only a Level 6 to 19 character, there is no 
rush. You’ll only he attacked the one time — another change from 
the PC version, which had detailed rules for determining the 
campaign of assassin attacks. You can go to Mournhold when 
you’re comfortable. 

On the other hand, a Level 20 or higher character will discover that 
someone out there really doesn’t like them. The likelihood of an 
attack is much greater — a 70 percent at levels 20 to 29 and a 90 
percent chance at Level 30 or higher The attackers arc significantly 
tougher. And this initial bedroom encounter is just the first of many. 

You can try to ride out the assassins' campaign. (With each attack^ 
these percentages drop 10 percent.) But the only way to turn off the 
tap quickly is to get the heck out of Dodge, and make for Mournhold. 

Let’s find our way to Ebonheart. If you’re new to Morrowind* you 
can reach that west coast port town by ship from Hla Oad, Sad rich 
Mora, Tel Branora and Vivee. The castle complex here is large and a 
little confusing in layout for first-time callers, so, if need be, speak to 
another guard when you arrive. Coax iKc guard’s Disposition up to 
40, and youTl learn Matius is up on the ramparts. 

Make your way west and north through the complex and youTl 
eventually see the man himself, in silvery armor, either on the north 
battlements or on the stairs below. Speak to him about ’^Dark 
Brotherhood/' ‘^the n^ainland,” and ^Ascicnc Rane" to learn that the 
Dark Brotherhood has a significant presence in the Morrowind 
provincial capital of Mournhold and that Bane, a mage, can teleport 
you there- 


t: 


unal Quests 
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Cf~ 


HO, 


Continue west iicro^s the bridge to the Grand C&undl Chamber 
RaneV her^* walking around m rather distressed fashiorif and you've 
only to speak to her about “uansporl to Moufnhold.'* While she 
views travel to the mainland as “irregular ” Blight or no Blighty she 
buys your talc about th<i; Brotherhood^ 

And off you go. 


Do'wn^nd Dixt)! 


% * 

r ^ 


hm TKi 


So where exactly are you? 

"iouVe materialized In the hub of the 
^eat wheel-shaped city ofMournhold 
specifically, in the reception area of 
Q: Royal Palace. And after a career on 
Vvardenfcll, you probably feel a bit like 
a ftsh out of water. Let's sec what we 
can do about that. 

Tribunal b at once a lot like Morrowiiid 
and a lot diffcreni from Moirowind. 
Think of it as a troubled gated 
community - one with exceptionally 
deep cellars - thaf s been constructed off 
the parent game's main street. 


Like Moirowlnd, Tribunal has a large main quest} on which you're 
^ibout to embark, and many smaller miscelUneous quests, in which 
yem may Imd yourself going shopping or helping a lonely woman 
nie^ a Eventually, it will sprout a dwarven ruin. And the 
dwafvcii FUin has a daedric shrine. 

Blit ir U also Separate and dbtirict from Nforrowind. Tribunal 
dr^sn'e have fiction quests. It doran't have open countryside dotted 
with hideouts;, Tlieg^e is almost entirely confined to Moumhold 
and its Old Moumhold underpinnings (which are far larger than 
the surface city). 

Tribunal also doesn^t have a clearly defined enemy. You won't really 
know who the real enemy is until the very end. 

Hence,, it's good, to have an open mind — or, bettor,. to be equally 
saspietous of everyonc- 

But, right now, you dour need to worry. The assassin attacks have 
ended, and you're safe. 

Nearby, you'll find the Argonianmage, Effe-Tei, who can telq^iQrt 
you back to Ebonheart should you eventually decide you're out of 
your depth. For now, and your foreseeable futu^ he's the only way 
out of Moumhold, so don't beat up on him. 

Talk to him. Effe-Tci s especially good on Mournbold's tense politics 
and the people (who we'll start meeting in a Uttle while). He has 
unique responses on the topics “Almalexia,” ‘*Athyn Liethan," 
*"Barcti£iah," "Hclscth,” "latest rumors,* *htdc advice,** “little 
secret," “Mournhold,* and “sewers and ruins." Use all of th^, and 
you*ll leave him feeling you know the lay of the land. 

The Royal Guards who occasionally ivander through on their 
rounds are helpful on what's located where. And along with 
passers-by with a Disposition of 40, they wilt also hint at a Dark 
Brotherhood stronghold under the city — one either in, Or reached 
through, the sewers beneath the Great Bazaar. 


If you've l^rned nothing else from Morrowind, you’ve learned that 
Bad Guy? Love Sewers, .^nd, man, docs Moumhold have a lot of 
Sc Wei'S; (We suspect it's because of all the crap that goes down here.) 

At the moment, you don’t have any other pressing tasks, so lets see 
where this metaphorical blood trail takes us. 

Use the door behind you to reach the Palace Courtyard. Head 
south through the great door into the Plaza Brindisi Dorom, il 
turn left and follow the north wall to another huge door into thJ 
Bazaar. l\irn right, and follow the path along the south wall. | 
JUft before it begins to descend into the water, you'll End a trap > 
door doivn to Old Moumhold. (In the fashion of ancicpi cities in 
our own world, present-day Moumhold was built directly atop 
its predecessor.) | 

In this large, dark and watery hodge-podge of sewer and dungeon, 
youll find tomb creatures (enchanted weapon required), some otce 
loot (and some of It underwater, natch) and a suspicious Khajiit who 
Has a pan in a Miscellaneous Quest. (So leave her be.) 

You'll find the Brotherhood headquarters in the Manor District. 
Two paths bring you there - one to the north and west and the 
other straight north. 

Either way, you're going to wade through a lot of angry assassins. 
Matius wasn't kidding about the large Brotherhood contingent on 
the mainland. There are II assassins in the Manor District proper, 
five more in the East Building and a further five in the North 
Building. You can reduce the number you have to face sign i ft- 
cantly by staying out of the East Building and the southern 
passages - though you'll miss out on a nice Alteration skill book 
(“Sithis") in the latter 

Naturally, the leader, Dandras Vules, in the innermost room of the 
North Building, is the toughest of the lot. A Level 55 Assassin with^ 
402 hit points, comfortable with ranged and melee weapons and 
magic, he will absorb a serious beating before he blurts out a 
reference to failing his liege and collapses. 

His liege, huh? Pul this together with the contract for your 
execution in Vulcs' pocket, which mentions a certain “H," and yot^ 
come away with the impression that Mortowind's new King Hlaa)^ 
HeUeth is the Big Bad Guy behind the a^^pt on your life. 


* * 
\ - f 


A Decision 

Ikn wlkJh di f.ij ppi viirh iliih 
itidbrnuikin^ 

Well, you dp have another joumaJ 
reference to reporting your new 
fjodings tp a guard. 

Thai report may tak^ you in one or 
twq directions. Depending On the 
faction and class of the people you 
now ^dre^ on the lo^c " Dark 
Brotherhood,” you'll ^et widely TiENlUS DM^HIAN ^ 

yarylfig reactions and information. But th^ consensus will nudge 
you closer to the krpg^s pEme Fedrii Hler at the Temple ' 

reports that certain kings have been rumored to use the assassins’ 
^rvices. And passers-by uhcbhn^ed to either the Temple or Palace 
win tell you outright that King Hehcth has been knowm to employ 
the DarTc Brotherhoods 
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You can't speak to King H. directly - his second-floor chambers arc 
locked from the inside - so take it up with his right-hand man. 

You’ll find Tienius Dcliiian in the Thone Room. 

What do you know? Dclitian readily admits knowledge ol the 
assassination order - though he sounds very much like someone 
who’ll accept responsibility without actually taking the blame. 
(“Perhaps mistakes were made/’ he says blithely.) He offers you an 
opportunity to prove they were mistakes by proving your loyalty to 
the King, and helping Dditian with a problem. 

Actually, this turns out to be a whole series of problems. Delitian 
will give you up to six quests that form an optional cul-dc-snc off the 
Tribunal main quest. 

But does this make you even slightly uneasy? This is a guy who was. 
at a minimum, awure id the order for your death, and to judge from 
his tap <lancmg. instrumental in it. And nc»w he wants your hclp.^ 

You don't have to tell him “yes” or “no" right away. Kven if you say 
“no” now. you can change your mind. (But don’t wait too long to 
change your mind.) 

The alternative is Kedris Hlcr. Y’ou’ll find him in the Temple 
foyer - a straight shot north from the Palace (a>urtyard. The 
chief -Steward tt> the goddess Almalexia. he seems like a more 
normal, not'trying-tu-have'yoii-killed kind of fellow. Like 
Dditian, he knnw's your name wuhenjt introduction, and. like 
Delitian. he offers work in the name of his patron. (V’lvec. 
Almnlexia and Stitha Sil form the Tribunal of earthly gods 
worshipped hy the Temple.) 

You can perform either of these quest threads, and, if you do 
Delitian's quests first, you can do both. 

However, note that if you move forward with Hler’s (|ucsts now (see 
'The Coblin Army"), Delitian won’t talk to you afterward. In fact, 
he won’t talk to you again until the middle of the main quest. So if 
you want the whole Mournhold experience, do the Palace Quests 
now and then move on to the Temple. 

Palace Quests 

Rumors 

Rumors abound in the community thot the lormcr Morrowind king. 
Athyn Lkthan, did not die a natural death. Delitian asks you to g<; 
undercover and speak to Mournhuld's people to learn the source of 
the rumors. 

If you ask w hether LIcthan did, in fact, die of natural causes. 

Delitian offers a classic non-denival denial. 

That’s a silly question,” he says. “I don't like silly questions.” (If 
you boost his Disposition to 70. Delitian offers a more elaborate 
non-denial denial; “There is absolutely no evidence to suggest that 
Athyn Llethan died anything but a natural death. I assure you. 
Absolutely no evidence.”) 

If you’ve been exploring Mournhold an<l talking to its people on a 
more casual basis, you’ve doubtless gathered a wide range of thought 
and opinion on the topics of “King Uethan’s death* and the no* 
doubt-purely-coincidental death of his protege, Talen Vandas. The 


former range from the statements of acceptance among Helscth 
loyalists to statements gf traditional, don’l-nccd-no-kings independ- 
ence among Dimmer. 

But you’ll quickly read hints of suspicion Ix-twcen the lines, and get 
a sense that some people could say more than they have. 

Coax up the Disposition of an unaffiliaicd passer-by to 70, and you’ll 
be pointed to LIcthan Manor for an alternate take on the king’s 
death. Boost it to 90, and the speaker will mention a publication 
called “The Common Tongue,” which asserts the young Hd.scth 
poisoned hundreds ot jKoplc while prince of Wayrest. 

There s als^) an easier w.ay to go, Icxl With a Disposition of 70, you 
can get this same information from Donus Serethi and Anrcl in 
Llethan Manor - found at the northwestern corner of the Codsrcach 
district to the west. And if you pop into the rear ground-floor room 
to pay your respects to the late king’s w idow. Ravani, she’ll disclose it 
with no Disposition requirements at all. just offer your condolences 
for a Disposition bump of 10 points, and .ask Uethan how she knows 
her husband was inurtlcred. 

Vou cat; also promise to avenge the king’s death for a further 
Disposition bump. The widow resfxmds that she'll mention your 
name to her late husband’s allies, but this option appears to have no 
further repercussions. It’s more of a lip that her husband had friends 
w'Iki arc unhappy with the current Morrowind administration - and 
to return here in an upcoming Delitian quest. 

While you're here, check out 
LIcthan 5 library. It’s the most 
extensive private collection in 
.Mournhold, and among its 70-odd 
books are three that w'ill boost your 
stats: the Medium .Armor skill book, 

“Chcrim’s Heart of Anequina" (on 
lop of the b(K)kshelf behind the table 
in the second roorn); the Speechcraft 
skill btxik. “The Wolf Queen, Part V” 

(on the middle shelf of a bookshelf 
next to the door to Llethan’s room); 
and the Alchemy skill txx^k, “A 
Game at Dinner” (on the top of the 
same l>ookshcI0‘ 

OK, you've got enough to report back to Delitian, but he’s only 
going to send you out again to grab a copy of “The Common 
Tongue,” so let’s find one first. (Indeed, simply delivering a copy of 
“The Common Tongue” to Delitian is the fast track through all 
th is chatter.) 

Tribunal contains eight accessible copies of this scandal sheet and, 
in Godsreach, a few' arc w ithin easy distance. One is on the 
ground behind the building just south of Llethan Manor. (Sadri 
Manor’s upstairs and Thendas Manor dow'nsiairs.) Another is on 
a table just inside the front door of the Vacant Manor (tw'o houses 
south of Llethan Manor). Others arc on the bar at The Winged 
Guar pub and next to the door on the corncrclub’s balcony. And 
another is dowm m the Residential Sewers — behind the rocks just 
east of the entrance. 

Take a peck at it yourself before you hand in your work. It’s nice to 
get a sense of your employer’s delicate ethical compas.s. 
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Galsa Andrano 


The Whistleblower 

Now Dditian wants to know the 
Temples stance toward the ne%v 
king, and sends you off to find an 
inlormanl. 

Do you get the sense of someone who 
is lining up his ducks? 

It seems rather transparent to search 
die Temple proper for a disgruntled 
employee, but that’s w'hat you’re 
going have to do. 


Most of the staff addresses your questions about ‘‘discontent in the 
Temple” with generalities - with a variation if you've already met 
with Vivec in Morrowind 's main quest. 

But one Temple member, Galsa Andrano in the Tem[ile Infirmary 
{reached through the foyer’s riglu-hand door), seems tempted to 
elaborate. A little persuasion, or a little money, will loosen her 
tongue, and a little sympathy and patience will raise her Disposition 
further and keep her talking out of school. (Don’t rush into asking 
about ‘"the Temple and King Helseth,” or youdl scare her off) 

Andrano is suffering a crisis of fiith. She sees something harsh 
and bitter in Almalexia that she has nor seen before. Her god 
frightens her 

Not that she’s a special fan of King Helseth. At a Disposition of 90, 
Andrano will opine that he’s a usurper who murdered King Llethan 
and .stole his crown.. -and that ifHel.scth means to be king in more 
than name, the Temple wdll oppose him. 

A shortcut: If you’re far enough along in Morrowind’s main quest to 
have met Mehra Milo, you can drop her name into the conversation 
and get the Temple’s perspective with no Disposition requirements. 


Who Goes There? 

-Another quest, another duck- 

Aftcr these in- roads with the media and the Temple, Delitian’s looking 
to clean his own house. Once again, you’re going undercover — 
pretending to put in for a job as a Royal Guard - in order to ascertain 
the loyalties ofthc holdovers from the previous administration. 

You simply have to interview^ the guards who have name.s. Indeed, 
you really just need to talk to one of them, but it’s more fun to meet 
them all, since they respond very differently from one another. 

Most are in the throne room, but one is stationed in Queen Mother 
Barenziah's chambers. (You still can’t get into Hclscth’s room to talk 
to the two guards there.) Ask each about “Join the Royal Guard” 
and follow up on each of the three topics. 

It turns out there’s one potential bad egg. Ivulen Irano, the first 
guard on the left as you enter the throne room, isn’t practiced at 
hiding his feelings. He seems on edge. He has a Uulc trouble saying 
that it’s an honor to serve the new king. And when you claim a 
Hlaalu connection (the Great House said to be unhappy with its los.s 
of the Morrowind throne), he suggests that you not mention it to 
Dclitian, hut to Aleri Aren. 


Deliiian won’t act on these minor blips. 
But he suggests you pursue the matter. 

Why not bounce Irantfs assertions off 
Aren.' She can Lie found in the Guards’ 
Quarters - entered through the 
southw'est corner of the Palace 
courtyard. .Aren’s speeches are well 
rehearsed and she manages to seem 
almost un flustered w'hen you mention 
Iranos comments about Hlaalu 
connections. She suggests Irano is not 
the sharpest knife is the drawer, and is 
sure it s a mi.su nderstanding. 

Your journal is sure that Irano spoke 
out of turn and that Aren’s covering up 
for him. 


Ivulen Irano 


But suspicions aren’t proof, and Delitian still wants something more 
tangible. He suggests you visit the Guards’ Quarters and poke 
around in Irano’s belongings. 

It’s easy enough. Irano’s bed t.s next to Aren’s at the cast end of the 
barracks. The single roaming guard doesn’t linger long and you 
should have lots of time to open the chest (Lock Level = 50) with 
picks or spells. 

The chest’s contents turn out to be innocent. But look here: Between 
Irano’s chest and bed is a handwritten note listing recent Royal 
Guard duty rosters. The watches in which Irano, Aren and Milvda 
Dralcn (a guard in Helscth’s room) are the only guards in the throne 
room arc underlined tw'icc. (In addition, a copy of “The Common 
Tongue” can be found under Irano’s pillow.) 

Who says there isn’t a con.spiracy under every bed? 

We’re not sure this rises to the level of incriminating evidence - hey, 
maybe the three play poker - but the guard schedule satisfies 
Delitian, and he vows to break up this little cabal 

You're making the world safe for the guy that tried to have 
YOU whacked. 


Mind Your Manor 

Now you’re headed back to Llethan Manor to look for evidence of 
a con.spiracy against King HeLseth among the Hlaalu nobles. The 
thinking, w'e guess, is that the late king s whdow would be close to 
any conspiracy — even she isn’t directly involved. 


You already know' the way, yes? 
Ravani Llethan is still mourning 
her late husband in the innermost 
room on the ground floor. And out 
in the open, on a desk in the 
corner, is the evidence you’ve l>ecn 
sent to steal - a teller that names 
three conspirators in an evident 
plot to do in the new king, (If you 
previously volunteered to avenge 
the late king, perhaps it’s lucky 
vour name isn’t in here, too.) 
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1 Reading the letter is fine. Taking it is quite another matter. If she 
I i spots you, the widow will raise a cry and her two retainers w'ill come 
I running, and your chances of getting out the single door without 
serious bloodshed are marginal. 

So aim for stealth. Or if stealth isn’t your thing, drop a Mark spell 
back at the Palace and Recall there once you have the letter. Or just 
kill the retainers. Delitian won’t mind. He’s an ends-justify-thc- 
means kind of guy. 

The letter, once delivered to Delitian, turns out to be a death 
warrant for the three conspirators: Forven Berano, Hloggar the 
Bloody, and Bedal Alcn. l>elitian issues you writs authorizing their 
summary executions. 

If you’ve had your fill of defending this thug of a king, you don’t 
have to kill the conspirators. But yog do have to find them, confront 
them using the topic “evidence of conspiracy*” and then decide 
whether to leave them lying in their undies or let them teleport out 
and escape. 

i 

j For each escape, you’ll get only the conspirator’s gratitude. For each 
! execution, you'll get gold. And even if you don’t execute any of 
j the three, you'll still get the next quest. 

Berano is said to be a Temple-goer, and, indeed, you’ll find him in 
[ the north central portion of the Temple Courtyard, just southeast of 
j the intersection of three paths. 

Ddirian suspects Hloggar, too cheap to pay for a bed, is holed up in 
j the sewers, and he's right. Ask around, and you’ll learn the Nord 
can be found down in the West Sewers. 

The West Sewers are reached most easily through the 
Residential Sewers. You find them beneath the trap door just 
north of Llethan Manor, You'll have to put up wjth a lot of 
fighting in the short jog cast and south to the hadder up to the 
West Sewers, and the fighting gets nastier when you arrive. (Two 
goblin handlers and a durzog arc sited just to the west.) You can 
spare yourscH additional battles by detouring north through the 
earthen passage just west ol the trapdoor. When the tunnel turns 
south, look for Hloggar. 

(Ifyou’re wondering whats the deal wdih all these goblins in the 
Mournhold sewers: All in good time. Talk to Fedris Filer at the 
Temple. . .or just wait a couple of quests.) 

Finally, there’s Alen. Delitian dfxrsnY have a clue where he is, but 
folks on the street w'ill tell you he’s book -crazy... and you’ll find just 
one b<M)kstore in town. Alen is browsing up.stairs at Bookseller in the 
Great Bazaar. 


Tongue Tied 

If you did let the conspirators go, don't w'orry- They are discrete. 
There will be no blowback. Dclitian’s won't seem at all put out by 
your failure. He thanks you for the effort and quickly buys into your 
leak -in the-Palace canard. 

And if his Disposition is 70 or better, he’ll even let slip an almosi- 
but- not-quitc-incriminating statement about the king if you suggest 
“The Common Tongue” account i$ on the mark. 


The mission - your last for I>clitian - is to find the anonymous 
author of “The Common Tongue” and persuade him to stop 
printing lies about King Hclsclh. He suggests you start the search by 
approaching “less-rcpuiablc’‘ citizens w^ho place profit above honor. 

That’s a Hide vague, isn't it? Conceivably, you could think Delitian 
meant criminals, and start searching the sewers. 

The answer is found on the surface. As is so often the ease, the key is 
the speaker’s Disposition. It must be 70 or higher for a passer-by to 
offer a constructive clue: \’isit a pawnshop. 

Tw*o pawnshops can be found in the Bazaar. Roner Arano has a stall 
at the west end and “Ten -Tongues” Wcerhai a shop at the cast. 

Wcerhat’s your man, but he will prob.ably need to have his wheels 
greased. Get his Disposition up to 8U, and he’ll reveal that the author 
of “The Common Tongue” is said to lx: one Trels N'aris. Weerhat 
doesn’t know V'aris personally, but remembers that he learned this at 
the Craftsmen’s Hall at the cast end of the Godsrcach district. 

But even w'hcn bribed up the Wazoo, no one at the Craftsmen’s Hall 
reveals word one. 

However, once you’ve made a good-faith effort - boosting a 
craftsman 5 Dis|V^sition to 70 and asking after Varis — you’ll gel a 
journal entry reporting your suspicions that Varis is here. After aJl, 
what about that locked door (l^ock Level = 70) and “Keep Out!” 
sign on the ground floor? 

Things can go in quite a few different directions from this point. 

Bui the best step is to inquire further. 

Let’s suppose the folks in the Craftsmen’s Hall are protecting \’aris. 
But folks in other locations wouldn’t necessarily have the same 
motive, right? Put the question to n passer-by with a Disposition of 
60 in Godsrcach, The Winged Guar, Plaza Brindisi Dorom, the 
Temple, or the Temple Courtyard, and the speaker will speculate 
that Trels is one of the Varis kids who left Mournhold to find 
fortune in the wide world. You’ll be steered to Gee-Pop and Granny 
V'aris at the Temple. Mom is in the Temple foyer. Dad's near some 
rocks on the lawn to the west. 

Shuttle between them. You’ll get slightly different responses from 
X'aris' parents, depending on which one you approach first, but the 
upshot is clear: They are not on the same page regarding the 
current location of Trels. You’ll gel a 
journal entry that suggests the 
Va rises are being less than honest 
alxaut their son and raises the 
possibility of extortion. 

Now' you can go back to Craftsmen’s 
Hall w'ith a full range of options. 

Pick that Level 70 lock (w'ait until 
wandering apprentice llnori Faustus 
isn’t watching), descend through the 
trap door beyond, save your game, 
and confront Varis in the journals 
secret office. 

Varis denies he’s printing lies and 
says, in so many words, “Make me." 


rQ 


TRELS Varis 


ps;., /V4 Tribunal 
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You have Four choices for making him. 

1. You can threaten to kill V arU. (This immediately leads to a fight 
with Vans and his three henchmen. Killing V^aris is entirely coo\ 
with Delitian, and you’ll earn a 5,000 gold rcw'ard.) 

2- You can try to bribe Varis with 1,000 gold. (Again, a fight is 
the result.). 

3. You can offer to donate 3,(X)0 gold to the Widows and Orphans 
Fund. (Varis accepts this - unless you don’t have the money on you, 
in which case it leads to a fight. Dclilian will cover your expenses 
for the donation and throw m atxother 5.000 gold to boot.) 

4. Finally, you can threaten to hurt Varis’ aged parents unless he 
slops writing about Helseih. This is sleazy, but effective. 

(However, if you’ve killed one or both ol them already, fool, you're 
going to have to kill Varis as well, as he’ll attack you on sight.) 
lliis earns the best rew-ard from Delirian; 5,000 gold and the 
mighty' King’s Uath blade used by members of the Royal Guard. 

Now, you don’t have to confront Varis. You can also pretend to be a 
burglar. (Varis believes you, lets you go and indicates he will relocate 
his secret office.) You can pretend to be searching for the ''Eye of 
Argonia,” (V’aris doesn’t believe you, but is entertained, lets you go 
and says he’ll rclwaic.) You can claim to have simply blundered in 
by mistake. (Varis and his three henchmen will attack you to keep 
their office secret ~ unless your Reputation is over 40, in w'hich case 
\ aris acknow ledges your achievements and spares your life.) 

These last three options are all essentially escape clauses. They don't 
fulfill the conditions of the quest, but they also rule out the bribe 
and extortion options. If you wind up stuck with one of these, you’ll 
either have to restore an earlier saved game and try a different 
approach, or simply kill V^aris. 


Barenziah doesn't offer quests, but referrals. One is to Fedris Hlcrat 
the Temple (He W'as going to be your next slop anyway.) Her tone is 
detached, almost neutral, but you may be left wondering about her 
motives. In light of your earlier search for a Temple informant, her 
suggestion, “See what you can learn,” sounds faintly like an 
invitation to serve as a Royal spy. 

But, actually, all this really docs is redirect your efforts toward the 
Temple - .something that Dclitian couldn’t very well do himself and 
remain in character. 

The other referral, via “w'horn you may trust,” is to her friend 
Plitinius Mcro. who can be found dow n in tlic Palace Courtyard. 
The author of the banned book, “The Real Barenziah,” he’s now 
Barenziah 5 scribe and advisor and seems an amiable, knowledge- 
able fcllosv. These twv> serve as a kind of moral center in Tribunal - 
the role Percius Meriius played in Morrownnd. 

If you want to read Mero’s bo<^k. you’ll have to truck back to 
\\'ardt*nfcll. None of the five volumes can lx* found in Mtnirnhold, 
but all turn up at )obasha’s Rare Books in V'ivcc an<l Kagrcnac’s 
Library in the Red Mountain citadel of Turcyiiulal. 

How'cver, all three volumes of Stern C>ambogc‘s more formal 
“Biography of Queen Barenziah” can lx* fouml Icxally at the 
Bookseller in Mournhold's Great Bazaar. And if you w'am to read 
up on King Helscth, grab a copy of “A Game at Dinner." As 
mentioned earlier, one's in at Llcihan Manor (lying ojxn on a 
bookshelf in the sccontl nxim) and another at Ignatius Flaccus’ 
house nearby (lying open on his bed). 

It seems a lot ol people are reading “A Game at Dinner’’ these days. 

Temple quests 


By the way, after you’ve uncovered the trap door do\vn to the Secret 
Office, you can go back and re-interview' Bols fndalen at the nearby 
forge. Indalen previously claimed valuable supplies w ere behind the 
door, and it’s fun to w'atch him scramble a bit. 

And Varis never does rel^xatc- Perhaj>s he’s just trying to fake you out? 



Barj-nziah 


Meet the Parent 

That's it. Delitian doesn’t have 
anything more for you. But if you 
speak to him again, he’ll mention that 
the king's mother, Barenziah. has 
asked to talk to you. 

Use the hall behind the throne and 
pass straight through the Imperial 
Cull quarters to reach her. (A side 
note: The Cult is the only Morrowind 
faction you can actually join in 
Tribunal, but to no real impact. All 
the quests Crito Olcinius mentions are 
based back in F.bonheart.) 


If you thought Barcuziah was going to turn out to be a dark powxr 
behind the throne, you'll be surprised by this encounter She’s very 
charming and helpful. In her reflected glow, you might even w^ondcr 
if her son can be as awful as he has been made out to be. 


The Goblin Army 

You’ll find Hler toiling alongside Granny Varis in the foyer of the 
Temple. (Hey, no hard feelings about bLickmailing your kid, OK 
lady?) After a few' preliminaries, he w-ill put you to work. 

Remember your encounters w'lth goblins w'hen searching for 
Hloggar the BlocxJy m the West Sew'ers? Well, here’s the back -story: 
Almalexia has learned that King Helscth is recruiting goblins to 
serve as foot soldiers. The goddess considers these creatures an 
“abomination" — aw, theyVe pretty! - and is concerned the king will 
lose control of them and put Mournhold at risk. 

Cut off the head and the body will topple. You’re to kill two goblin 
w'ar chiefs and, if possible, tw'o rumored Alimer trainers to pul an 
end to these ill-advised plans. 

You shouldn’t need to collect conventional wisdom from the streets 
this time. You already know from experience there are goblins in 
the sewxrs under Godsreach. 

What you don’t know' yet is that there are just mobs more of them 
down there. 

Make your w'ay to the West Sew'ers as before^ and then west and 
south to the Battlefield, where a single rough passage winds west, 
south and east again to a vast chamber. (You’ll find a nice Shockbitc 
banle^axe along the w'ay. This may help you against the goblin 
bruisers, w'ho can’t be touched by ordinars' wxapons.) 







From here, vi,-j separate paths, you can reach both the warchiefs in 
the Tears of Ainun-Shae ami the Allmcr trainers in Tcran Hall’s 
East Builtiing, 

Take your pick. It’s a tough battle both ways, ami good arguments 
can be made for each path. 

The chiefs arc easier to beat. To reach them, use the door to the 
south to reach a small area called City Gate. (You’ll find a |>otion 
chest and two louse |xnions <)ff to the w'esi.) Go straight ahead into 
the Armory Ruins - an “L”-sha|wd region where you’ll find 
waterfalls, a raft of goblins and their |>ei durzogs, a hidden campsite 
(with a sled tlamescythe and a ctx>kmg pot of disgusting stulT) and a 
southern exit to the Tears of Amun-Shae. 

In the I’cars, you’ll have to fight your way south to reach the looping 
tunnel that warchiefs Kurog and Durgoc call home. 

The chicls each liave 500 hit punts, but are relative pussycats 
compared to what’s coming. (This is only partly because of the feline 
looks on their war masks.) Durgoc's key opens a nearby chest, which 
contEiins 622 gold and a crappy, though magical. Goblin Buckler. 

(He must have had it since he was a kid or something.) 



I low'ever, if you avoid the trap, you can enter the East Building via 
the Residential Ruins (entered through the door in the soullicasi 
corner), clear out the rest of the area before you face the trainers and 
thus give yourself some breathing room for the big battle. 

We wijih you w^cll. 7'hcy are serious tough guys. Yarnar’s Level 50, 
with Orcish armor and tower shield, an ebony war axe and a block 
skill ol 100. His partner Armiun is Level 45, with a stack of topped' 
out skills (including longblade) and an ebony longsw'ord. FXi what 
you can with spells to prevent the tw^o from hammering you at the 
same lime. 

Head back to the Temple. You'll come away w^iih 15,000 gold if you 
whacked all lour bad guys, 10,000 if one of the Altniers survived 
your visit and 5,000 if you took out only the w^ar chiefs. 


They Live 

Hler now' sends you off to see Gavas 
Drin. (You can find his office by 
leaving the Temple foyer though the 
western dtair and turning left at the 
'"T ” intersection.) Drin, the Temple’s 
Lord Archcanon, wants you to escort a 
timid young curate to reclaim an 
underground shrine from the undead. 

The curate, Urvil Dulnu is waiting 
just outside Drin s office. Leave him 
there. You have no reason to tow him 
into harm’s way. Clear the path and 
then come back to the Temple to 
retrieve him. 




URVIL DULNI 


Continue along the hall to the Hall of Ministry, Make a left at the “T,” 
descend the stairs across the room and enter the Temple Bascnacat 
The trap door to the Temple Sewers is just ahead and to the left. 


But let no one say the goblins have had lout. Serial levitators take 
note: Some good stuff can be found on a hidden ledge near the 
waterfall to the north. 

If you take on the Alimers first, you’ll be able to enter the Tears 
from the south, via the Residential Ruins, and avoid most of the 
goblin forces guarding the northern passage. (Do a little exploring in 
the elevated areas in the Residential Ruins along the w'ay, and you’ll 
find an Enchant skill book - “36 Ixrssons of Vivec, Sermon 19” - off 
a balcony above the entrance to Tcran Hall's East Building.) 

To reach the Altmcrs, levitate up from the floor of the Battlefield to 
the door to the Abandoned Passage and follow it dowm to Teran Hall. 

In a room on the east side of this dilapidated goblin barracks, you’ll 
find an invoice for Boor repair. In other words, w^atch where you 
walk. On the north side of the hall, there’s a pit trap that’ll drop you 
dowm to a low'er level. 


There’s a good deal of harm in the way down here, but none of it 
should prove much of an obstacle to a seasoned adventurer. You’ll 
encounter tomb creatures and rats as you make your way northeast 
and south to the Temple Sew'ers East. The rats vanish and the tomb 
monsters get nastier and thicker on the ground as you w'ind cast 
and north to the Temple Gardens. (You’ll also have to deal w'ith a 
member of the Black Dart gang, which foreshadows a 
Miscellaneous Quest.) In the (iardens, a straight shot north to the 
shrine, you'll deal w'ifh skeletons. As you enter the shrine and 
descend the slope, be sure to run forward quickly or you’ll be hit by 
the traps (spells) th,at shoot from the columns. 

In the Shrine, you’ll take on five Profane Acolytes - Level 20 liches 
all. Most arc arrayed around the shrine itself, hut one’s dead ahead 
(so to speak) as you enter the region. Ignore the monstrosities they 
summon and gti the liches themselves, (When a caster dies, its 
summonings die whth it.) 


You can get back upstairs whth the Levitation potion in the 
inventory of the nearby corpse. (The sad story behind the skeleton is 
in the diary beside the fire). But if you stay down here, you’ll have to 
use an entrance to the East Building that dumps you right on top of 
the Altmers and can’t be opiened from the Altmers’ side. You’ll have 
far Jess room to maneuver. 


You’ll get a journal entry after the fifth Profane gixrs dow n, and the 
hardest thing you'll do for the rest of the quest is w alk. On your w'ay 
back, make sure you haven’t overlooked any roaming creatures that 
might want to swallow' a little curate’s soul. Then simply speak to 
Duini and have him follow- you hack to the shrine. The terrain isn’t 
that complicated, and you shouldn’t have to finesse his route. Once 
the curate reaches the platform, he’ll do his thing automatically, and 
you can escort him hack to Drin's office for your reward - a Blessed 
Spenr from Almalexia - and directions to speak to Hler again. 
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Bariizar’s Mazed Heart’s Club Band 

HIcr seems somewhat put out by the referral - office politics, it 
sounds like — but he does have a task for you. Almalc.xia wants you 
to recover an artifact, Barilzar’s Ma^cd Band* from the Abandoned 
Cr\'pi in the northwest section of the ruins below the Temple. 

Hler offers no detail about the ring itself, and, again, seems a little 
put our for your asking. (Had your morning coffee yet, Fedris?) 
Drin’s supposed to know more, but he doesn't really — just that is 
was created in the Second Era by a powerful mage named Barilzar 
who vanished a short time later. 

Something to do with the ring, maybe? 

Maybe. Two people can shed more light on the matter. Barenziah's 
mostly in the dark, but suggests you speak to Torasa Aram at the 
Museum of Artifacts, just southwest of the Craftsmen’s Hall in 
Godsrcach. Aram knows the frightening myths that surround the 
Mazed Band - that it is said to open the gates of Oblivion and that 
only a god could use the ring. And if you talk to Barenziah pal 
Plitinius Mero, you'll come aw^ay thinking these aren't just myths, 

Get yourself down to the Temple Sewers again and head west and 
north to the Crypt entrance. If you've been exploring on your own, 
you've previously found this passage blocked by a cave-in. 

Almalcxia has since had the path cleared. 

Shame she couldn't do anytlhng about the liches and rats inside. 

Four liches can be found in and around the main room, and you’ll 
probably need to dispatch all of them before you climb the ladder on 
the room's south side (As they say: If you have a lich, scratch it[) A 
fifth lich is at the top of the ladder, a sixth in the pit at the end of the 
passage and the seventh guards the crypt's innermost room 
and... Barilzar! 



Torasa Aram 


His creation has turned him into 
a lich and hc*$ determined to 
preserve his Mazed Band from 
the mortal world... and to kill 
you to prevent its libcradon. He 
may just do it, too, as this lich is 
Level 45, with 500 hit points and 
a daedric claymore. And beware 
of Barilzar's nasty "Harlhoon's 
Heavy Eyes'* spell, which is a 
magnitude 100 Blind/Burden 
that lasts 10 seconds. Which 
leaves your character blind and 
burdened for 10 crippling 
seconds. Ouch. 


Yeah, but can he save his game? Take the ring and the claymore 
from this corpse’s corpse and hustle back to the Temple. Speak to 
Drin to learn that Almalcxia would speak to you directly. 

Uh-oh. 

The High Chapel at the Temple's center is now unlocked. 
Almalcxia floats in the middle, bathed in amber light, surrounded 
by five “Hands of Almalcxia" guards in shimmering armor. 

Wow. She's a goddess, all right. Nice tattoos, Alma! 


(Then again, something in those eyes may make you just a little 
uncomfortable.) 

Your options here arc limited. Whatever your concerns about 
Almalcxia’s intentions for the Mazed Band, you can't deny her the 
ring. You can only ask her why she wanted it (she says only that 
she’ll use it for the good of Morrowind, blah, blah, blah) and then 
turn it over, or turn it over without questions. 

Either way, she’ll bestow on you a new power: Almalcxia’s Light. 
This is the ultimate antidote to attribute-robbing attacks. You can 
restore up to 25 lost [X)ints for each of your eight core stats on a 
daily basis. 

But even so, you may leave the chapel haunted by the sense that 
you've somehow made an irreversible mistake - albeit an 
unavoidable one. 


The Fabricants Come to Dinner 

What’s next? At first, it isn’t clear that anything comes next. Hlcr 
has nothing for you. Drin has nothing. Nor d(KS Ticnius Delitian 
back at the Palace. Barenziah and Plitinius Mcro speak regretfully 
of your surrender of the Mazed Band to Almalcxia, but have no 
new directions to suggest. 

You may wonder if you’ve missed something somewhere. Some plot 
wrinkle in the Abandoned Crypt, perhaps? 

No. Everything is as it should be. All you need to do is wait for a 
day, or take a nice long nap (which is what put you on the road to 
Mournhold in the first place). 

W^hen you wake, talk to someone outdoors to learn that the city is 
under attack. Strange biomechanical creatures have burst from the 
ground in the Plaza Brindisi Dorom on the south side of the city. 
Royal Guards and High Ordinators are trying to repel the attack. 
You’re asked to help them. 
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Its not dirficuli. The six guards arc excellent fighters. They probably 
tkrnt need your help. It’ll be even easier if you managed to get the 
King's Oaih blade. The four hulking and four verminous fabricams 
ttill quickly be eliminated. 

One bit of strategy: If attacking a creature that’s already in combat 
with the guards, make sure to attack it from the other end. 

Otherwise, you may inadvertently club a few guards along the way. 
(This introduces a bit of comic relief, as the guards instantly break 
away from the battle to administer justice.) 

Once the battle is won, lcM>k around the Plaza. You’ll find the hole 
through which the fabricants entered the Plaza directly under the 
destroyed statue of Almalcxia and Daedra Lord Mehrunes Dagon. 
The rubble prevents you from falling in. You can’t get down 
there., .yet. 

Also check out the fabricani’s lx>dics and take the strength and speed 
potions you'll find in their inventories, (Sooner or later, they'll come 
in haiuly.) 

And isn’t there something vaguely familiar about this? Don't the 
fabricants look like something the vanishetl dwarves might have 
created if they'd had a dinosaur fixation? 

Sort of but we’re getting a little ahead of ourselves. 

You need to report the attack to the Powers That Pc. That would be 
Ticnius lYdiiian at the Palace, Fedris Hler at the Temple, or both. 

(If you report to both, the reports are cross-referenced and you’ll get 
some unique dialogues that .show off the rivalry between the Temple 
and the monarchy.) 

Each will reveal that a runnel leading to a Dwemer ruin has been 
found in the Plazj - whal’d we tell you? - and each commissions 
you to investigate. 

When you return to the statue’s pedestal, you'll find a ladder has 
been dropped down the hole. Y'oii just have to activate it to descend. 

You don’t have to venture very far into Bamz-Amschend’s 
Hcarthfire Hall to satisfy the conditions of the quest. Just advance 
down the earthen corridor to a spot where you can watch a battle 
unfold between two different breeds of mechanical creatures - the 
traditional Dw'emcr centurions on one side and the fabricants on the 
Other. (For w'hai it’s w’orth, the traditional Dwcmcr forces always 
seem to win going away) 

You’ll get a journal entry, and you're done. You can explore further, 
il you like, but it’s not required. (You’ll have to do if later anyway.) 
For now, you’ve already learned everything Dclitian or Hlcr will 
w'ant to know'. 

You'll gel somcw'hat different reactions depending on to whom you 
report your findings. Hler will note that “only someone w ith great 
power” could control the fabricants - an accurate take that 
foreshadows later events - and then refer you to Almalexia for the 
ne.xt quest. 

Delitian offers no interpretation of the event (the battle is simply 
“disturbing ') and hands you olTto King Hclscih. He’s no longer 
hiding under his bed, and w-ill offer you .a pair of side quests. 

li the prospect of working for this king still gives you the wdllies, you 
can skip these missions ... tor now'. Y^ou’ll still have to ficrform at 
least one of them later in the game - in a somewhat different context. 


Palace Quests 


King Me 

Here, you finally get to meet King Hdseth - the bearded, rather 
frail-looking fellow standing in front of the throne. He apologizes 
for m'ing to have you murdered (which he calls "a slight inconvcii' 
ience”) and explains that an informant on Vvarclcnfcll reported 
incorrectly that you w'cre a threat to the throne. 

In this w ay, via “bit of misinformation,” “threat to our monarchy,” 
“see us dead,” and “plot,** Helscth comes around to his point: He’s 
learned of an assassination conspiracy and W'ants you to meet w'iih 
his inlormant to get more information. (He offers a rather fiimsy 
excuse for not using his owm people: He doesn’t w-ani to put them 
at risk. He’s used to putting you at risk.) 

The meeting is to take place at Tlie Winged Guar corncrchib in the 
Godsreach district. Y'ou’rc told only (hai your contact is an ore and 
given a code phrase: “uncle’s farm.” 

Fortunately, it’s not “Ores Drink Free!” night at the pub, and the 
only ore in sight is Bakh gro-Sham, w'ho’s standing in the middle of 
the dow'nstairs common room. He’ll need a little inducement 
(Disposition = 60) before he'll acknowledge the code words, but 
when he does, you'll discover the big guy has treasure. 

Helseth is paranoid about conspira- 
cies, gro-Sham says, but this time the 
king’s onto something. The ore has 
learned of a planned .attempt on 
Barenziah s life. 

Barenziah and Plitinius Mero don’t 
take the threat seriously. (Indeed, 

Mem w ill suggest it is some kind of 
test.) Helscth at least apjx*ars to take it 
seriously; he says it matches 
in forma ikm received from other 
informants. Rather than fxisi extra 
guards and risk tipping his hand, he 
orders you to hide behind a screen in 
Barenziah’s antechamber and He in 
wait for the killers. KING HELSETH 

You'll need to be in position by S p.m. Around 9 p.m., the door to 
the antechamber will open and three Level 30 assassins in Dark 
Brotherhood garb will slip into the rtx>m. They’ll w'hisper among 
themselves, and they may douse the lights and approach the 
queen’s room. You just need to keep your cook wait for your 
moment... and pounce. 

Given that you apparently saved his mother’s life, Hdseth .seems 
curiously unmoved by your success. (“Interesting.” is his comment.) 
Perhaps it was a test after all. If so, you passed with flying colors. 
Your reward: Helscih's Collar, which boosts your Sneak and 
Security skills by 10 points and your Speed by five. 

A side elTcct of Helscih’s ap|x:arancc in the throne r(x>m is that you 
finally have access to the king’s chambers. 

Here, you can meet the two Royal Guards w'ho w’cre unavailable 
earlier w'hen you were testing guard loyalty for DcUiian. Y'ou can 
still raise the “join the Royal Guard” topic w'ith Ervis Verano and 


t 
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Milvcla Dralcn (the latter part gf the suspected cabal with Ivulen 
Irano and Alert Aren). They don't have anything remarkable to say 
for themselves therein - though, oddly, Dralcn refuses to discuss the 
late King IJcihan at all. 

Wait until the guards leave the room and shut the door, and you 
should be able to paw through Helseth’s small store of 
belongings without interruption. You'll find a fair amount of 
gold, a Destruction skill book (“Mystery ofTalara, Part 3*'), a 
Sixth Barrier scroll and a unique document. (“Saint Nerevar,” an 
excerpt from a Temple pamphlet for readers from the western 
reaches ol the Empire, is basically a brief on the original Battle 
at Red Mountain.) 

No deep dark secrets. Whatever his inner demons, Helseth has not 
made the mistake of putting them down on paper. 


In This Corner 

Now the king wants you to prove 
yourself. (As if you haven’t already 
proved yourself day in and day out) Tlic 
day after you agree to “fight my 
champion you must duel the great 
Redguard warrior, Karrod, in the Palace 
throne room. If you succeed, you will 
become one of the kings intimates. 

Why the next day? Well, that’s the key 
question, isn’t it? (^viously, it’s 
designed to give you time to prepare- 
Karrod what s going to change in a day? 

If you have an advanced character, udth the best weapons 
Morrowind has to offer, you may not need to prepare. You can 
probably take Karrod as he is. 

But suppose you’re not. Maybe something can bc‘ done in the 
intervening day to make Karrod a less-intimidating opponent. 

What do we know about him? So far, you know' just w'hat 
HcUcih has told you. The deaf mute child, wandering the 
streets of Wayrest, impressed the then-prince with his courage 
by trying to rob Hclscth’s sister. And he’s the finest fighter the 
king has ever seen. 

Check your other Palace sources. They will echo these admiring 
accounts. Barenziah and Royal Guards wdth a Disposition of 80 or 
better will also tell you that Karrod likes to drink bramly at The 
Winged Guar corncrclub in Godsreach. 

Ra’icsh, the bartender, confirms this. In fact, he .sounds as though be 
has a bit of a schoolboy crush on “lovely Karrod.” And if you follow 
up on “losing a new customer,’^ he’ll propose a deal: Promise not to 
mess up Karrod’s pretty face and Ra'tcsh w'ill have a barmaid keep 
the champion “occupied” for the evening. 

Be warned that, even hung over and spent, the champion remains a 
lormidabic opponent and can still turn you into an interesting- 
Icxiking stain on the throne room fl(x>r. 

But his edge is gone. His Strength has dropped by 40, his Speed by 
30 and his Block, Medium Armor, and Short Blade skills by 20 
points each. His Regenerate Ability spell has vanished. 



Once his hit points arc worn dowm to the nub, Karrod calls out, 
“Hold!” - yes, the purportedly mule champion can talk — and tells 
you to talk to Helseih, It would be best to do as you’re told. 

In ease you W'crc thinking of hitting Karrod with a sucker punch 
before the fight, don’t. Killing him may w'ind up getting you killed 
in turn, and taking a shot at him outside the confines of the fight is 
regarded as a treacherous act that will land you in jail... and 
potentially render you less duel- ready than you W'erc before. 

Hclseth, amazed, rewards you with the Dagger of Symmachus, and 
is now willing to discuss his plans for you. He w'ants you to look 
further into the fahricant attack (about time!). He’s convinced that 
dicsc inventions are beyond the capabilities of the dw arves and 
suspects they arc the work of Tribunal god Sotha Sil, He sends you 
to learn more from Almalexia - and cautions you to stay away from 
the Palace until you’ve discovered all you can. 

By the way, KarrcwJ’s now your pal, and talking a blue streak. You 
used to just get the show* stopping scarlet “Cioodhye.” Now' you can 
question him on a range of topics at a Disjwsition of 90. 

Amusingly, hes rather less than loyal to Helseth. 


Temple Quests 


A Change in the Weather 

While you’ve been proving yourself to 
King Kreep, Almalexia has been getting 
alarming reports from the field in the 
wake of the labricani attack. A suicide 
cult called The End of Times has sprung 
up in Mournhold, and so far has claimed 
ses'tn fX)isoning victims. It s led by an 
Fno Romari, a Dunmer w'ho claims the 
Tribunal gods have lost their ptwers and 
preaches a gospel ofapocalypse and 

“cleansing" to make way for the daedra 

who will inherit the earth. MERALYN OTHAN 

Your first contact is Mcralyn Oxhan, whose unfortunate brother, 

Sevil, was among the seven. She may prove difficult to find. Passers- 
by tell you she’s at the west end of the Bazaar. Uh-uh; she’s actually 
at the east end - on the stairs near the Trader’s shop. 

She’ll give you the goods on the cult, and tell you Romari typically 
can be found near The Winged Guar pub in Godsreach. 

That much is true. But, rather surprisingly, Romari does not come 
off like a lunatic. He has the gift of reasonableness, and he’ll explain | 
his group’s beliefs to you at some length. (You don’t buy into any of 
this yourself, of course, but you can probably see how intelligent 
people were persuaded.) 

Don’t go killing him or anything. Remember, Almalexia said she 
didn’t want to create a martyr. Just return to the goddess and pass 
along what you’ve learned. 

You’d think a GexJ w ould take this stuff more in stride. But we’ve 
already gotten a few' hints that this is a god infected w'ith the 
weaknesses of mortals. 
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One of them i$ temper. Almalcxia is enraged at Romari’s suggestion 
that the Tribunal gods have lost their fx)wers, and authorizes you to 
activate a Dwemer machine in Bamz-Amschend to show just whiit a 
god can do. (It s really more than an illustration of what the dwarv^es 
could do, and what you can do, but debating such semantic distinc- 
tions IS not an option.) 

The machine, the Karstangz-Bcharn, is luasically a Weather \faker. 
And at Almalexia’s direction, youVe going to have it create ash 
storms in Mournhold. 

Talk about over-reacting. 

The first of three big Tribunal dungeons, Bamz-Amschend consists 
of eight substantial sections. On this trip. youVe going to visit six of 
them. Before you set out, you may want to set a Mark to which you 
can Recall from within the ruin. Its a long way down to the 
weather machine. 

Don't worry about nast^’ surprises. Most of the enemies arc keyed to 
your level, with spider centurions for beginners and archer and 
advanced steam centurions at higher levels, TheyVe also fairly 
spread out and you usually won’t fight more than one at a time. 

One other thing: The loot's excellent. 

From Hearthfirc Hall, where you watched the fabricants duke it 
out with the Dwemer centurions, head cast to the Passage of 
Whispers. Within, make your way north, west, north and cast to 
reach Radac V Forge. 

Inside, head north. (Where the passage briefly jiggers to the cast, 
open the door to the svest for a little nod to Daggerfall - a 
Numidium-Hke steel golem. Inactive, happily!). Pick up the key on 
the desk as it’ll prove handy in about 10 seconds. When the passage 
turns north again, you'll soon see a descending ramp to the west that 
leads to a heavily locked (Lock Level « IDO) and trapped door. 

With the key from the robot worksljyp, you're in like flin. There s a lot 
of fine stulT in this treasure rocim, but what weVc really after is the two 
satchel charges in the chest in the right near corner. You’ll see why in a 
moment. The main corridor to the west is blocked by a cave-in. 

Getting through is easy: With the charges in your inventory, just 
find the onscreen reference to “Collapsed rocks’* and activate it. 

You’ll lx asked if you want to place a satchel charge. Select ’yes” 
and back away quickly. You’]! be rewarded with a dark hole leading 
to the Passage of the Walker. 

Inside, just zigzag south and west to the entrance to the Kings 
Walk and , within, north and west (hey, cool waterfall I ) to the 
Skybreak (iallery. 

And there, suspended over a deep pool of water, is the Karstangz- 
Bcharn. On its north side is a junction box, where you place the 
Piswered Dwemer Coherer that Almalexia provided, and on a little 
platform to the north arc three levers that adjust the type of weather 
the machine creates. 

The journal entry you'll receive when you insert the coherer makes 
2 valid point: Way ilywn here in Dwemerland, how do you know' 
what kind of w'carher you’re making on the siufaccr 

Well, you do have the symbols drifting across the giant panel on the 
gallery wall right across from the levers. ThcyYe not hard to interpret. 
And your journal will tell you w'hen you’ve hit the right combination 


Anyhow', it’s simple: [ust throw' the fight-band lever. 

Note that ash storms aren’t the only kind of w-cathcr you can create. 
Pull the second lever to make thunderstorms. Throw the second and 
third to make it rain. Throw the first and third to make it overcast 
and misty. Throw all three to make it more overcast. This achieves 
zero in game terms, and none of these alternatives sat isfy the quest, 
but defying Almalexia may make you feel better. 

When you’re through tormenting the good people of Mournhold, 
cast Recall, or just start walking. If the latter, you may just w'ant to 
levitate out of Hearthfirc Hall at the end. You can get up to the 
overlook under your owm pow'cr, but the jumping sequence can be 
tricky for a heavily burdened character wdth a poor Acrobatics stai. 

Sure enough, an ash storm is blowing w-hen you hit the surface. You 
probably fed right at home! It’s pretty funny to watch a Royal 
Guardsman making ius way across the Pkiza Brindisi Dorom, 
repeating his “Mournhold, City of Light, City of Magic!" mantra. 

The storm changes the greetings you'll receive out of doors, and 
characters there sometimes shield their faces from the blowing ash. 
Btii in all material respects, MournliokI is the same as it w'as Ixdore 
the storm. 

Back at the Temple, Almalcxia is happy with you, and vows the 
w'cathcr machine, now veiled in her magic, w ill keep whirring until 
Mournhold learns its lesM»n. And you don’t need to worry further 
about Roman; the goddess has sic-ed the ordinators on his End of 
Times cult. 

You can’t help but feel a little sorry for them. 


A Roaming “Hand” 

Salas Valor, the most faithful of the 
“Hands of Almalcxia,” appears to have 
lost his senses. He now roam.s the city 
in 3 fearsome state. Even the Temple 
Ordinators arc seared of him. (He’s an 
accomplished wdzard and weapon 
master.). Almalexia suggests Valor may 
be ttx» far gone for redemption and 
wants you to remove the threat. 

You may have already met Valor 
before undertaking this quest. (You 
can perform this mission without 
geuing it from Almalcxia first.) 

Indeed, you may already have said the 
wrong thing in conversation (when 
Valor accused you of mocking him) 
and W'ound up killing him. 


Salas valor 


It doesn’t have a significant impact on how' things cud up. One w'ay 
or the otbcL he dies and you get a reward. 

But if you meet him earlier, before the goddess sends you to get him, 
\^alor is saner, you can have a conversation with him and you’ll 
belter understand what has happened. 

If you haven’t met him, Valor is easy to spot in that reflective armor 
that the ITands w'ear. fust ask around in Godsreach for a ’’'missing 
hand” and you’ll le«rfi he has been seen on the streets in that district. 
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Tidkmg to Valor once the quest has been assigned drives him over 
the edge and immediately ignites combat. It’s a lough one. He’s a 
Level 40 Crusader, cquipjx-d with an ebony scimitar and decked 
from head to toe in Indoril armor. And he'll heal most of the 
damage you've <lonc midway through the fight. 

P'ithcr way. you’ll get a choice of blessings from .Mmalcxia — one of 
the blessings will be different if you took out Valor before the quest 
was offered. In that ease, the gtidcless will offer the protection of 
lightning. II you killed him after you received the order, she’ll offer 
protection against paralysis instead. (You can also refuse the blessing 
entirely - and watch Almalcxia’s Disposition plummet 30 points.) 

But the most interesting question here is what prompted V'alor’s 
madness? It’s a little ambiguous. V'alor, pre-quest, will echo the 
I, ament of Temple inforTnani C/ulsa Antirano and tell you that 
.\lmalexia has changed. 

“Ujkc she showered her love on everyone, and it was impossible not 
to w'ant to love her, to serve her, in turn,” he says. “But now the only 
thing she loves is power - her own power.” You’ve already seen 
that for yourself. 

But ask Almalcxia about Valor and she’ll suggest that she allowed 
him to get t<K> close to her. “It is impossible that a mortal and a god 
might meet on equal ground,” she says, “but,,, perhaps he had 
deluded himself.” And V^alor’s remarks to you before your battle do 
have a jealous tint. 

A mortal in love with a goddess? It could only end badly. 


Blade Runner 

Even if you haven’t yet delivered the coded message to Caius 
Cosadcs in Balmora, Almalcxia already believes you to be the 
Nerevarine — the reincarnation of her husband, Ncrevar. She now 
invites you to reunite Morrowind at her side, and tells of the 
legendary swords she and Nerevar received on their wedding day. 

Nerevar ’s sw'ord, Trueflame, w'as broken and the pieces lost in the 
battle against Dagoth Ur at Red Mountain. In this long, multi- 
segment quest, you arc to find tw'o missing pieces - located 
somewhere in Mournhold, amazingly enough - and re-forge the. 
uh, blade that was broken. 

The goddess provides one piece, but doesn’t know' where the 
missing pieces can be found. She suggests you consult your allies in 
the city for guidance. 

Try' Barenziah for starters. She'll tell you that King Hclscth s 
champion, Karrod, carries a Dwemer blade. If you dueled and 
defeated him earlier, Karrod s your pal for life and his sword is 
yours for the asking. Y ou just need to mention “pieces of the blade.” 
(Trivia: He replaces the sw'ord with an adamantium claymore.) 

If you by-passed Helseth’s quests earlier, you missed this 
opportunity. But the Queen Mother’s helpful on this score as well. 
For access to Karrod, you’ll have to get the king to agree to a duel. 
You can bring this about in two ways. 

The direct approach: You simply have to talk to Helseth (w'ho’s still 
W'aiting in the throne room) about “Karrod.” (Y^ou’ll have to select 
the topic from the list.) The king then invites you, rather abruptly, 
to “fight my champion.” just follow' the steps outlined earlier under 


“In This Corner.” and, w'hen the fight ends, speak to Karrod about 
“pieces of the blade.” 

The leisurely approach: Y'ou can sull perform both Helseth quests - 
outlined earlier under “King Me” and “In This Corner.” Using the 
topics “bit of misinlormaiion,” “threat to our monarchy” “sec us 
dead” and “plot.” Helseth first has you thw'ari a purported assassina- 
tion plot against Barenziah. When you succeed, he asks you to prove 
yourself by fighting Karrod. 

In either case, that’s tw'o pieces. 

Finding the third piece of the blade is a bit trickier. Maybe quite a 
bit trickier. Plitinius Mero w'ill suggest you consult Torasa Aram at 
the Museum of Artifacts in Godsreach. Aram says she hasn’t seen 
any blade pieces, but that she has a Dw'emer item from the same era- 
Ask her about “one piece,” and you'll learn that this item is a 
Dw'emer shield. 

Sounds like a red herring, doesn’t it.^ 

It does. But you don’t have any other leads at this point, so w^hals 
the harm in trying? Ask about “compensation,” and you’ll learn 
that, if you donate a couple of pieces to the Museum, Aram w'ill give 
you the shield. 

For experienced Morrowund players, this w'on’t be a problem. Aram ^ 
knows your history and will accept as donations quite a few of (he 
treasures you may have gathered in Morrowind to satisfy this 
requirement. These include Auriel’s Bow, Auriefs Shield, 
Bloodw'orm Helm, Boots of Blinding Speed (we knew' they’d 
eventually be good for something [), Bwts of the Apostle, Bow' of 
Shadow's, Chrv'samere, Cuirass of the Savior’s Hide, Dragonbone 
Cuirass, Ebony Mail, Eieidon’s Ward, Fang of Haynekhtnamet, I 

Goldbrand, Helm of Oreyn Bearclaw, lee Blade of the Monarch, j 

Lord s Mail, Mace of Molag Bal, Ring of Phynastcr, Skull -Crusher, ! 

Spear of Bitter Mercy, Spell Breaker, Staff of Hasedoki, Staff of [ 
Magnus, Ten Pace Boots, Umbra Sword, Vampiric Ring, VMoth’s ■ 
Judgment and Warlock’s Ring. i 

If you’re low' on money, she’ll also buy any of these at prices ranging 
from 250 gold (for the Boots of Blinding Speed) to 30,000 gold. , 

Note that the book on the bench at the back of the ground-floor ■ 

room, E'amed Artifacts of Tamrid, shouldn’t be used as a museum | 
wish list, as it includes several items that Aram will not recognize. j 

Note, too, that you shouldn’t steal Stendarr's Hammer (which seems | 
to be the museum’s only exhibit) and try to offer it back to the j 

museum. Even if by some freak of nature you manage to lift it - at | 
LOOO pounds, it’s by far the heaviest item in the game - Aram will | 
recognize it and call the guards. 

However, players who skipped off to Mournhold early in 
Morrow ind will have a slightly more difficult time of it. 

Aram will accept only four items from Tribunal: Bipolar Blade, 
Dagger of Symmachus, Mace of , Slurring and Robe of the Lich. 

Y'ou may already have received the Dagger of , Symmachus - a gift 
from Helseth after you defeat Karrod - but the other three items 
can be obtained only in TribunaEs Miscellaneous Quests. See that 
section for details. (We recommend the BtPolar Blade quest, which 
involves finding a man for Marena Gilniih. It’s combai-frcc and 
comparatively short and sw'cet.) 
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Once you\'c doniicd two artifacts and received the Dwcaicr Baltic 
Shield, you’ll find yourself wondering what exactly it is that you 
have. After all» this artifact isn’t, on the surface, the broken blade 
piece you’re seeking. 

Have someone experienced in such 
matters take a look at it. Question 
passers-by about “craftsmen.” Yagak 
gro-Gluk is the only weapon smith 
they will mention by name. Yoifll 
find him at his forge at the rear of 
Craftsmen’s Hall. Talk about 
“Dw^mcr Battle Shield” and hc^ll 
reveal that the shield is a makeshift 
construct and return the two 
components: a Dw'emcr shield and a 
broken blade piece. 


The third piece! lust ask gro-GIuk to 
“forge the blade.” He’ll need two days. 
Go do a miscellaneous quest or two. 
Godsreach is full of cm. Or just go 
stare at Almalcxia. (After all, you arc 
her husband. Kinda.) 


Yagak gro-Gluk 


The Truefiamc you'll get back from gro-GIuk isn’t exactly the 
Trudlame of old. As the ore says, it docs not burn. It is no longer 
enchanted* To rc-cnchani the blade, he’ll need the wTtiings of Radac 
Stungnihum?. -* a rumored dwarven mystic who was supposed to 
live in Bamx-Amschend. 

No biggie. You’ve already seen three-quarters of this ruin, including 
Radac s Forge, and probably killed most of the centurions blocking 
your way. Make your way through Hcanhfirc Hall and the Passage 
of VV’hispers to the forge and.. . 

Hey, what's that.^ 

In the same room where we saw that Giganior-ish robot is a ghost. 
It's Stungnthumz himself. He’s a friendly ghost, or as friendly as a 
dwarven ghost is likely to be, and he’s willing to enchant Trucflamc 
for you. He just needs some Fyroil Tar. 

Is it dose by? Of course not. Siungnthumz says the Pyroil is in the 
Citadel of Myo Dhrur, down at the bonom of the dacdric ruin 
Norencn-<lur - the second of Tribunal’s X-Large dungeons. 

It s reached via the Passage of the Walker at the far end of the forge. 
The door is bltx:ked by another cavc-in, but you should still have a 
satchel charge from our last visit to BamZ'Amschcnd, Squeeze 
through the resultant hole, swim down the river inside and you’ll soon 
find yourself in the entryway of Morrowind's largest daedric shrine. 

Don't advance willy-nilly. Some daedra can be found in this section 
- an ogrim titan, two d remora and two clannfear — but they’re in its 
dark northern depths and you don’t have to face them. (There arc 
no doors and no treasure to serve as inducement.) 

Instead, head cast into The Teeth That Gnash. It’s a small region in 
terms of the actual w,alking involved (though it’s immensely high). 
You’ll face two storm atronachs, a pair of drernora and a tomb 
creature before you reach the Citadel door. 

Naturally, the Citadel is well defended. Flanking the throne at the 
far end of this enclosure are two drernora lords, two golden saints, a 


winged tw'ilight and a hunger. A third, more powerful drernora 
lord, Khash-Ti Dhrur, has Pyroil in his inventory. 

That's for crash'and-burn players. Is there a subtler route? 

Yes. A very cool one. 

Directly above the exit back to the Teeth is a door, reached only via 
Levitation, into a region called The Wailingdelve. 

Remember that peaceful little island near Khuul? Well, despite the 
third-circle-of-hcll name. The Wailingdelve is esscrttially a Tribunal 
version of that island. No monsters. Lots of w'aierfalls. Deep, deep, 
deep. And, somehow, it has a beguiling sense of peace and security. 

It’s also an e.xcrcise in hiding stuff. Among other things, you’ll find 
an almost unique Dw’emcr Pneuma-Trap (one of two soul-trapping 
dwarven axes in the game; the other’s in The Razor Hole in 
Balmoral, soul gems, hits of daedric and glass armor, a Marksman 
skill book (“The Black Arrow, Part II”), potions and scrolls, a Dire 
V'iperltolt ring. . .and two flasks of Pyroil. 

OK, that’s it with the rnini-qucsis. Just haul your oil back to 
Stungnihumz. He'll enchant your sword in a jiffy and you’re on 
your way back to Almalexia. 

Trucflame s probable first victims: the freshly re-spawned centurions 
of Bamz-Amschend. 


Killing a God 

Almalcxia has determined that the fahricants arc indeed Sotha Sil’s 
creatures. Alw^ays reclusive, that god apparently is now mad. In this 
final segment of the main quest, your patron sends you to his 
Clockw'ork City to reason with Sotha Sil or destroy him. 

Unless you followed the “back path” approach to the Wraithguard 
in Morrowind, and turned your wrath on poor V' ivec, you 
probably don't have any experience killing gods. But Almalcxia 
says your new' Trucflamc sw'ord can perform this function if 
wielded by one of “noble intent.” (Wc suspect the “noble intent” 
part is just a technicality.) 

There’s no way to get to the Clockwork City under your ow^n steam, 
and, once you leave, no vvay to return until you're done. So make 
sure you have everything you need first. When you’re ready, 
Almalcxia will teleport you into the city’s Outer Flooded Halls. 

The largest of Tribunal’s dungeons, the Clock w'ork City consists of 
13 linked regions, h is basically a big game of hide-and-seek. You 
just have to find Sotha SiL 

Somc general advice: Don’t worry about doors that have no obvious 
trigger mechanisms; they don’t open. Watch out for swinging- 
pendulum and floor-spijee traps in the early regions ,ind, if possible, 
let the fabricam defenders w'alk into the pendulums and kill 
themselves. You can climb around the spikes and race past the 
pendulums. The Dome rooms tend to revolve around puzzles, the 
Hall rooms around combat. Aggressively collect potions from the 
bodies of the labricants, as they’ll come in handy in the puzzles. Less 
experienced characters arc almost certain to need them to augment 
their stats in one place or another. 
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For all the talk about the Clockwork City running to the rhythms of 
Socha ScFs broken mind, the path is quite linear Proceed through 
the Outer Flooded Halls, Inner Flooded Halls and the Hall of 
Detinum, Here, just follow the main hall north, east and south to 
the Central Ciear works. 

This is ftrst area where you have a choice of directions. Take both 
of them, A spiral stair leads up to entrances to the Chamber of 
Sohleh - a dead-end with some hulking fabricants (which you 11 
w'ani to kill for their strength potions) - and, past a burning door, 
to the Hall of Theuda. 

And now things get interesting. To die north, in the Dome of Kasia, 
youl! have to race a s^:jeedy circling blade to reach the door to the Dome 
of Serlyn. Potions or spells to boost your speed will be useful here. (The 
elixirs youll find on the verminous fabricants do this very' nicely.) 

Inside, youll find a Hbricant-making machine. Every few seconds, a 
strange sound will play, the machines doors will open and a 
verminous fabricant will walk out and attack. 

Now, this could get old m a hurry, so pull the left-hand lever on the 
right side of the machine to open the machine's outer door and stop 
production while you figure out how to get out of here. The room 
appears to have no exit. 



This pu^i^le may seem involved, but it's actually simple. The 
machine is your exit. Pull the leh-hand lever again to close the 
machine's outer door again and let it operate. When you hear the 
sound that signals creation of a new fabricant (w'hich automatically 
opens the outer door), hit the rcghtdiaml lever to open the machine’s 
inner dour. Hustle around to the outer door, kill the fabricant, get 
inside the machine, enter the recess at the rear of the chamlrer and 
enter the H,all of Saliaemu. 

Here, take down the hulking fabricants, get the strength elixirs 
from tJieir bodies, and move east and south to the Dome of Udok. 

The flcx>r of Udok is a lava bed. You need to pull the lever at the 
right end of the walkway to create a bridge through the lava. But 
the lever is badly rusted and you may find you don’t have the 
necessary strength of lUU. II so, you should have enough strength 
potions from the hulking labricants of the Clockwork City alone to 
boost your strength by 50 points. 

Climb through the Hall ol Mileitho to the Dome of the Imperfect. 
You've almost reached the end. Now you just have to deal with 
the gatekeeper. 

The door to the Dome of Sotha Sil is guarded by an ‘"Imperfect” — a 
giant golem with glum theatrical mask for a lace. This horror has 
2,n00 hit pciint-s, 5,000 huigue and 1,000 spell points. And the 
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Imperfect's potential resistances include fire, so Trueilame isn’t the 
ideal w'eapon (though it wdll do the job). If you’ve finished 
Morrovvjnd’s main quest, try the hammer Sunder. Sunder will work 
wonders with virtually any enemy. 

You’ve probably a5;surneti there must be worse to come. But when you 
finally step into the Dome ot Sotha Sil, you’ll find the place dark and 
silent and the puppet-jike figure in distance oddly unthreatening. 

It’s Sotha Sil, ..and hes quite dead. 

But at whose hands.^ Who else is capable t>f killing a god,^ 

You won’t have to wait long for an an.swer. Activate his corpse to 
upuiate your journal and then head for the door. Almalexia will step 
out of a blaze of light. 

This is not your fathers Almalexia. She is holding her sword, 
Hopesfire, and wearing one of those scary Daedric helmets with an 
evil face on the front (along with her usual swirly bikini deal). The 
goddess makes a gnui little speech about death and domination, 
confessing to her complicity in the fabricant attack on Mournhold 
and Sotha SiTs demise. 

It will become apparent, if it was art already apparent, that she is the 
one who has gone mad. She means to kill you, and you have no 
choice but to kill her. 

There are a few ways to bring this about. If you’re a real bruiser, the 
simple.st may be to back her against the wall to limit her options and 
just let her have it. 

And that’s the end? 

Nor quite. There's a more clear-cut ending to come, and you still 
have .some lo<ise ends to wrap up. 

First off, you have no further business in Clockwork City... but how 
are you going to get out? Wasn't Almalexia your ride? 
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Well, how did she get here? Check her Uxly. (Like you haven t 
already done that a few times already!) Take Hopesfire and Barilz;ir‘s 
Mazed Band. The ones a heck of a sword. The other can create a 
verminous fabricant buddy with a two-mmutc lifespan and, when 
cquip|>cd, teleport you to Mournhold, Vivec or the Clockwork City- 

Right now, you can only use it to reach the High Chapel in the 
Temple back in Mournhold. (Select another destination, and a force 
redirects you to Mournhold.) Do so. Then step outside the Temple 
for the real ending. The daedra goddess Azura appears, just as she 
does at the end of Morrowind’s main quest, and declares it was 
Almalcxia who was mad, and that her death was just. 

Azura has also turned off the ash storms. Mournhold s more or less 
hack to normal. 

The old gods arc already stepping into the place of the 
vanishing Tribunal. 

Now, you can use the Mazed Band to move to any of the destina- 
tions. The others are a position just Ixhind Sotha Si! Is body in the 
Clockwork City and High Fane in \^ivcc. (This is an interesting 
incUiston. Did Almale.via mean to use the ring to kill Vivec?) 

In most of the Temple, nobody s the wiser. The Hands arc still in 
position; they act as though Almalcxia just stepped away to use the 
lady’s room. Your old Temple contacts, Fedris Hler and Gavas Drin, 
seem baflled by your assertions about the deaths of the gods. (Hler 
thinks it’s a misunderstanding, Drin that it s impossible. TTiesc guys 
are in for a rude awakening.) 


However, Galsa Andrano, your Temple informant, will pul your 
information together with rumors she’s heard about Almalcxia 
leaving the Temple until Dagf>th Ur is dcfcatcd...and now doesn’t 
know what to think. 

King Helsetli buys your story, how'cver, and rewards you w'ith a full 
suit of Royal Guard armor. 

But Barenziah, hearing your tale through her son, recommends you 
keep it to yourself. The people wnll need time to accept and adjust. 

And yet there is one further person wdth whom you can discuss the 
matter. If you’ve also killed Dagoih Ur, you can return to 
Vvardcnfcll and reveal the gods’ deaths to Vivec himself - provided 
you haven’t killed him as w'ell. 

He finds the news sad. But, at the same time, Vivec seems 
unsurprised. He seems to have expected something like this to 
happen. ’*Dcath comes to all mortals,” says this last of the Tribunal 
gods, ‘\and we arc all mortal now^” 


Tribunal 
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Miscellaneous Quests 
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Golena Sadri 


Someone Wicked 

That Way Went 

In&hic SaUri Manor, just south of 
Lkthan Manor, the situation is kind 
of grim. 

Gokna Sadri, who can be found in the 
downstairs rtjom, seems to have gone 
right off her little nut. She’s babbling 
about thieves, an unsj>ecifled 'St,’’ 
being sale and red eyes. Talk to her 
until her speech repeats to make sure 
you’ve heard everything she has to say- 

Apart from these ravings, she won’t 
talk to you 31 all 


Her frightened visitors and their ordinator guard are upstairs. Speak 
to Alvan Llarys for the details. He says this has been going on for 
months, and that they can’t get through to Sadri. But he’ll also note 
that she recently seen talking to Elbert Ncmiarc, an enchanter 
at the Craftsmen’s Hall, and that he may know^ more. 

At the Hail, you'll find Nermarc upstairs. He relates a bad 
experience witli Sadri. How she first turned up, asking how to 
enchant objects. How he visited her manor and found strange, 
Dwemerdike devices all over the place. How one shocked him, and 
how Sadri laughed a crazy laugh and accused him of being a spy. 

Spooky, and it’s about to get spookier. 

On your w'ay back to the manor, you’ll find Llarys standing at the foot 
of the stairs. He stepped out for some air. The door was locked behind 
liim. He heard screaming, then nothing, and begs you to investigate. 

Beyond ihc door (Look Level = 90), the place is eerily silent. 
Downstairs, the ordinator lies dead on the floor. And Sadri has 
vanished - apparently into a private sew'cr entrance, which you'll 
find in the corner- 

This leads to a small section of the Residential Sewers separate from 
the one you explored in the main quest, and, through a door at its 
west end, to the Forgotten Sewer. 

Head north, down the ramp, to a shallow pool filled with crates 
containing small amounts of money and, beyond it, a wall of rocks. 

There’s nowhere else to go here. 

Or is there? Look over by the torch on the right. There’s a crank 
here. Didn’t Sadri mention something about a crank in one of 
her ravings? 


Turn it, and suddenly the room is Hooded with water. Not enough 
water to force out the air, but enough to make the crates in the 
shallow pool to the south float to the surface, revealing a trap door to 
another section of the sewer. Swim west through an underw'ater 
passage to another trap de^or- 

Here, an earthen tunnel stretches away to the west. Dotting the floor 
along the way arc a half-dozen '‘strange devices” that activate when 
you come dose and blast you with a spelL They’re stronger versions 
of the gadgets Nermarc encountered at Sadri Manor, we guess, and 
ihcyVe indestructible. 

However, if you’re a good sneaker, you can get by unscathed. 

The passage cventuany ends in an east- west ‘"Tf* The western 
branch leads to three chests (guarded by five devices) that, between 
them, contain a ricli enough rew^ard in ebony weapons, jew-'els and 
gold to make the trip worth w^hilc. 

But nothing unique. This isn’t the "it” Sadri has hidden. 

The eastern branch sends you down a gauntlet of proximity 
projectile mine devices (again, sneaking is an effective technique) to 
a relatively normal section of sewer. Here, Sadri awaits, now 
equipped with glass armor and a Daedric longbow, still howling 
about her unspecified “it” and finally fighting with you. 

A Level 40 Thief, she’s a worthy opponent. Clo^e wnth her quickly 
and end this madness. 

Sadri’s also the source of a neat little exploit. If you open and dose 
her corpse repeatedly, you1l find it’s an inexhaustible source of 
PoisonGrip arrow s, w'hich poison and paralyi^e their target. 

And the “it”? Well, as far as we can tell, it’s the Mace of Slurring 
artifact that she has in her inventory. It drains your opponent’s 
Speechcraft skill by lO to 20 points for 15 seconds. During combat. 
When your opponent can’t talk anyway. 

In other words, the enchantment is useless — unless you're donating 
items to the Museum of Artifacts to obtain the missing piece of the 
Blade of Nerevar, in w hich case it’s just what the doctor ordered. 


His Cheating Heart 

Lots of problems in this neighborhood! Pay a visit to Dcldrise 
Andoren at her manor in the southwest corner of Godsreach and 
she’ll hire you as a private detective. (After she reams you out for 
strolling into her place uninvited, that is.) 
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Her husband’s ^ipparcnily has been 
spending nighu away from home, and 
his wife thinks he s cheating on her. 
You're to tail him from his usual spot 
near The Winged (»iiar and see where 
he goes — all without letting him 
know he s being watched. 

This isn't Uk) hard. Tarcn Andoren's 
right in front of Craftsmen s Hall. Use 
a roundabout approach — the south- 
ernmost east-west street in Godsreach 
is the easiest - and watch him from 
around the .southwest corner of the 
HalL Kcej) backing away as Tarcn 
i approaches $o you won’t be detected. (If he sees you, be 'll leave his 
; wife and she’ll be more licked at vou than at him ) 


DELDRISE ANDOREN 


I ( South of the Hall, he’ll meet up with Velyna Seran, and you’ll get a 
I journal entry reporting that they svere laughing and agreeing to 
meet later. 

. That's enough dirt to report back to the wife. She'll be seriously 
I displeased with Tarcn, .ind she’ll give you 25U gold. 

j Naturally, there’s anotlicr w'ay to do it. Track Andoren as outlined 
1 above, but also confront Seran, Botli she and Tarcn .Andoren wull 
' attack you. Kill the other woman and report buck to the wife. 

It all seems extreme to us, but it satisfies the scorned wife's 
bloodlust, and now you’ll get gold. 

However, avoid killing the husband - cither alone or in 
, combination viuih Scran. You’ll break the wife’s heart, and get no 
I reward at alL 


Barbarian Need Comic Book 

Thrud has losi his friend. The 
barbarian, who’s wandering around 
the intersection near The W^inged 
Guar, says hi.s wizard pal Dilborn 
went mto the Ciodsreach sewers to 
meet friends three days ago, but hasn’t 
returned. Thrud is anxious. Who will 
read to him now? 

Agree to find r)iUx>rn, and Thrud 
will accompany you north and west to 
^ the entrance to the Residential Sewers, 

Dilborn 

Dilborn isn’t far. fust make your way around the rocks and head 
tow'ard the archw'ays to the east. Even if you’ve previously cleared 
out this section, you'll have to deal with some goblins along the way. 
fThrud’s ebony war axe is a big help here.) 

The wizard, shackled and stripped to his underpants, is being held 
m by three villains (led by Drarthas Nerus) for 5,000 gold m 
gambling debts. 

Several approaches will work here. You can simply pay the debt and 
been your way. You can butter up or bribe Nerus. When he has a 
Disposition of 80 or better, just ask for consideration and he’ll 
reduce the debt to I,00() gold. You can pay the debt and then kill the 


villains and lake your money back - along with various nice items 
from their inventories. You can skip the payment issue entirely and 
simply kill the bad guys, (You may want to start with the ones 
closest to the defenseless Dilborn, and use a Reflect spell.) 

Then there arc the Icss-ihan-elhical approaches. 

At Level 25, Thrud s a fine traveling companion (as long as you're 
not looking for conversation), and it may seem imprudent to 
surrender such a ready resource after a single quest. 

So let Dilborn dangle. E>on’i do the quest at all. )usi have Thrud 
tollow' you thrtiugh Tribunal until he runs through his 212 hit 
points. Thrud’s not too bright, and he’ll never figure it out. 

This breaks the Dilborn que.st, of course. But it’s not like you’re 
missing out on some great rcw'ard. Aside from Disposition bumps 
from people you're never going to sec again, you get only a Sneak 
skill book, (“Trap" — a great little Twilight Zone-type story). You 
don’t have to spend anything to free the gambler. You can aKvays go 
back and Ix^at up on Nerus and his pals at your leisure. 

And did vve say Thrud ha<l an ebony war axe? Wc did. You can 
take it when he dies or just kill him and take it. 


Building A Better Bot 

Ignatius Flaccus, w'ho lives just east of 
that happy couple, the Audorens, has 
been running a kind of Morrowind 
take on ‘‘Battle Bms’’ in his cellar. He 
restores warbots recovered from 
dwarven ruins and pits them against 
each other in what locals call '’The 
Robot Arena.” 

The arena’s not currcjiily operating. 
Naturally, there’s a lot of wear and 
tear on the *bots as a result of combat, 
and Flaccus needs materials to make 
repairs. He asks you to get them. 


IGNATIUS FLACCUS 


Specifically, Flaccus needs 10 pieces of scrap metal and three 
I >w'cmcr cogs. Unfortunately, he doesn't mention the cogs until 
you’ve retrieved the scrap metal, but you can nevertheless pick up all 
the items on the same trip to the dwarven ruin Bamz-Amschend. 

With that in mind, this may l>e a gwxl time to sell off or dump any 
extra stuff you've been lugging around. The cogs each weigh 50 
pounds and the scrap pieces HI pounds apiece. 

Also note that, if you receive this mission early in Tribunal, before 
Bamz-Amschend is open for business, you won’t be able to complete 
it - short of returning to Wardcnfcll - until after the fabricam 
attack on Plaza Bnndisi Doroni. 

You may already have gone looking for scrap metal in Morrowind. 

It ap|X*ars in two forms - in fixed locations, typically within 
dwarven ruins, and in the wreckage oI most (though not all) 
destroyed centurions. 

You can find four pieces of scrap, and all three cogs, on shelves in 
the northeast corner of the Hall of Winds - a large, square region 
just west of Hearihfire Hall - and a fifth piece on a table in the 


§ 






viS The Morrowmd Prophecies 




\26\ 


northwest corner. You'd also find four live centurions in the Halh 
and, with a 60 percent chance of finding scrap metal in post-combat 
wreckage, you've got a go(xl shot at salvaging two or three more 
pieces that way. 

Three additional pieces can be found in Radac s Forge — two at the 
feel gf the giant robot and one on a table across the r^JouD. 

And unless your luck in getting scrap Irom dead centunons is really 
bad, that should do it. Get back to Fbccus with the goods, and he’ll 
tell you to come back later to watch a vvarbot battle. 

Leave the house and return, and the ‘bots w^ill be ready to rumble. 
Flaccus will offer you the chance to bet as much as MMX) gold on the 
outcome of one match. Our money’s on the steam centurion. Win, 
and you’ll double your money. 

Not too shabby. But we wouldn’t want those things in our basement. 


When Machines Attack 


Verasa Sarano 


You’re not quite done with Flaccus. 
Once you’ve completed this last cjuest, 
head over to the intersection near The 
Winged Guar and talk to \ crasSn 
Sarano. This Robot Arena fan says she 
just dropped by Flaccus* place to check 
on the progress of his repairs, but the 
door was locked and she heard strange 
mechanical sounds inside. 

That can’t be good. 

Gel back to Flaccus' house. The door 
is indeed l<xkcd (Ix>ck Level « 40) 
and, inside, a steam centurion is 
chugging up the stairs to say how' do 
you do. 


You’ll have to put it down — along w'ith an array of steam, spider 
and sphere centurions in the arena area dovvnstairs — before you talk 
to Flaccus and get another l,tK)0 gold for saving his life. 

Oh, that locked trunk nearby? Ifs packed with potion.s. Flaccus 
won’t be happy if you take them. And did we mention that he’s a 
Level 20 enchanter r 


The Ups and Downs of Bouncing 

Hession, the imperious-looking High Elf Lidy who runs The 
Winged Guar, has a temporary job for which you arc eminently 
qualified: bouncer. 

h seems the (Juar’s regular bouncer, an ore named Grub, didn’t 
show up for work, and Hession needs someone to fill in. She’s not 
looking for anything elaborate - just a single sweep of the small 
crowd to deal with drunks and troublemakers. Then report hack to 
her. VV'hat could be easier? 

The Guar is pretty quiet. You’ll have to deal with just two 
problems. One is Galms Seles, who can be found at the far end of 
the bar downstairs. He’s a hustler from V’vardenfell who’s trying 
i<) make a fast tlrakc with a game of shells. 


The solution is simple: just ask the 
bartender, Ra’tcsh, for "latest rumors." 

I le’ll give you the scoop on Seles’ 
hustling. Now, you can order Seles to 
stop, and he’ll promise to play fairly. 

(If you like, you can play Seles’ game 
to test this. When Seles is hustling, 
you can’t win. When he isn’t, the odds 
are 3 to 1.) 

The other problem is a little tw^erp 
of a Wood Elf (aren’t they all.^) 
named Denegor. 


HESSION 


Denegor is drunk, and he's a resentful, angry drunk at that. He 
won’t cabn dowm when you ask him nicely, and if you try to kick 
him out of the tavern, he’ll start a fight. 

Things can unfold two w'ays here. You can boost L>enegor’s 
Disposition to 75 or better, and then ask him to calm dow'n, and 
he’ll do it. 

You can aUo knock him out in a fistllghi. (Killing him doesn’t blow 
the quest entirely, but it greatly annoys Hession — like Yoseniite 
Sam, she’s a Hession w'ithout aggression - and reduces your reward 
from the optimal 1 ,000 gold to 300.) 

But as you’ve probably discovered, kmxking out jxople in 
Mor rewind is very hard to do, and it can take a really long time. 
You’ve ^ot to be an ace at hand-to-hand combat. And htiwevcr much 
he may have had to drink. Denegor 's good at it... for a twerp. 


Clutter 

A strange, difficult, and self- referential quest. 

Upstairs at the Craftsmen’s Hall is an odd fellow named Detritus 
Caria. Caria lives for the clutter of <Jomestic life in Morrowind. He 
celebrates it. He fairly revels in it. And now^ he wants you to help 
him lill holes in his clutter collection. 

You can make up to three shopping, thieving and plundering 
expeditions in Caria’s behalf. This can be a maddening prexess - 
partly because of the insane minutiae of if all, prtly because, if you 
gel something wrong. Carta doesn’t tell you precisely w'hai, and 
jxirily because he d<x‘$n’t tell you where to find anything. 


The first time out, you'll probably lx 
able to figure out the “where" on your 
owm. The required bolt of cloth can 
be found at the right end of the top 
shelf of a display in the (>reai Bazaar’s 
Clothier shop. (It’s not for sale, and 
can only be shoplifted.) The silver 
pitcher can be purchased from 
inventory’ at the pawnshop next door. 

Bring them back to Caria and get 3U0 
gold for your trouble. 

On the second outing, you’re 
dispatched to collect a specific type of 
redw’are pot, a set of silverware; and a 
metal plate bearing a picture of the 
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sun. The pot can be bought for a pittance at the Trader shop in the 
Great Bazaar or stolen from the Br>oksellcr. The fork, knife and 
$jX)on are available from the pawnshop. 

And the plate? The plate is nowhere to Ik found in Mournliold or 
its environs. YouVe going to have to go all the way to Vvardcnfcll to 
1 find it - the only time in Tribunal that you to aciuaily have to leave 
' Tribunal to finish a quest. 

I i Of course, Caria doesn’t tell you that, either. 

1 

I The easiest place to find the plate is V'ivec. If you’ve completed the 

I Tribunal main quest, you can teleport there directly. If you haven’t, 

( EfTc-Tci can teleport you back to Ebonheart, and you can grab a 

I I boat to the Foreign Quarter. 

I Dace in \Tvcc, four of the places can be found in table settings in an 
‘ I unlocked private residence at St. Olms Upper North-Onc, off St. 

1 01ms Plaza. (This is your best bet, as you won’t be seen.) One is 
I being used to display gems on a table in the St, Olms Tanners and 
Miners Hall in the St. Olms Waisiworks. And another can Ik found 
in the locked (LfK'k Level - 65) personal quarters at Simine Frulinie; 
Bookseller tn the Foreign Quarter Canalworks. 

Somehow, the 50U gold you’ll get for gathering all this stuff isn't 
nearly enough. 

If you’re still game, the third installment requires collecting a 
complete set of Dwemer tablcw'are: two gciblets (one a little larger 
than the other), a pitcher, a mug and a large bowl. 

'These can all he found in the Hall of VV^iils — IcKated west of the 
j Passage of Whispers in the dwarven ruin Bamz-Amschend. (Note 
that you can't get into Bamz-Amschend until after the fabricant 
attack on Plaza Bnndisi Dorom in the middle of Tribunal’s mam 
quest.) Many of the items can also be found in the King’s Walk 
section, but it’s much farther into the ruin. 

Boih types of goblets can Ik found on a shelf m a cabinet against the 
western wall of the northwestern room. One of the goblets and Uie 
pitcher are on a little table in the southeast corner of the .southwest 
toom. The mug is on a bedside table against the north W'all of the 
Dorthwc.si room. And the bowl is on a Ixdsidc table against the 
south wall of the southeast room. 

Your reward: 2,0(KI gold. And a bigger reward: Caria doesn’t send 
you on any more clutter quests! 


The Last Dagger Falls 

.Vnothcr collector - one w ith more modest obiectives — lives a short 
distance to the west. You may have met Geon Auline while dealing 
with the Crimson Plague in another Miscellaneous (See “A 

Plague in Three Acts” in the Temple section.) A resident of the 
name Godsrcach building that houses Ignatius Flaccus and his R(>bot 
Arena, Auline wants the Drnih Dagger - owned by his widovs'ed 
i neighbor Arnsa Thendas and now likely to be sold an estate auction. 

The fact that Auline won't be welcome at the auction may give you 
pause. But you never really find <»ut wh.ai the bad bloo<l between (he 
neighbors is abmit. (Maybe it's just because AuIineS kind of a clammy, 
obsessive geek?) And note. too. that if you turn down the quest, that’s 
k. You can't come back later and say you’ve changed your mind. 


The decent way to handle this is to 
just be up-frf)nt. Walk over to 
Thendas Manor - it’s just to the 
norihwc.st — and talk to the widow. 
Boost her Disposition to 70, and then 
ask about the sale .and “p^^thcular 
item.” ShcTI sell you the dagger for 
600 gold. Bring it back to Auline, and 
hell buy it fgr 800 gold. 

Not much profit, true, but then you’re 
dealing with a widow' with hea \7 
debts, and perhaps profit shouldn’t be 
your only motive. 


Geon auline 


Oh, OK. If you want pure profit, boost the widow’s Disposition to 
80 and then take your lead from the equipment in the corner and 
pretend to have served in the Imperial Legum wdth her late 
husband. (Maybe you actually arc in the Legion, so it’s only a half of 
a lie.) Thendas will just give you the dagger as a keepsake. 
(How'cver, a claim to have worked w'ith Thendas in the Fighters 
Guild wuU be show'n up ,is a lie at any Disposition.) 

And since we’re now' talking profit rather than the human 
condition, you can also perform lucrative burglaries at both ends 
once you’ve received the dagger and have been paid off 


What Can You Do With A Drunken Nord? 

A tiny elf stands wtside The 
Winged Guar pub and complains 
about abuse he's suffered at the 
hands of a giant, drunken Nord. 

Now High- Pockets wants his 
revenge on Holmar, and he has 
decided that you arc its instrument. 

Inside, you can play it smart, or you 
can play rough. The smart money is 
on twiosting Holmar’s Disposition... or 
reducing his wbriety. At a Disposition 
of 75, he’ll iTehave himself. And w'ith 
a couple more drinks in him, which 
you ll buy for 60 gold, Holmar w'ill 
pass out w'here he stands. HOLMAR 

^’(ju can also suggest he pick on someone his own size. - .and you just 
know Holmar won’t resist the challenge. 

In any case, w'iih the big guy cither pacified or d<nvn for the count, 
High-Pockets will give you 250 gold and a Ring of Icegrip. 

You can also ignore Holmar entirely. If you have a copy of 
*‘Sar\'oni’s Sermons" in your inventor)', you can change High- 
Pockcis’ life instead - much as you can that of debtor Icnas 
Sarandas back m AldVubti. Let him borrow' the book, and leave the 
area. When you return, you’ll find High-Pockets has taken Saryoni’s 
teachings to heart. He’s a new man - albeit a new* man w'ho’d fit in 
your hip pocket. Th.at Saryoni apparently is one persuasive guy. 
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l'HERIX)N 


Pass Ilni»n Faustus on your way 
through Onftsmen’s Hall, and vvc 
guarantee hcH ^ay something snotty. 

“Must you? This is so tiresome." 

Just let him talk. He talks on and uii. He 
has a high opinion of himHrJf . dws this 
smithy's apprentice. Fausius believes he 
was not meant hr the sweat and smoke 
ol the iorge (which 15 tor "plebcs"), hut 
for high adventure. In fact, he’s going to 
embark on this career right away and 
says he won’t be there when you return. 

Leave the Hall and return. 


As promised, Faustus has vanished. The boss, Bols Imlalen, is at 
ouce ticked off by the inconvenience of his departure and gratified 
that the good-for-nothing is gone. He asks you to send people who 
need work his way. 

Its the last wc'll see ol Fausius, Wc a.ssume that chunks of his 
anatomically perfect form wound up on a platter at a goblin banquet. 

But you may feel a little rcsjxinsihle for Indalen’s plight. .After all. it was 
your letting Faustus carr>' on alxiut his job that way wt off his departure. 

Perliaps you can help fill the position. VV^ho do you know that’s 
unemployed? Well, there's that creepy little owl, (laenor. (See 
"Brother, C^an You .Sparc A Million Dimes?" in the Temple section.) 
But we wouldn’t set Itim up for a job with our worst enemy. 

However, if you rc-intervicw the folks in Codsrcacli who previously 
haven’t had much to say for themselves, you'll now learn fr<im 
Therdon, on the lower level of The Winged Guar, that he’s an 
line m ploy e<l pi I low - m a ke r. 

Mention the opening at the smithy. And in what's probably the 
single smallest quest reward in Tribunal, Therdon will buy you a 
Cyrodilic brandy to celebrate. 

Ah, but the rewards have just started to flow. Pop into the 
(Taftsmen’s Hall when you h;ivc a second. Look who’s here: 
Tlierdonf Talk to him. His Disposition will jump 15 points and he'll 
give you two repair pr<ings ami two n)a.stcr armorer’s hammers. 

Indalen's also grateful for the refcrr.al — he only wishes that his new 
worker would knock off all the pillow talk - and you'll get a 20- 
fxjint [ disposition bump. But the "good deals" 1’herdon mentions 
seem to be a relcrence to Indalen's custom -cratied adamanlium 
armor. (See "Toujours Armor!" in the Freeform section.) Indalen's 
prices are all fixed and don’t swing with his Disposition. 


Freedom Fighters? 

You may have popped into the X^acant .Manor to collect a copy of 
"The Common Tongue" in the main quest, and really suf)posed 
ilie place to be vacant. 

We guess Viiu didn't lixjk downstairs. 


1 lere, you’ll find three unsavory 
looking characters: Dovor Oren, 
Olvyne LXibar and Felvan Icnith. The 
latter two will refer you to Oren 
(“Dov<ir is in charge") and Oren 
basically tells you not to let the door hit 
your butt on the way out. 

Nudge his Disposition up to 60 and 
ask about "business,” however, and 
you’ll talk your way into a multi-part 
quest that can take two ilirections. 

The <jne you'll have to follow initially 
is decidedly mu nlerous. 
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Dovor oren 


Oren makes the trio sound like freedom fighters. He claims they are 
stockpiling material for the anticipated war between the Imperials 
and the Temple, and invites you to contribute by collecting the 
cuirass ami sword of Soscean, who can l>e found downstairs at The 
Wingc<l Guar. 

Oh, yeah. You’ll have to kill him to get them. 

Did you buy all that? Something in Oren's tale d<Ksn'r quite pass the 
kagcniti-poop test. There’s a whiff ol the faux revolutionary^ in the 
air. I le offers no details about the target’s supp<»sed sins, other than 
owning nice stuff. And the worse thing Sosccan’s ever done to you is 
to be less than talkative. 

M(>reover, "tlie l.iicst rumors" about Oren won’t exactly fill you with 
warm fuzzics. 

"I don't like seeing him," people say. "But NOT seeing him makes 
me nervous." 

Of c<mrsc. you can back out at the start or just leave .Soscean alone 
(However, note that, once out, you can’t get back in.) Or you can just 
kill Oren. But you’ll also have to take on henchpersons lenith and 
Dobar, and you don’t really know their part in this. 

If you pnxeed, you can’t avoid killing .Soscean, But its a necessary 
step, so let’s just get it over with. 

You can’t miss him. Usually found downstairs in the bar, Soscean 
wears a glimmering cuirass that recalls the armor ol the Hands ol 
Almalexia...and he’s always too busy to talk. This means you also can’t 
taunt him into attacking you. You’ll have to start the fight yourself. 
(You’ll fiml this the case with all four would -Ive targets in this quest) 

That’s murder, and, sooner or later, that means you’ll have to p>ay 
out LfHHgold. 

Bring Soscean’s cuirass and shortswcird back to Oren for a 5,000 
gold reward. 

Apparently ()ren’s not the only freedom fighter in ncctl of new 
equipment. He now has you talk to lenith, who mentions ao 
F.lanandc with a handsome robe and axe. 

“Dovor said she doesn’t deserve them, .and that they’d be better for 
me than her. iXivor’s .ilvvays right, you know." 

Hlanande’s found on the street at the west end of Godsreach, 
However, unlike your very }>ublic tlcst ruction ol Soscean, you may 
get away with his one, as ilic area isn’t edten patrolled. 
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When you return with hbnandc s magical robe and war axe, Icnitiv 
gives you l,(KK) gold for the items. Bui he seems unsettled by the 
news of her death. He sighs. 

“Dovor says most of the people here are bad, and that we're going to 
do good things, so I guess its OK. Right.^’" 

This is your first opportunity to really talk to lenith, and there's an 
opening here for a different approach. Raise his Disposition to 90 
and then talk to him again, and hdl confess that hes scared^ Ask 
him about “scared"' twice, and ycni'l! get an option to tell him to turn 
himself in. 

Now you’ll be able to talk to Dobar. Select “scared.” She’ll confess 
she feels the same way, and you can make the satue suggestion. She 
says she'll talk to lenith after you leave. 

Leave the manor, allow a day to pass and then return. 


Great Bazaar 


You, Sir, Are No Wizard 

Wandering in the eastern part of the 
Bazaar is a fellow' offering to rc|^eat 
the “latest rumors.” In Drathas Rcyas’ 
case. It’s just one rumor: He’ll tell you 
a (wwerlul, evil wizard named Wlas 
has taken up residence in Mourn hold 
and that there are reports of strange 
lights and laughter. Rcyas speculates 
the W'izard wnll soon put on a display 
of power. 

What are you. Reyas, his publicist? 
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Gavis Velas 


Oren lies dead on die cellar Boor. And bis two comrades have vanished. 

lenith and Dobar have turned themselves in as you urged. They’re 
now in adjacent cells in the Royal Palace’s |ail (located off the 
Guards’ Quarters). You can go talk to them and learn the end of 
the story: Oren tried to stop the tvvo from leaving and Debar hit 
him. (lenith seems to think he's still alive.) And they haven't 
implicatet! you. 


In fact, there is a Velas Manor out in Godsreach - just southeast of 
Llcthan Manor - bur if you manage to gel the door open (Lock 
Ixrvel = 100), you'll find the place empty. You wdll have to wait for 
the wdzard to find you. 

Thb happens stioner than you may think. The next time you return 
to the Great Bazaar cell, a mage, Ovis Velas, will appear near the 
northern rank of shops in a jet of smoke and attack you. 


That's the good path. 

The alternative is grim. If yim don't take steps to break up this 
gang, things can only get worse. 

Once you’ve given Hlanande’s equipment to lenith. talk to Oren 
again, and he’ll have you talk to Dobar. 

”1 mean, there's this guy, and rrn supposed to ask for..,,” Dobar says. 
“I mean, I w'ant his siufif, right? Dovor says you can get it. 1 don’t 
want to know' anything m<jrc than that.” 

“This guy” is Beb Uvenim. He's northwest of the Temple - right 
along the canal that runs along the north wall. It’s a remote enough 
area that this probably w?on*i go down as a crime. Collect his 
enchanted Imperial helmet and silver spear, and collect another 
1,000 gold when you return to Dobar. 

Then Oren has one last mission for you. He wants Suldreni 
Salandas’ amulet and mace. (Watch for the slip-up he makes along 
the way.) She's atop the stairs at the west end of the Great Bazaar, 
and it’s exactly the same story as with your first three victims - 
except that the reward this time is 4,000 gold. 

And that's it. Oren has no more murders for you to commit. You 
have only to w^ait for his larger purpose to be revealed. 

But you can w'ait, and wait, and w ait some more, and nothing 
mure will happen. Like lenith and Dobar, you have been used by 
an expert. 


But for all his color! ul talk, you’ve rarely seen such a W'ccnic in 
conibiit. (It’s kind of sad to have to put a I^vel [ character down so 
hard, but he can’t be kncKked out.) 

Take the w'orn key from his body, speak to Reyas again, and 
shuffle over the Velas Manor again. If you couldn't get in before, 
you can now. 

But now, oddly enough, the place isn’t empty. It turns out Ovis 
Velas was pretending to be his brother - the genuinely powerful 
sorcerer Gavis Velas. While Gavis understands that you had to 
defend yourself, he hopes you also understand that he has to avenge 
his brother... right now'. So excuse him while he summons an ogrim 
ritan and two golden saints into his living room. 

The usual policy for fighting wizards applies here: Kill him quickly. 
You can’t get out the locked dtxir, so get Velas to follow' you 
upstairs, where the titan can’t follow', and fight him hand-to-hand in 
the bedroom doorw'ay, so the saints can't come marching in. 

The rew'ards arc multiple. Velas has a flamemirror robe, a glass 
jinkblade, a ring ol poisonblossoms and a Third Barrier belt, along 
with a fair amount of gold. All yours. 

For that matter, the manor and its contents arc yours as w'ell. (Of 
course, you can do this in any house, but usually you’ve got to 
murder someone in. cold blood to do it.) The chests include a 
number of gmd-qualiry potions and more gold, and there’s a 
Medium Armor skill book (“Chcrim s Heart of Aneqiima”) on the 
bookshelf downstairs. 


No more sleeping w'ith gobbns and rats. From now' on, you’ll always 
have a bed of your ow'n in Mournhold. 
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Narisa adus 


One of the most difficult 
Miscellaneous Quests to find is one 
involving the Black Dart Gang. To 
reach its source, you’ll have to go deep 
into the sewers. 

We’ve been through the eastern part of 
the Bazaar Sewers - the pan that leads 
north to the Dark Brotherhood hideout. 
But wc haven't been down the western 
branch. Follow the watery passage west 
from the earthen room where you run 
into tomb creatures, and you’ll find 
yourself moving south, then west, then 
north and finally cast through a conven- 
tional MournJiold sewer. 


Shortly after you turn east up the ramp, you'll see a figure ahead. 
That’s Narisa Adus, and she has a quest for you. 

The Black Dart Gang ambushed Adus ami her lover. Variner, in the 
Temple Sewers, Variner died holding off their attackers - the gang's 
darts arc famously deadly - and now his ghost comes to .Adus at 
night, begging her to rescue him. 

She knows the gang would kill her if she returned, and she’s not 
sure that they won't kill you, (If you’ve reached Level 40, she'll 
advise you to have lots of Cure and l^ispel potions on hand for 
encounters with the gang. If you have less experience, she’ll tell you 
to just run if you see them.) 

It’s good advice. You may have already had a fierce encounter with a 
single member of the gang. (He makes a cameo appearance in a 
main-quest mission to cleanse an undead shrine.) 

But if you're willing to try, Adus asks you to carry a message from 
Varincr’s ghost. 

This sew'cr branch isn't the fist track to the Temple Sew'crs - it leads 
to the Manor District - so get topside and make your way to the 
Temple Basement and the sewer below. You may already know' 
some of its layout from the main quest. (We’re going to follow part 
of the route we used to reach the Abandoned Crypt in the quest to 
recover Barilzar’s Mazed Band.) 

One w'ord of advice: Know' your target. Depending on your 
character’s level, you may find a number of ancestral ghosts in this 
scw'cr, and you w-guldn't want to mistake V'ariner for one of them. 

Head north to the pool and then west. This passage will curve north 
to a “T ” intersection. Go through the archway to the cMsSt and look 
for N^ariner’s ghost. 

V’ariner has a message, all right, but it’s not the mushy one you were 
proKibly expecting. He asks you to avenge bis death by drowning 
the Black Dart Gang in its Temple Sewers West hideout. He directs 
you to the mechanism to release the water (a lever that looks like a 
torch-holder). And he cautions you not to get (ck> close to the gang. 
(Loot hounds: A crate of silver wcafsons can be found nearby.) 

You can reach this scw'cr by returning to the central pool and then 
making your way north and west, (You'll find a nice chest of potions 
along the w'ay.) 


Don’t worry about getting ambushed along the w'ay. You don’t have 
to deal with the four remaining gang members at all. (Not when 
they’re alive, anyw'ay.) They’re deep inside the sewer and the lever to 
flood It is right inside the sewer entrance. Just pull it and get out. 

Um, hello? Journal entry? Any time now! 

You may not receive an acknow ledgmem that you’ve killed the Black 
Darts. This can be kind of confusing. Varincr’s no longer around. 
And while you can haul your carcass back to the Bazaar Sewers and 
relay Varincr’s message to his girlfriend, that’s all you can do. 

So are the four villains huddled in an air pocket someplace, plofting 
your demise.^ No, they’re dead, all right. But you have to find the 
four bodies to confirm it. And it’s not as simple as letting the water 
out of the bathtub. The lever that let the w'aicr into the sewer is 
stuck, and you’ve got to do this in a dark, airless void. 

All we can say is, we hope you make a hell of a Water Breathing potion. 

It looks as though the Black l>aris all died where they w'cre standing. 
You’ll find Urs'yn's body suspended near the ceiling just outside the 
entrance to the hideout, lust inside the entrance is Gilur. Malar is 
further inside and a little w'ays dow'n the tunnel to the w'cst. And, 
finally, Adren, hardest of the four to find, is suspended near the lop of 
the high-ccilinged portion of the living quarters a little farther Lniothc 
lair. Highlight and activate each of d>e robbers, just to be on the safe 
side, take w'hai you like from their bodies and then get out. 

If you have some extra time, great. Good loot can be found here - on 
a high ledge in the center of the lair, in a crate on a low'cr ledge 
nearby, and on an unrelated corpse hidden behind the wall to the 
right of the ladder. To say nothing of all the dans! 

In any ease, when you return to Adus and dick on “Black Dart 
Gang,” this time she does learn Varincr’s killers are dead. She thinks 
it is a miracle. And she gives you V’ariner’s Ring, which wdll Charm 
its target for up to 50 jxjints for five seconds. 

It’s only here that wc learn the dead man’s last name: Arcloth. 
Variner Ardoth is avenged. 


Catch Me A Catch 

"A good man is hard to find,” Marena 
Gilniih tells you, when you meet her 
at the foot of the stairs at the w'est end 
of the Great Bazaar. “You always get 
the other kind.” 

Shell tell you her life story. It is rather 
sad. Her arranged marriage to a 
nobleman w'as a disaster. Gilnith ran 
away to Mournhold, where she's found 
she has to work all the time just to 
make ends meet. She has no 
opportunity to meet men, and w'ondcrs 
if you know' any gtxxj single ones. 
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Marena Gilnith 


Probably not off the top of your head. Nobody’s perfect, of course, 
but some Mournhold men arc more imperlcci than others. 

The potential dates for Chlnith arc the three men w'ho have a 
“women” topic: Fons Beren, Goval Ralen and Sunel Hlas, It may 
seem on the surface that Beren and Hlas dearly arc not right for 
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Gtlruth or any other self-respecting woman. But while some 
solutions arc better than others — ^and one is optimal— there is no 
wrong answer here, and you'll be surprised at what a little judicious 
pre-date coaching can achieve. 

The mechanics arc simple and identical from guy to guy. Once you've 
found Mr. Maybe, do a little shuttle diplomacy between Gilnith and 
lover boy to arrange a meeting two days hence at The Winged Guar. 

And here’s the important pan: By following upon the “Marena 
Gilmih” topic at this [K>ini, you can give your candidate advice on 
how to behave during the date. He’ll take it to heart, and it w'ill 
markedly improve bis chance for success. 

When the date approaches, the rw'O principals will vanish from their usual 
outposts. And afterw'ard, ihc>'’ll usuitlly (hut n<it always) reappear at their 
old stations. (If you like, you can go see the two on their date - they’re 
under the Godsreach bars balcony - but as they say, three's a crowd.) 

Beren can be found at the east end of the Great Bazaar. He's a 
classic macho jerk. “Tm looking for a saucy wench that can satisfy 
me,” he says. “A tall order lo be sure, but you never know." 

He comes off much w^orsc if yuuVe playing as a female character, 
"Not your type?” he’ll say. "Take another look, baby - I’m every 
womans type!. ..no, ch.^ Well, do you have any cute friends? I’m 
on the market, and I’m looking for a gcx)d time. Err, a companion. 
Something like that.”. 

“No” in big black letters, right? 

Not so fast. The Fons is not beyond redemption. Gilnith’s reluctani- 
-she has heard rumors of Beren $ womanizing - but if you use the 
“Marena Gilnith” topic again after the date's set, you can give Beren 
instructions to listen lo the woman, rather than talk about himself. 

Beren embraces this persona (or at least thinks it’s a good pick-up 
technique) and everything should go sw'immingly. Afterward, Gilnith 
will apologize to you for having doubts. And Beren sounds like he's in 
love, though a bit of the old macho jerk still j>ceks through. Talk to 
him afterward, and you’ll bump his Disposition up by 20 jioints, 

Howxvcr, this isn’t the best solution for nur friend Gilnith. . .or for you. 

Another possil)ility is Goval Raicn. w'ho can be found in Temple 
Courtyard just northeast of the dor>r to Godsreach. Of the three, this 
recent arrival in MournhokI seems most like a normal human being 
- though t>erhaps one a bit over-awed by his surroundings. 

“I mean. I’ve seen pretty women before, but I just can't gel over it,” 
he tells you. “Its all just so overwhelming. And, I guess, a little intimi- 
dating. loo. I mean, what w'ould any of these women want with me?” 

For the best result, give Raicn 20() gold for new clothes and tell him 
to get his head out of the clouds. If you check in w'ith him afterward 
a successful outing, his Disposition will jump 20 points and he'll 
make you a gift of the Rxilcn Family Belt - an heirloom that boosts 
your Personality' and !Spccchcraft skill by five points each. 

But the best carulidate is actually a long shot: Sunel Hlas, who runs 
the Trader shop ai the cast end of the Bazaar. To be sure, Hlas 
invariably compares all w'omcn to his late w'ifc, who died of blight 
disease, and now describes himself as '‘bitter, alone and tired of life.” 


"Bah - w'omcn. There’s no happiness to be found. None that lasts, 
anyway. Its all a sham.” And you’ll have to raise his Disposition to 
60 even to get him to say even that much. 

Even so, this relationship appears to have the biggest payoff for 
Gilnith and Hlas,. .and this time you get a significant reward. 

This sad sack just needs a little direction. (Tnce the date’s set, use the 
follow-up on "Marena Gilnith” to insimct Hlas to act more 
optimistic, Gilnith should fall for him. And this time, she w'on’i 
reappear in (he Bazaar, but in Hlas’ bedroom upstairs from his 
shopl (Hlas, you dog!) The trader gets the usual Disposition bump 
(which means better prices) and, more importantly, turns over an 
artifact called the Bipolar Blade. 

This two-handed sword simultaneously (and worthlessly) casts the 
Frenzy Humanoid and Calm Humanoid. Note that this item is 
reported in “latest rumors” to have been stolen from the Museum of 
Artifacts - is Hlas perhaps a fence like his pawnbroker neighbor? - 
but you can nevertheless sell it to the museum for 20,000 gold. Or 
you can include it as one of two donated items required to take 
possession of the "l>wcmer Battle Shield” in the main quest. 

Note that there is no guarantee of success in any of these romances. 
An element of luck always follows the couple. If you give your 
candidate good advice, there is a 75 percent chance the date will 
come off brilliantly. If no advice (or neutr,*il advice) is offered, that 
chance drops to 50 percent. And even if you actively sabotage the 
dale with ba<J advice - encouraging yt?ur candidate to give free rein 
to his natural tendencies - there remains a 25 chance it svill succeed 
despite your best efforts. Lorve has its own stumbling gait, and we 
can’t always read what is in others hearts, or even in our own. 


Audience Participation 

At the open-air ihenter east oi Gilnith, 
The Mournhold Players are supposed 
to be putting on a performance of 
"The Horror ol Castle Xyr.” Rut no 
action is developing on stage and the 
small audience is growing rcsilcss- 

Speak to Mcr\'n Othralas backstage to 
see what's holding things up. It looks 
like the show will be cancelled. The 
lead, Tarsms Bdeth, has developcti a 
case of "collywobbles” (an inrcsrm,al 
complaint) and can’t go on. And 
OUiralas claims to be needed backstage. 


MERYN OTHRAtAS 


But, conveniently, your character bears a resemblance to the 
indisposed Bclcth, and the company leader invites you to play the 
role of Clavidcs — the Captain of the Imperial Guard. 

Agree and he'll turn over the script and give you all of two minutes to 
prepare. When you're ready, simply speak to Oihrabs again, step out to 
your mark on the stage (the little rug inside the door) and braik a leg. 

lust make sure it’s someone clsc’s leg. 

This classic horror story is a good read — especially nice since 
relatively few new Ixioks arc included in Tribunal. 
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But, man, it s 29 pages along. And cvqn tjiough they’re Morrowind- 
sized, “Big Little Book "'-like pages, how arc you going to digest this 
thing in two minutes and then regurgitate n on the stage? 


when you went into the Bazaar Sewers to find the Dark Brotherhood 
hideout, a Khajiit named Ahnia was standing at the top of the first 
ramp. She didn't recognize your scent, and wouldn’t speak to you. 


Ah, that's the beauty of it. Its multiple choice. You’ll be given each 
of your lines along with two variations; you just have to pick the 
right ones. And you don't have to last through the whole play. After 
an understated dig at the Tclvanni, a Morag Tong assassin will leap 
up from the audience and rush you with drawm sw'ord. 

Kill him (not that easy) and speak to Othralas to learn the whole 
thing i$ a plot to save Bcleth. (Evidently he was caught in bed 
with the daughter of a Tclvanni diplomat and the diplomat has 
vowed revenge.) 

You've every right to be annoyed — Othralas could have told you 
about this in advance - but the payment shouhl relieve some of the 
sting. (Unless, of course, you totally stunk up the joint.) 

If you get all eight lines right, you'll get 2,000 gold and an Amulet of 
Verbosity, which boots your Specchcraft skill by 20 to 30 points. You’ll 
lose 200 gold for each mistake and a further 300 if you blow all your 
lines and take more than the allotted two minutes w^ith the script. 

And it you make more than two errors, you w'on’t get the amulet. 


Now she’ll talk in a very limited way. Ask about Wecrhai, and shell 
throw a hissy fit and attack. You'll have to kill her. (You’ll also have 
to kill her if you pick up the “Note to Ahnia" that’s lying nearby. 
She's just not a very cool cat.) 

Take Ahnia’s glass dagger and read the note. It’s unsigned, but appears 
to be from Wecrhai and refers to a book he’s been unable to sell. 

Funny; you haven't seen a book among the special offers. Get back 
to the pawnshop and mention "Ahnia" again to report her death. 
Frightened, VVeerhat w^ill turn over the book. Its contents are indeci- 
pherable except for a name; Elbert Ncrmarc. 

You may recognize that name. An enchanter based at Craftsmen’s 
Hall, Nermarc also has a role in n miscellaneous quest involving the 
mad vvoman Golcna Sadri. 

Cio see him and return his book. In return, he'll give you better 
prices on his enchanting merchandise! 


Alternate approaches? None. You can preemptively remove the 
assassin, but it’s considered a crime, the ordinators wull be 
breathing dow n your neck, the play is called off entirely and you’ll 
gel no rew^ard. 

Not even the killer’s ultra-valuable dacdric wakizashi, w'hich 
appears only if be attacks you first. 


Off the Back of a Guar 

You may have already visited die pawnbroker, “Ten-Tongucs" 
Weerhat, a couple of times. The Argonian’s shop, in the middle of 
the southern rank of shops at the east end of the Bazaar, pxips up 
both in the main quest and, potentially, in a Miscellaneous Quest 
rCluucr") for Detritus Caria. 


Temple 


A Plague in Three Acts 

You’ll get this quest only if you’ve 
gone exploring on your owm and 
poked around in Gedna Rclvcl's tomb 
off the Temple Gardens in Old 
Mournhold. The tomb probably 
seemed conspicuously empty, but, a 
short distance in.side the door, you 
should have received a message about 
smelling something other than death. 



NERILE ANDAREN 


You have awakened something that should have been left alone. 


If Wcerhat's Disposition rcache.s 60, he’ll mention "special offers." 
These are bargains for regular customers. Over the course of 
Tribunal, by choosing this phrase, you can collect scrolls of Illnca's 
Breath (a Frost Damagc/Paralyze combat spell). Fifth Barrier and 
Hcllfire for the bargain price of 60 gold each. (If you can’t gel all of 
them, leave and return to the shop once or twhec.) 


This leads into an odd, rambling quest. 



AHNIA 


You may wonder about the stiurce of this 
stuff, and you can ask Weerhat why the 
items arc so cheap. If his Disposition is 70 
or better, he’ll let slip a reference to an 
“Ahnia” before he thinks better of it, 
shuts up and denies ever having said the 
name. You’ll have to bump his 
Disposition up to 85 before he’ll spill the 
beans on the contact for his sus|x:ct 
merchandise. 

You’ve probably already guessed at most 
of Wcerhat's story. After all, chances arc 
you’ve already met an Ahnia. Right at 
the beginning of Tribunal’s main quest. 


Not long after this visit, Mehra Hclas, who dispenses blessings in 
front of the Temple, will pass along a report of a strange new disease 
in tow'n. She suggests you talk to Temple healer Ncrile Andaren. 

Andaren can be found in the Hall of Ministry at the rear of the 
Temple. She acknow ledges that some people have fallen ill, but 
pooh-poohs rumors of an epidemic. 

But since you're here, she also asks a favor. Geon Aulinc is sick but 
won’t come to the Temple for treatment. Would you bring him a 
('urc Disease potion? 

Sure, sure. We heroes of Morrow'ind secretly yearn to be delivery boys. 

Auline lives in Gf)dsrcach in the same building as Ignatius Flaccus. 
Just w'alk in and talk to him about "Cure Di.sease potion” rw'ice. The 
first time, you’ll turn over the potion. The second, Auline will reveal 
he took ill after searching the sewers for a valuable item — and 
finding only rats. (He’ll also offer you a quest; look for it in the 
Godsrcach section under "The Last Dagger Falls.”) 

By the w'ay, don't kill Auline, or Andaren gets suspicious and youll 
break the quest. 
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Funny he should mencion rats. When you get back to the Temple’s 
Hall of Ministry, you’ll find it overrun by seven of them. Kill them, 
and talk to Andaren again to discover sbe has another potion for 
another sick man. The grdinators won’t Id Athclyn Malas inside for 
treatment, and he’s wailing just outside. (It’s a skimpy excuse to get 
you to leave the building.) 

When you return to Andarcn this time, you’ll learn this wave of 
sickness stems from the Crimson Plague — a quick-spreading, quick- 
acting disca$c thought to have been eradicated in the Second Age. 
The healer enlists you to investigate and suggests you start with the 
source of the rats: the sewers and tombs below, 

Bui things w'ill get more complicated before you even set foot in 
Old Mournhold. 

In the cellar, you’ll find a thief named Shunari Hyc-Fly standing 
over the ordinaior she’s just kntx:ked out. The Khajiit is ill. begs for 
your help, and offers her own help in return. You’re to meet her in 
the Temple Cardens with a curative spell or scroll. (A potion won’t 
do. Shunari is w'orried about poison.) 

Back in the Hall of Ministry, speak to Andarcn yet again about 
“help Shunari,” and she’ll provide a Cure Common Disease scroll 
(ChridiUe’s Panacea), 

She also suggests that a “Galsa” might also be able to help. That’s 
Galsa Andrano in the Temple Infirmary. She’ll sell you a Cure 
Common Disease spell if you need one. 

Once you’re good to go, head for the cellar again (the ordinator’s 
now’ back among tite living) and the Temple Sewers. Make your 
way north and cast to the Temple Sewers East and east and north to 
the Temple Gardens. 

In the Ciardens, you’ll find Shunari dowm south, near the door to the 
Temple Shrine. Use the spell or scroll to heal her, and she’ll tell you 
about Gedna Relvel. 

The Khajiit is a stranger to you, but Shunari says she has seen you 
before. She spied on you earlier as you opened the door to Relvel's 
tomb. Poking around in the crypt afterw^ard, she w’as attacked by a 
lich (Relvel) who declared it her purpose in afterlife to spread the 
Crimson Plague. 

The tomb is off to the west. Beyond the d(K>r is a sinuous passage 
leading wxst and north to a ladder and, at the top, a north-south 
passage occupied only by rats. 

You’ve probably seen all this Isdorc. So where’s this lich? 

Well, take it a little more slowly. A bit south and below the base of 
the ladder, do you see a vertical seam in a rock wall.^ Thai could be 
a door, couldn’t it? 

Ii is indeed, but it doesn’t open in the manner of conventional doors. 
You’ll have to talk to Shunari to learn about the secret door before 
you can open it (by the standing on the little rock in front of the 
doors) - and she doesn’t even tell you how to open it! 

Actually, right about now you may be wishing you’d left the dtxjr 
dosed. On the other side arc four skeleton champions, with iw'O 
more beyond the metal door dowm the passage. 

Not to mention Relvel herself, who will app>ear once you’ve pressed 


a w'ays into this final room. She makes a little speech about her 
undcad army. Shut up, Relvel. If you’ve restored Ncrevar’s 
Truc/lame sword in the main quest, just close in and hit her with it 
repeatedly. Her hit points will fairly evaporate from the heat ~ big 
flaming sw'ords formerly owmed by hcrcxrs of Morrow'ind have a 
way of doing that - and you’ll get the Robe of the Lich. 

Now, vt'c strongly discourage most characters from actually using the 
Robe of the Lich, and suggest selling it to Torasa Aram at the Museum 
of Artifacts instead. (It brings ll.CXX) gold.) Yes, it does fortify Magicka 
by 300 |x>inis. It also instantly cats through 600 hit points. 

Perfect for the gal who’s already dead. 

Check in wdth Shunari and then beat a path back to the Temple to 
receive the Grace of Almsivi power from Andaren. TTiis marvelous 
onc-a-day vitamin restores health by 30 to 80 points, fatigue by 60 to 
100 and cures common disease. 

What more could you ask.^ 


Brother, Can You Spare A Million Dimes? 

We’re sure you’ve already met <5acnor in front of the Temple. He’s 
the ultimate in aggressive panhandlers. 

This Bosiner will start by offering a sob story and asking for 50 
gold. II you agree, he’ll ask for 100. 11 you agree, he'll ask for 1,000. 
If you agree, he’ll ask for 10,000. 

If you agree, he’ll ask for UXX),000 gold. 

But even if you’re a millionaire, 

Gaenor won’t accept a million. He 
says you arc mocking him - after all, 
no one carries a million gold (even if 
you are carrying it) - and flies into a 
rage and won’t speak to you further. 

I’his pretty much reflects Gaenor 's 
personal style. The same thing 
happens if you say “no” three times to 
any level of donation. He gets increas- 
ingly aggressive, finally explodes, “No 
one says no to Gaenor!” and shuts off 
funher communication. 


But not further contact. 


Gaenor 


If you leave the Temple cell and return, you’ll find Gaenor gone. 
And if you leave again and return in two days, he’ll be waiting for 
you in the same area with a suit ofebony armor, magniAcd stats and 
skills. He's suddenly moved from Level 1 to Level 50. 

We’ll have some of what he's been eating, please. 

He’ll also attack. 

Unless you’ve got a really high weapon skill, this is going to take a 
while. Gaenor s e.xtrcrncly hard to hit, much less kill. 

But we can almost guarantee your saiisfitcrion w'hen iIk Uulc puiz 
finally croaks. Along with his armor, you’ll also inherit an amulet 
that bcKits your luck by 15 points. 


T 
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Freeform 

Mournhold 


Toujours Armor! 

One of the neat new things you can do 
in Tribunal is order up custom armor. 
The guy to see is Hob Indakn, who 
runs the smithy at the rear of 
Craftsmen s Ha IPs ground rtixjr. 

Chat up Indalcn, and hc‘ll provide a 
list of the prices and raw luatcrUb 
required for each piece of armor. He 
can make glass and ebony armor with 
raw' materials you bring in from 
W'ardcnfcll. (Mournhold has neither 
commmhty in their raw' forms.) 

But Indalcn’s specialty is armor made of adamantium. ft s not as 
tough as cbcjny or glass armor» but it is far less common, as it s found 
only under Mournhold. And it’s much cheaper. (A full ebony suit 
costs 105,000 gold and a glass suit almost 84,000 gold, but an 
adamantium outfit comes in under 19,000.) 

And where under Mournhold do you find adamantium? If he 
know's, Indalen’s not telling. 

In fact, no one is telling. Its not a conversation topic for anyone else. 
The only other reference to the ore is a ‘latest rumor” that someone 
recently brought a big piece of adamantium out of the Old 
Mournhold ruins. 

Raw adamantium can be found in four regions: Temple Crypt {in 10 
boulders). The Teeth that Gnash section of dacdric ruin Norenen- 
dur (four boulders). Temple Catacombs (three Nnilders) and the 
Armory Ruins (three boulders). 

IfyouVe completed the Tribunal main quest, you’ve already had a 
brush with the Teeth when you went to get Pyroil to re -enchant the 
Blade of Ncrevar, and you may have also visited the Armory Ruins 
in the early Temple mission against the goblin army. 

But the two other orc-bcaring regions tlon’t figure in quests. The 
Temple Crypt and Temple Catacombs can both entered from the 
southeastern extremities of the Temple Shrine region that was 
reclaimed from the undcaii in a main-quest mission. 

Given the 60 percent chance of a given boulder containing ore, odds 
arc you’ll come up with around 12 pieces from the 20 rocks — far 
short of the 42 you’d need for a full adamantium suit. 

But you don’t need to buy a full suit. You can assemble the funda- 
mentals from found armor, and then have Indalcn fill in wjine of 
the missing pieces. The day after you place the order, you’ll have 
your armor. 

And, actually, quite a lot of adamantium armor filiating is around 
loose in Tribunal. In the Black Dart Gang's hideout in Temple 
Sewers West, you can find an adamantium cuirass on a high ledge 
and adamantium boots in a chest. In die Moril Manor Courtyard, 
you can find the game’s lone adamantium helm underw-ater in the 


northwest chamber and adamaniimn boots and both bracers high on 
an arm of rock in the northeast part of the region. In the Bazaar 
Sewers, you can find another pair of adamantium boots - hidden on 
a high platform in a room of undead critters in the eastern-central 
part of the sew'er. 

/\nd you can also buy both adamantium bracers from the Armory in 
the Great Bazaar for 1,000 gold apiece. (The inventories of most 
Mournhold shops arc rather sad and limited, but the Armory is an 
exception. Check out the shelves for glass bracers and pauldrons.) 

The only adamantium pieces you would need to have made arc 
greaves and left and right pauldrons. 

Unfortunately, (he pauldrons each require seven pieces of ore - more 
than any piece or armor wvc the cuirass - and the greaves require 
six. Hence, you need 20 ore pieces to fill out the suit, and that’s just 
not going to happen. 

Truth? With a little luck, you could scrape together 13 or 14 pieces 
of ore an<l have Indalcn make tw'o of these pieces. But if you’re 
desperate to have the w'hole shebang, you’re going to have to do a 
“Dovor Oren” and kill someone for a piece of armor. And if you’re 
determined to kill someone, you might as well spare yourself the 
grief of collecting the stuff piece by piece and just get the 
adamantium bc»xed set (minus the helm, which you'll still have to 
retrieve) in one fell sw'oop. 

Two people wear adamantium armor: Apelles Matius back in 
Ebonheart, who 's missing only the helm, and Yagak gro-Gluk, the 
weapon smith in Mournhold ’s Craftsmen’s Hall, w'ho’s missing the 
helm, left pauldron and left bracer. 

How'ever, you need gro-Gluk to re-forge the Blade of Nerevar i^ 
Tribunal’s main quest. And if you kill Matius - which is easier and 
funnier than you’d think, as Ebonheart's Imperial guards keep inter- 
rupting the assault to fine you - you’ll get one of those intimidating 
“the thread of prophecy has been severed” messages and w'ondcr if 
you should proceed. 

Proceed. Had you killed Matius before he gave you the “transport to 
Mournhold” topic, which you need to be teleported by Ascicnc 
Ranc, you’d have cut yourself off from Tribunal entirely. That’s 
probably w'hat this message is about. 

But once you're in IVibunal, you can move betw'een Mournhold and 
Vvardenfcll on your own. Matius becomes expendable... and his 
armor can be yours. 


The Buddy System 

You’ll have some fun if you take on the services of C^ilvus Horatius. 
The mercenary-for-hirc, found in the Palace Courtyard, is designed 
help lower-level Morrow ind characters survive in this hostile 
environment. 

For the bargain price of 250 gold, this Level 10 Imjxrrial w'arrior will 
follow' you, w'aii for you, carry stuff for you, talk to you about 
Mournhold and its environs, and fight for you for 30 days. (You can 
then renew the contract for another 30 days at the same price.) 

If need be, Horatius w'ill even die for you. To pres'cni that, you can 
monitor his condition (simply talk to him to find out if and bow 
badly he’s hurt), heal him and supply him wdth better equipment. 
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In fact, the only things the mere can't 
do is gain experience and level up, 
leave TribunnUor take part in your 
main-quest battle against King 
Hclscih s champion, Karrod. (You’ll 
have to escort Horatius out of the 
throne room first) 

But remember: Horatius is not really 
your buddy. He s your eniphjyee - your 
botlyguard. And this Uxlyguard has 
some sensible, non- negotiable rules. 
Namely, don’t rip him off, or he’ll quit 
and you won’t be able to re-hire him. 
Remember what stuff is yours and 
CaLVUS Horatius what stuff i.s his, and take back what’s 
yours before the contract ends. 

Otherwise, il it l.muls in h*s yard, tt’s his ball. 

No special quests come with Horatius* services. He has no special 
connections. But mite that, in conversation terms, he’s effccitvcly a 
Mournhold inan-on-thc -street and having him in tow means you’ll 
never have to go out of your way to seek out ‘’latest rumors/’ “little 
secret” or “little advice.” 


And, in a pinch, you can use them for a snack. 

If you want to splurge a bit, 100 gold buys a pack rat that res|)ond 5 
{“Squeak t”) to commands to stay and come and can carry up to 100 
pounds of your stuff (Remember, Morrowind rats arc about the size 
of w'olvcrines.) 

Its actually kind of cute for a raq wdth a litde striped bedroll 
fastened to its back. And if you actually moke use of the rats, rather 
than thinking of the whole thing as a game-designer joke, they can 
help cut down on inventory clutter. (This pack rat carries keys, this 
one paperw'ork, this one jewelry.) 

That’s right. You can owm more than one. in fact, you can have 
three scribs, three rats and three pat k rats at the same time. (If you 
try to buy more, Mon’s suddenly out of stock.) It's a hoot to run 
along a Mournhold street with a conga line of innocent little critters 
racing to keep up with you. 

Yes, ifs just for fun. Yes, the critters may occasionally get stuck in 
the scenery. Yes, they’re ukra-vulncrahle and a poorly placed 
combat spell may send most oI them to scrib and rat heavens. And 
there’s no real objective as far as we can tell - short of keeping 
them alive. (If you lose six of any variety, Mon won’t sell you any 
more of that type.) 



It's almost like having a second member m your party. 

In fact, in thecfry. you can have as many a.s three people follow' you 
through Tribunal Finish “The Goblin Army” segment oI the main 
quest. Hire Horatius. Visit Godsrcach and accept the “Barbarian 
Need Comic Book” miscellaneous quest to take Thrud in tow. And. 
Hnally, go to the Temple, get the “They Live” segment of the main 
quest and bring ncrv'ous curate Urvcl Dulni along for the ride. 

Then you can all go shopping for scribs! 

Pets or Meat 

This is just a weird little thing you can do. 


A Heated Discussion 

Beyond the fabneant attack in the 
middle of the main quest, nothing 
much happens in the Plaza Brindisi 
Dorom. It’s just the place you walk 
through to get to the dwarven ruin 
Bamz-Amschend. All you can do is 
loot the fabricant l)o<bcs, examine the 
monuments and ihc plants and w'atch 
the three High Orclinaturs and three 
Royal Guards make their rounds. 

Forstaag the 

Thrillsvillc. SWELTERING 



Tribunal docs not offer conventional beasts of burden. But near the 
underpass that separates the Great Bazaar s stores from its stalls and 
open-air theater, Rcrias Mon is selling trained scribs and rats as 
traveling compnions. 

The scribs are 20 gold, the rats 25^ and they’ll follow' you dutifully and 
attack your enemies. If you’re dealing W'ith a supremely wittipy 
enemy, like alleged wiza rd Ovi$ Velas, they may even kill him. 



But tlid you meet Forstaag the Sw'cltcring.^ HcY the barely-dressed 
Nonl harharian over at the west entl of the plaza, and he'll provide 
some color comn'Krntary. 

You can get three unique comments out of Forstaag - one before the 
fabricani attack, another if you’ve already spoken to him before the 
attack and a third after the attack. All center on Morrowind 
stereotypes about barbarians in their fur underwear. (Morrowind 
had three miscellaneous quests featuring barely -dressed barbarians 
w'ho’d had bad cx(xriences with svitches.) 

Forstaag explains that he’s just hot. Now, do what he says and leave 
him tilonc. 
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Old Mournhold 

We’ve visited most of Old MournboU in lltc jnain and miscella- 
neous quests^ but there arc several areas to which the game never 
spcafieally directs you. 

One is the Palace Sew^ers-a large but rather nondescript region 
between the Bazaar and West Sewers that is inhabited by goblins, 
tomb creatures and rats. You1l find three crates (one of them 
containing weapons) near the entrance to the West Sewers. 

And then there is the Moril Manor Courryard. Stock up on 
I-evitation potions first. The featured attraction in this large region 
off Moril Manor s North Building is a vast column of stone in the 
eastern chamber. Topped by an aqueduct and w^ashed by a steaming 
waterfall, it contains a lot of hidden stuff- Some of that stuff is 
valuable... and some of it is rather sad. 

We’ve mentioned the adamantium items in “Toujours Armor!" But 
near the bracers and boots, you’ll also find an unsigned letter 
entitled, “To Shara, on my Death." 

It’s the suicide note of a stalker (and not the corprus kind). It’s 
almost funny. 

Doubtless, some of you arc going to want to find this Shara. 

Sorr\'. There are no Sharas in Tribunal. Tw'o can be found back on 
VvaedenfeU: Shara (just Shara) in Shara s Yurt in the Urshilaku 
Ashlandcr Camp and Shara Atinsabia at the small F.laniiis Camp in 
the Grazelands. 


Norenen-dur 

This giant Dacdric ruin includes a pair of regions you may not 
have c.xplorcd. 

The Grand Stair, reached through the western passage at the first 
junction, is Undead City. It’s inhabited by five skeleton archers, two 
skeleton champions and three level-keyed tomb creatures. 

It really is a grand stair, with wonderful architecture (though no 
loot). On your way up, you’ll feel as though you’re headed for 
someplace majestic. 

Alas, the door at the top is blocked by a cave^in. It’s a majestic 
dead-end. 

And if all the high-level daedra coming at you in the Citadel of Myn 
Dhrur scared you off, you may never have spotted the entrance to 
the Basilica of Divine Whispers off in the corner. 

Interesting place. Think of it as a daedric museum. Arrayed around 
the great chamber, you will find statues of all four bad daedra and 
tw'o of the three good ones. (None of them can be activated; this is 
not the source ol a hidden dacdric quest.) 

Only Mcphala is missing. The three atronach attendants do not 
explain the omission. They are far too busy trying to kill you. 

No clisresjxrci to the god is intended. In fiict, there is no Mephala 
statue. (Remember the shrine to Mephala in the Morag Tong base 
under the Vivee Arena? It didn’t have one, either.) 


'V 


But w'e rather doubt the note was intended for either of them. 

How'cvcr, you can find the dead man’s remains in the water below', 
next to a small chest of gold. (Actually, there are three skeletons in 
the w-ater, all told — each accompanied by some loeit.) 
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Chapter Eleven: 
Bloodmoon Gameplay and Maps 


Creatures 


BONEWULF 


Type*. Undead 
Level: 10 
Health: 88 
Magicka: 50 
Faiigue: -MKl 
SuuJ: 50 


Combat Skill: 90 
Magic Skill: 50 
Best Attack 
Min/Max: 8-12 
Willpower: 50 
Agibiy: 50 




Magic: Immune to Pajaly^is, Regenerate 
Foul deast^<, brought into existence by blac^ magic. 


GRIZZLY Bear 


Tyix*: Creature 
Level: 10 
Health: 150 
Magickn: 50 
Fatigue: 500 
Srtiil: 100 


Combat Skill: 90 
Magic Skill: 50 
Be<t Attack 
Min/Max: 9-18 
Willpower: 50 
Agility: 80 


Magic: Regenerate 

Bears are all over Solstheim. If you see one, be careful. They're 
viaotis fighters. 


Plague bear 


Type: Creature 
Level; 10 
Health: 180 
Magicka: 50 
Fatigue: 500 
Soul: 100 


Combat Skill: 90 
Magic Skill; 50 
Best Attack 
Min/Max: 10-22 
Willpower: 50 
Agility: 80 


Magic: Resist Paralysis, Resist Magicka, Regenerate, Ataxia 
Diseased bears with a more powerful attach. 


Grahl 


Type: Creature 
Level: 20 
Health: 600 
Magicka: 50 
Fatigue: 1500 
Soul: 300 


(Honibat Skill: 100 
Magic Skill; 50 
Best Attack 
MinAlax; 20-50 
Willpower 50 
Agility: SO 


Magia Restore Health 
Dangerous to be sure. Their claws and ttishs rend armor and tear 
flesh. They unll attach alone or in pacl^s. 


HORKER 


Type: Creature 

Combat Skill: 80 

Level: 10 

Magic Skill: 50 ^ 

Health: 100 

Best Attack 

Magicka: 50 

Min/Max: 5-12 ^ 

Fatigue: 500 

Willpower: 50 

Soul: 80 


Magic: Immune to Frost 

Odd beojL<. Seem fairly docile, but they can be ciaous if promhed. 
They are strong sunmmers and fierce fighters, on land and in the sea. 


PLAGUE WOLF 


T) ^k: Creature 
Level: 5 
Healtij: 120 
Magicka: 50 
Fatigue: 400 
Soul: 50 


Combat Skill: 80 
Magic Skill: 50 
Best Attack 
Min/TMax: 7-12 
Willpower: 50 
Agility: 80 


Magic: Resist Paralysis, Resist Magicka, Yellow' Tick 
Another diseased animal with a more pouTiful attach- 
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Armor 


ARMOR TY?h 

WEIGHT 

SKILL 

valvl 

Enchant 

Health 

ARMOR Rating 

Ancient Stcrcl BtX)CS 

20 

Heavy 

40 

88 

75 

16 

Ancient Steel ('uirass 

30 

Heavy 

150 

200 

225 

16 

Ancient Steel Greaves 

18 

Heavy 

88 

25 

75 

16 

Ancient Steel Helm 

5 

Heavy 

60 

250 

75 

16 

Ancient Steel (iaimtlet 

10 

Heavy 

48 

20 

75 

16 

Ancient Steel Fauldron 

10 

Heavy 

48 

20 

75 

16 

Ancient Steel Tower Shield 

20 

Heavy 

100 

750 

180 

19 

Bear Boots 

!4 

Medium 

50 

20 

105 

15 

Bear Cuirass 

25 

Medium 

150 

60 

325 

15 

Bear Greaves 

10 

Medium 

120 

45 

220 

15 

Bear Helmet 

4 

Medium 

40 

20 

100 

15 

Bear Gauntlet 

4 

Medium 

40 

10 

80 

15 

Bear Pauldron 

7 

Medium 

60 

16 

100 

15 

Bear Shield 

10 

Medium 

1(X) 

20 

150 

15 

lee Armor Boots 

17 

Medium 

5000 

100 

200 

50 

lee Armor Cuirass 

27 

Mctliuin 

5000 

180 

1000 

50 

let Armor Greaves 

12 

Medium 

1000 

100 

600 

50 

lee Armor Helmet 

4 

Medium 

2000 

175 

500 

50 

lee Armor Gauntlet 

4 

Medium 

1000 

100 

31K) 

50 

Ice Armor Pauldron 

8 

Medium 

12000 

18 

550 

50 

lee Shield 

13 

Medium 

1000 

400 

400 

50 

Nordic Mail B<K)ts 

20 

Heavy 

5000 

85 

500 

66 

Nordic Mail Cuirass 

30 

Heavy 

5000 

400 

1000 

06 

Nordic Mail Greaves 

18 

Heavy 

2000 

80 

300 

66 

Nordic Mail Helmet 

8 

Heavy 

1000 

200 

350 

66 

Nordic Mail Gauntlet 

8 

Heavy 

1000 

m 

100 

66 

Nordic Mail Pauldron 

10 

Heavy 

lOOO 

m 

100 

66 

Nordic Mail Shield 

20 

Heavy 

1000 

lOO 

500 

66 

Snow Bear Bixjts 

14 

Medium 

5000 

20 

105 

35 

Snow Bear Cuirass 

25 

Medium 

1 0000 

60 

325 

35 

Snow Bear Greaves 

10 

.MetJium 

8500 

45 

220 

35 

Snow Bear 1 id met 

4 

Medium 

3500 

20 

100 

35 

Snow Bear Gauntlet 

4 

Medium 

2000 

10 

80 

35 

Sno%s' Bear Pauldron 

7 

.Medium 

2000 

16 

100 

35 

Snow Wolf Boots 

4 

Light 

5000 

20 

105 

35 

Snow Wolf Cuirass 

9 

Light 

lOOOO 

60 

325 

35 

Snow Wolf Greaves 

7 

Light 

8500 

45 

220 

35 

Snow Wolf Helmet 

7 

Light 

3500 

20 

100 

35 

Snow Wolf Gauntlet 

1.5 

Light 

2000 

10 

80 

35 

Snow Wolf Pauldron 

2.4 

Light 

2000 

16 

too 

55 

WW Boots 

4 

Light 

50 

20 

105 

15 

Wolf Cuirass 

9 

Light 

150 

60 

325 

15 

Wolf G reaves 

7 

Light 

120 

45 

220 

15 

W'olf Helmet 

2 

Light 

40 

20 

KK) 

15 

Wolf Gaundet 

1.5 

Light 

40 

10 

80 

15 

Wolt Pauldron 

2.4 

Light 

60 

16 

100 

15 

Wolf Shield 

8 

Light 

100 

50 

100 

15 
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Weapons 


WtAPON TYPK 

Sktu 

Hakds 

WEIGHT 

Value 

Enchant 

Health 

SPEED 

CHOP 

SLASH 

Thrust 

Berserker Silver Axe 

Axe 

One 

32 

1000 

65 

2000 

U5 

1-35 

1-22 

1-5 

Berserker Silver Batiicnxc 

Axe 

Two 

30 

1000 

100 

2000 

1 

5-50 

6-35 

1-5 

Berserker Silver Claymore 

Long Blade 

Two 

25 

1000 

150 

2000 

L25 

6-35 

3-30 

6-24 

Berserker Silver Longsword 

Long Blade 

One 

20 

1000 

80 

800 

i.35 

4-18 

4-15 

4-15 1 

Huntsman Axe 

Axe 

One 

24 

100 

50 

800 

1.25 

1-20 

1-15 

1-3 

Huntsman Bolt 

Marksman 

Thrown 

0.1 

5 

10 

10 

1 

3-3 

0-1 

0-1 

Huntsman Crossbow 

Marksman 

Two 

10 

500 

lOO 

650 

1 

25-25 

0-1 

0-1 

Huntsman l^ngswprd 

Long Blade 

One 

18 

500 

50 

800 

1.35 

M5 

M8 

M5 

Huntsman Spear 

Spear 

Two 

15 

500 

85 

900 

1 

1-7 

1-7 

1-22 

Huntsman War Axe 

Axe 

One 

32 

125 

50 

800 

1.25 

1-30 

1-20 

1-5 

Nordic Silver Axe 

Axe 

One 

32 

lOOO 

65 

2000 

1.25 

1-35 

1-22 

1-5 

Nordic Silver Baiilcaxc 

Axe 

Two 

30 

1000 

100 

2000 

1 

5^50 

6-35 

1-5 

Nordic Silver Claymore 

Long Blade 

Two 

25 

1000 

150 

2000 

1.25 

6-35 

6-30 

6-24 

Nordic Silver Dagger 

Short Blade 

One 

10 

1000 

70 

550 

2.5 

5-10 

5-10 

7-15 

Nordic Silver Longsw'ord 

Long Blade 

One 

20 

1000 

80 

800 

1.35 

9-28 

9-20 

9-20 

Nordic Silver Mace 

Blunt 

One 

30 

1000 

70 

3300 

1.3 

5-20 

5-20 

1-5 

Nordic Silver Shorts word 

Short Blade 

One 

15 

1000 

70 

500 

2 

6-12 

6-12 

9-15 

Rick ling Blade 

Long Blade 

One 

20 

350 

35 

500 

1 

13-28 

18-50 

11-23 

Rickling Lance 

Short Blade 

One 

10 

100 

80 

300 

1.3 

1-10 

1-15 

13-24 

Sialhrim Dagger 

Short Blade 

One 

5 

15000 

65 

800 

2.5 

10-16 

10-16 

10-16 

Stalhrim Longsword 

Long Blade 

One 

70 

65000 

80 

2500 

1.5 

4-40 

4-55 

5-50 

Stalhrim Mace 

Blunt 

One 

65 

40000 

200 

9000 

1.3 

5-45 

5-45 

2-6 

Stalhrim War Axe 

Axe 

One 

35 

50000 

250 

2000 

1.25 

1-40 

1-30 

1-5 


HOj 


Alchemy and Ingredients 


Ingredient 

Effects 

FIRST 

Second 

THIRD 

FOURTH 

Bear Pelt 

Drain Fatigue 

Fortify Strength 

Resist Common Disase 

Night Eye 

Bristlcback Leather 

Blind 

Frost Damage 

Resist Frost 

Recall 

Grahl Eyeball 

Resist Frost 

Night Eye 

Drain Magicka 

Fortify Strength 

Gravetar 

Resist Frost 

Drain Health 

Fortify Fatigue 

Drain Luck 

Hearrwood 

Restore Magicka 

Fortifj’ Agility 

Drain Strength 

Weakness to Fire 

Holly Berries 

Resist Frost 

Frost Shield 

Frost Damage 

Weakness to Fire 

Horkcr Tusk 

Drain Alteration 

Fortify Intelligence 

Fortify Maximum Magicka 

Detect Animal 

Human Flesh 

Forlily Health 

Drain Intelligence 

Drain Personality 

- 

Pinctcar 

Fortify Magicka 

Restore Health 

Drain Agility 

Drain Endurance 

Raw Stalhrim 

Resist Frost 

Frost Damage 

Paralyse 

Restore Health 

Ripened Belladonna Berries 

Resist Magicka 

Restore Magicka 

Fortify Magicka 

Drain Magicka 

Snow Bear Pelt 

Drain Fatigue 

Fortify Speed 

Resist Common Disase 

Night Eye 

Snow Wolf Pelt 

Drain Fatigue 

Fortify Speed 

Resist Common Disase 

Night Eye 

Un ripened Belladonna Berries 

Resist Magicka 

Restore Magicka 

Fortify Magicka 

Oram Magicka 

Wolf Pelt 

Drain Fatigue 

Fortify Speed 

Resist Common Disase 

Night Eye 

Wolfsbane Petals 

Restore Intelligence 

Invisibility 

Drain Endurance 

Drain Magicka 






SI: northwest SOLSTHEIM MAP; 


1. 5%tahini9fi s Gorge: An almost airless grotto you’ll explore in the 
main quest s W^jter Stone mission. (See #3 and #13.) You‘ll have 
to retrieve the Water of Life from il$ inner sanctum. However, if 
you try to visit it before die quest goes “live/* you’ll find the 
entrance blocked by ice. 

2. Merely a round dark spot on the sea bottom. We know 
somebody s going to notice it, and try to swim into it or activate 
ii. Hey, you- Stop. Go kill i rick ling or something. 

3. The Swimmen The black horkcr that will lead you north to 
Stahl man’s Gorge in the Water Stone quest. See #3 and #13. 

4. You might find a berserker or tryse hag here. But this encounter 
is aimed more at a Level 40 character, which has a much better 
shot of finding a riekling raider or tusked bristleback boar. 

5. The standard Muesring Mountains critter cluster. Low level 
characteis w ill probably face a bear, with the usual five percent 
chance of a fryse hag or berserker. At Level 5, ahnsdeback. boar 
replaces the bear At Level 20, a riekling raider replaces the boar. 
At Level 40, add another raider and another boar to the equation. 

6. You’ll find an enchanted riekling lance called Frosigore un the 
bottom of dijs frozen inlet. 

7. Thortnoor Gray-Wave: A former ship’s captain stands on a high 
rock here. He has the wor$i case of insomnia you’ve ever seen. In 
his miscellancou.s quest, you can help him go beddy-byc. (Sec #4 
on the Southwest Solsthcim map.) If you complete the quest and 
report back tt> Ciray-Wavc, he’ll vanish from this location when 
you leave the area and re-appear at the Thirsk mead hall. (See 
#S4 on the Northeast Solsthcim map.) 

8. The standard Isinficr Plains critter cluster. At low levels, you’ll 
probably find a wojf and a bear, wbih a five percent chance of a 
berserker or fryse hag. At Level 10, a bristleback lx>ar replaces 
the wolf. And at Level 40, a boar or riekling raider appearing 
replnce* the bear. We have ;k> infoinidUon on die evaporation of 
this virtual wolf, but suspect the bear goes ofY to hibernate. 

9. The Mortrag Glacier: You may wonder at this region's relative 
emptiness. Or should w'e say apparent emptiness. The main quest 
endgame is set inside the glacier. You can't get in before then — 
you’re ^appcd there when the time comes - and you won't find 
anything there before or aftcrw'ard (except for a different graphic). 

10. Varstaad Caves; A huge but ladicr tame cave — especially if you 
have a bw-leve) character. The chest loot j about average, and a 
lot of stuff is lying around kx^sc - an emerald here, 100 gold 
there, a silver longsw'ord over there. We siisf)cct ir’s designed 
principully as a convenient place to sleep while you’re out 
practicing population control in the tundra. 

11. bec 

12. Potentially, you could face up to five riekling raiders here. Two 
are very likely (an 80 percent chance of each) to show' up if you 
have a low’-lcvcl character. Another is likely (a 60 percent chance) 
to appear if you’ve hit I^vd 20. Another may appear (a 40 
{xrrecni chance) if you’ve reached Level 40. And the fifth is a long 
shot; there's a. 20 percent chance it w ill appear to harass a Level 60 
character. (Note that this is a pretty standard setup for riekling 

I aider encounters.) 

13. The Water Stone: In the main quest, this standing stone sends 
you to find the Sw-immcr (sec #3). You'll follow' it to Stahlman’s 
Gorge. (See # 1 .) 

H.Sce #5. 

15. A snow wolf liKation - one of five cm Solstheim. If you collect 
this creature's pelts and take them back to Brynjglfr (he has a 
little shop behind Thirsk; see #53 on the Northeast Solsthcim 
map), he’ll use them to make custom armor for you. The other 
wolves are at #40, #43, #44, and #59, 

16. See #8. 

l7.See #8. 


18. Sec #8. 

19. A nice chest of bodily-restoration scrolls decorates the bottom of 
this frozen inlet. 

20. You were expecting maybe the Dagoth Ur Retirement Party. ^ 
Critters, what else? See #5. 

21.See #5. 

22. Up to three riekling raiders. A low-level character w'lll probably 
find one. A second is likely to kick in at Level 20. And the third 
may appear at Level 40, 

23. Donirac: A squarc'shajwd dungeon full of fryse hags. And we 
really do mean full. Even a low-level character can find up to a 
dozen. And, conceivably, a Level 20 character could find as many 
as 18. In Domme’s innermost recess, you’ll find a small chest 
containing 5(X)gold, 

24. Three guesses. If you gel it wrong, the rest of the pages will 
instantly become glued tugether. (See #5.) 

25. An encore appearance of #12. 

26. See ^5. 

27. The only wolfsbane plant growing on Solsthcim. It’s atop 
Hvitkald Peak, and you’ll be sent to gather its petals in a miscel- 
laneous quest (see #63) to cure lycanthropy. You can also find the 
petals at l^assnr’s House in the Skaal Village. See #25 on the 
Northeast Solsthcim map. 

28. Up to seven riekling raiders. (Y'ikcs.) A low-level character will 
probably face two, a Level 20 character as many as three, a Level 
40 character as many as five and a Level 60 character ... 

29. See #5. 

30. This is pretty much the same thing ,is in #29, except without 
the wolf. 

31. Up to nine w'olvc.s. You're OK if you just have a basic character; 
then you should face no more than a couple oflow-levcl 
creatures. But at Level 10, these turn into two not-so-low-lcvel 
wolves, and, at l^vel 40, fairly nasty' wolves. A couple more 
wolves are added at Level 20, tw'o more at I^vcl 40 ,and three 
mure at Level 60. 

32. The Cave of Hidden Music: Y'ou’ll get to play a link game of 
Simon in this tw'o-section cave during the Earth Stone segment of 
the main quest. (Sec #1 1 on the Southwest SoKrheim map.) It’s 
home to eight draugr and some loot (chests and loo 5 c jew'cls, gokl 
and potions). The linked Chamber of Song has none of the 
former — no enemies at all. in fact, save for your memory - and 
more of the latter. 

33. CavcTTis of Karstaag: You'll use this umlcrw'aicr door to get into 
Castle Karstaag in a Human Side mission to investigate the mass 
death of Solsthcim horkers in the later stages of the main quest. 
My god, it’s full of grahl! 

34. Bcnkongcrjke: A big ice cave full of nasty ice things - as few as 
five and as many as 15 - w'ith a little chest of gold at the bottom. 
Mercifully, you can avoid most of the nasty things and cop an 
unusual enchanted robe (one of questionable usefulness) in one of 
the Not-Quite-Quests quests in the “Freeform” section. 

35. Castle Karstaag’s Towen Levitation s required to reach the single 
riekling in here and the daedric pauldron he’s guarding. (It’s 
squirreled aw'ay in a corner behind him.) To the best of our 
knowledge, this is the only piece of daedric equipment on Solsthcim. 

36. CasUc Karstaag’s riironc Room: You II use this entrance to enter 
the ca.stle in a Wcrcw'olf Side mission to put down a riekling coup 
in the later stages of the main quest. 

37. RiekIiiig raiders Those erhters work for Karstaag. YVu’ll 
probably face just two if you have a low'er-lcvel character, but as 
many as four if you've hit Level 20 and as many as six if you’ve 
hit Level 40. And if you've readied Level 60, maybe three more 
on lop of that (though the odds of few to no additional raiders 
appearing are iu your favor). 
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SI: Northwest Solstheim Map (continued...): 


75. Lcg^c: A criwer den ~ three wolves on one side, three bears on 
the other — that was once home to people. You can clear it out in 
uiic of the Not-Quitc-Quests in the “Freeform” section. 

76. A bear at lower levels gives way to boars or riekling raiders at 
higher ones. Oh, and you may find the usual berserker or frysc hag 
at all of them. 

77.Sce#5. 

78.vSce #5, 

7y.Sce #6. No, lust pulling your chain. See 

80. Rolf Long-Tooth, Sattir the Bold and Grerid Axe-Wife: This is 
the parly you’ll accompany in the ritual “Ristaag” hunt for the 
Spirit Bear (see #16 on the Northeast Solstheim map) in the 
Human Side portion of the main quest. Along the way, 
werewolves kill and Sattir and Grerid, and you’ll have to verify 
what’s become of tlicm. 

81. Two Skaal iriickers. They’re the ones hunting the Spirit Bear 
when you play the Werewolf Side of the Rist.iag quest. As a 
werewolf, you’ll have to kill at least 10 like them to force the 
Skaal to abandon the hunt, and then kill the l>c3r itself. (See #16 
on the Northeast Solstheim map.) You'll find another tracker at 
#15 on the Northeast Solstheim map. 


82. See #8. 

83. Gloomy Cave: On w'ay or another, you’ll wind up in here in the 
miscellaneous quest to cure your lycanthropy - either to be 
assigned ingredient hunts by the two of the three resident 
Glenmnril witches (after an initial encounter at the Altar of 
Thrond; see #63), or to find their well-hidden Scroll of the Wolf 
Eader. 

84. Up to four riekling raiders, depending on your character’s level. 

85. See #8. 

86. Groan: Did you ever wonder who sews up the inevitable embar- 
rassing holes in the berserkers’ underwear when it gets caught on 
a branch.^ We suspect it is the berserker ”dcn mother” at the 
bottom of this good-sized dungeon. She’s got a hcckuva magic 
helmet and 900 gold, loo. You just have to punch through five to 
15 berserkers (depending on your character’s level) to reach her 
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S2: Northeast Solstheim Map; 

1. Dead Horkers. Late in the main quest, 82 of these seal-like 
creatures turn up dead on Solstheim — 13 of them in this region, 
the largest concentration in the game. At the behest of the SkaaJ 
shamaD, you'll investigate the slaughter to determine if the 
deaths are the work of riek lings. (It’s actually a sign of an 
unfolding prophecy.) 

2. As many as fivcNord raiders, known as reavers, wait here to 
ambush travelers using the stone bridge over an inlet formed by 
the confluence of the Harstrad and Isild Rivers. Tw^o are hitters 
and three are archers, and if you have a Level 30 or Level 50 
character, they have them, too. A mean little gang. 

3. Skygge: A rogue necromancer and his two apprentices have set 
up shop in this cave. (They've also conjured a few unde,id pests to 
harass you on your way in.) The loot’s OK, chough we sus|>eci 
you'll do better searching the bodies than the crates and barrels. 
But that's not the reason to plunder this small dungeon. Given its 
pro.vimity to the Skaal V’illagCf Skygge s a good place for a 
w'crewolf character to hide out at night — and the necromancer s 
juuriiaj introduces you to a miscellaneous quest in the Rimhull 
ice caves. (See #9 and #25.) Note that, innocently, it also nudges 
you towaril a less -than -optimal solution. 

4. The standard Felsaad Coast critter cluster. A low-level character 
w’ill probably run into two ricklings (the un mounted variety) 
and po:»5tbly a berserker or frysc hag. At Level 10, a tusked 
bristleback boar replaces one of the rieklings and, at L.cvcl 20, a 
nckling raider replaces the U>ar. At l^cvel 40, a boar or a raider 
replaces the other rickling. 

5. The standard Uinfler Plains critter cluster. VV^iih a low-level 
character, you'll probably find a w'olf and a bear, with a small 
(five percent) chance of a berserker or frysc hag. At Level 10, a 
h<3ar shows up instead of the wolf and, at Level 40, a boar or a 
riekling raider replaces the bear. 

6. See #5. 

7. well house. With Lassnr’s key or a gift for lock picking, it's also 
the backdoor into the Rim hull ice caves, (See #3, and #25.) 

8. See #4. 

9. Rimhull: You 'll search this ice cave in a miscclLincous quest What 
precisely you search it for dc|.xrnds w'hcrc you pick up the quest If 
you get it from Licsnr in the Skaal Village (see #25), you’re looking 
for Jus lost son, Tymvaul, w'ho supposedly fell down the w'cll. If you 
got it from the necromancer s journal (sec #3), you’re after a magic 
item called the Mantle of Wc>e. (In that event, woe to pjna Tymvaui.) 

lO.Scc #4. 

U.Graring's House: Three outcast Nords live here. In the Falco 
Galcnus side of the later Raven R(Kk Quests, you'll be sent here 
to learn about the magical “ice'' known as Stalhrim. In the 
Carnius Magius side of those same quests, you’ll be sent to kill 
them and obtain a special pickaxe. If you chose the Galcnus side, 
Graring’s subordinates, Hidar and Aenar, wdli eventually make 
armor and weapon for you using Stalhrim harvested from the 
island's many tombs. (If you kill them, you can still get the gocKfi 
through Magius, but now they each require two Stalhrim pieces.) 

12tCovenUna Cclata: If you take Galcnus' side, this assassin will 
appear at this spot w'hcn you arrive on the scene and try to kill 
the three Nords (in #1 1). You'll have to kill her to save them. 

H.Brandr and Ema the QuieU They’re in love. Brandr’s married. 
His wife, Kjolvcr, w^ants Erna dead. In a ndsccllancous quest, 
she’ll hire you to do the deed. (Sec #31 on the Southwest 
Solstheim map.) A nasty business any way you slice it. 

14. See #4. 

15. Anotiter anonymous Skaal tracker from the Werewolf Side ol 
the Risraag quest- (See #H1 on the Northwest Solstheim map for 
the other two.) 


1 6. The Spirit Bean The conjured creature that is hunted in the 
ritual hunt known as the “Risiaag." Whether playing as a human 
or a w'erewolf, you'll have to kill it in the main quest. 

17. Haakon's Lucky Break: A nice magic staff, which you’ll find 
lying on the bottom of Lake Fjalding. 

IS.Sec #5. 

19.Scc #5. 

20. This semi-sunken longboat has a very bright, long-lasting lantern 
on board. 

2L There arc two chances (each five percent) that a berserker or 
frysc hag will turn up here. 

22. The Shamau's Hut: Here you^ll meet Korst Wind-Eye. With the 
disappearance of Skaal Village chief Tharsten Heart-Fang. 
Wind-Eye becomes the main quest quest-giver. As the game 
progresses, you'll find him in other locations - beside Lake 
Fjalding and then in front of the Greathall. 

23. The Greathaib Here you'll make your initial contact with the 
Skaal. Chief Tharsten Heart-Fang w ill give you your first Skaal 
quests. Later, you'll defend the hall against a wcrcivolf attack. 
And w’hcH it’s all over, youll find a neat Easter Egg hidden here. 

24. Ingmars House: You'll either help out this young fellow (or 
utterly disgrace him) in a miscellaneous quest at the Valbrandr 
Barrow'. (See #51 on die Southeast. Solsihcim map.) If you return 
here bier after a successful ending, he'll supplement your reward 
w'iih a nice prize. If you return here after you mess up the rest of 
his life, he'll try to pull your brain out through your nose. 

25. Lassnr's House: In a miscellaneous quest, you can search the Rimhull 
ice cave Ixneaih the village lor Lassnr's missing son. (See #*^.) For 
Tymvaul’s sake, let's hope you get die mission from bis old Dad, 
rather than the from the Skygge necromancer’s journal. (See #3.) 

26. Ema the Quiet s House: You have to kill Ema in a miscellaneous 
quest. (See #13 on this map and #31 on the Southw’est Solstheim 
map.) If you somehow' missed her appearance dowu by the Isild 
River, a note she's left here for her paramour will push you in the 
right dircaion. 

27. Broiirod the Roarers House: The local healer. 

28.lce-ManeY Hut: In the main quest, you'll be asked to investigate 

the purported theft of furs from Rigmor Hallhand's house. Engar 
Ice-Manc stands accused. He's out in ihc village, doing his Mel 
Gibson imitation, but you’ll find his wife, Risi, at home. Her 
comments are subtly revealing. (Not so subtle is an incriminating 
letter you’ll also find here.) 

29.Engmar Jcc-Manc: And here's the man himself. Not that he's 
particularly helpful in his ow-n defense, but we thought maybe 
you'd like a look at him. 

iO.Rigmor's Hue: Rigmor HallEand is Ice-Mane's accuser He’s at 
home. And let’s just say he's less than stoic w'hcn confronted with 
the evidence of his duplicity. 

3l.7’he pen that holds the tribe’s three ceremonial w'oivcs. If at the 
end of the ’’Stolco Furs" quest you condemn Rigmor Halfhand to 
death-by wolf (the other choice is exile), hell march into the pen 
on his own. (You can change your mind and try to kill the w'olvcs 
before they kiU HaJfhand.) 

32.Sncdbrir the Smith: He'll buy, sell, and repair weapons and 
armor. Hi.s barter gold of 2,500 is the best on the high side of the 
island. And wx don’t see anyone’s name on the stuff he’s got lying 
around outside his shop.. .. 

33. Man, w'cVe just a click out of the Skaal Village, and the critters 
start right in again! This is the standard Felsaad Coast bunch 
again. (See #4.) 

34. The Beast Stone: You’ll visit this standing stone in the Ritual of 
the Gifts segment of the main quest - proluibly first of the six, 
since it’s so dose to the village - and will be sent off to rescue The 
Good Beast (Sec #41.) 
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S2: Northeast Solstheim Map (continued...): 


35. Rickling raiders — a whole bunch of them. A lower-level 
character won’t find more than two. However, a Level 20 
character could face three, a Level 40 character six, and an 
unlucky Level 60 character could go up against eight. (This is 
unlikely, however, as there is only a 20 percent chance that each 
Level 60-specific opponent will appear.) 

36. See #4. 

37. Caves of Fjalding: As a supposed test of strength, Korst Wind- 
Eye will send you into these caves to kill a draugr lord named 
.'\csliip. The entrance is right below the flames at lake center. 
(Note that you can’t get in here until the quest goes “live.’’ Try 
and you’ll jind the door covered with ice.) Inside, you’ll find six 
draugr and four bonewT)lves. Beyond lies Aesliip s Lair - he’s not 
what you’re probably expecting — and, beyond that, caves 
containing 10 imprisoned frost atronachs. (You just knew the 
daedra were going to turn up somewhere on Solstheim!) 

3S. A skeleton with an axe embedded in its skull lies at the bottom of 
the lake. In its inventory is a note that can put you onto the 
location of the Snow Prince’s helm ~ one of the Not-Quitc- 
Qucsis quests in the ‘'Freeform section.” (Sec #56 on the 
Northwest Solstheim map.) 

39. The JUalr of the Udyrfrykie; When the flame from the lake melts 
the ice scaling the entrance to this lair, the thing inside attacks 
Thirsk...and you can get a very elaborate miscellaneous quest 
that includes putting dow'n this legendary monster. A very neat 
reward sequence, tool (See #54.) 

40. Some pairing of berserkers or frysc hags may appear here. 

41. The Good Beast; This b the while bear you’re sent off to find in 
the Beast Stone quest. You’ll need to kill the five ricklings that 
are hunting it, then get the bear to cool down and follow you 
back to the Beast Stone. (Sec #34.) 

42.1$inficr Plains critters. See #5. 

43. Felsaad Coast critters. Sec #4, 

44. See #4. 

45-See #4. 

46.Sec #4. 

47. Sec #4. 

48.Sjobal: This ice cave is home to another of the Not-Quitc-Qucsis 
quests - this one involving the deaths of three escaped Argonian 
davcj at the hands of an intimidating Uunmer assassin. Who 
happens to be standing right over there. You lookin’ at me? 

49. See #4. 

50. Sec #4. 

51. Another of those super-rare lone werewolves may appear here. 
.An Imperial baitlcmage in his previous life, this Level 55 
underwear ad will come up as “Confused Lunatic” during 
daylight hours. If you WMnt to sec what he’s like at night, drop in 
around 8 p.m. for a meal. His. 

52. And here’s another one. They must be homing in on the smell of 
Thirsk’s mead. If you find this Level 65 Ore during daylight 
hours, he’ll come up as “Wandering Lunatic.” 

53. Br> njolfr the armorer has a little shop back here. Among other 
things, he’ll make custom armor from snow wolf and snow bear 
pelts. You just provide the fur and the financing. (He’s also 
helpful in a miscellaneous quest involving a missing Imperial 
Cult acolyte. See #18 on the Southeast Solstheim map.) Note that 
the Nordic silver shortsword on the table (the one closest to the 
door) and the repair equipment outside is gn-owned and so may 
be swiped with impunity. 

54. Thirsk: This Nord mead hall turns up in four miscellaneous 
quests, it’s where you’ll meet sleepless sea captain Thormoor 
Gray-Wave to collect your reward after he’s had a little nap. (See 
#7 on the Northwest Solstheim map.) It’s where you can cither 
catch up to imprisoned lmp>crial Cult acolyte Mirisa — or lose her 


trail again. (Sec #H and #18 on the Southeast Solstheim map.) It’s 
the center of a two-tier quest (offcrcil at the mead hall by Svenja 
Snow-Song after you’ve completed the ”Siolcn Furs” segment of 
the main quest) that ends with your ascension to the leadership of 
the Nord clan at the hall. And you can buy a pair of useful books 
from Bereditte )alast - one of which will impress Ulfgar the 
Unending. (See #57 on the Southwest Solstheim map.) 

55. Remember all the good stuff you found in hollow tree stumps 
back on Vvardcnfcll? Well, you could put all of it together and 
inuHipk it by 10, and it would still be nothing compared to 
what’s in this one. 

56. The standard Felsaad Coast critter package from #5 -- but with 
another would-be appearance by a berserker or frysc hag thrown 
into the mix. 

57. G)enschurs Tomb; You’ll visit this small tomb, defended by 
draugr and bonewolves, during the Wind Stone segment of the 
main quest. Objective: Release the wind from the (kccily Man’s 
bag. (Sec #74 on the Northwest Solstheim map.) It also has a 
single Stalhrim casket. 

58. A potential tliicket of rickling raiders. A Igw-lcvcl character will 
face no more than one, a Level 20 character no more than three, 
a Level 40 character no more than five and a I..evcl 60 character 
no more than eight. 

59. See #4. 

60. See #4. 

61. Frossel; A small ice cave where the rickling keep bristleback 
boars. Pretty decent loot. The note on the dead thief inside the 
boar pen points to a stash in a cave colled Fjell - another of those 
Hide Not-Quitc Quests in the “Freeform” section. (See #2 on the 
Southeast Solstheim map.) 

62. See #4. 

63. See #4. 

64. The Tombs of Skaalara: In the main quest, you’lJ visit this large 
tomb either to steal the Totem of Claw and Fang away from its 
10 werewolf defenders - or, as a werewolf, to protect it from a 
dozen Skaal warriors trying to liberate it. It opens up only when 
these quests go “live”; if you visit it earlier, you’ll find the door 
blocked by a snowdrift. The loot’s nothing to write home to 
Balmora about, but don’t forget the two Stalhrim caskeus, 

65. Another packet of rickling raiders. A low-level character will 
probably face one. A Level 20 character will probably face two. A 
Lcv’el 40 character may face three. And a Level 60 character 
could conceivably face six. 

66.Sce#4. 

67. See #4. 

68. See #4. 

69. More rickling raiders, but arranged a little differently than in 
#65. A low-level character will still face one and a Level 20 
character two. But a Level 40 character may now face as many as 
five and a Level 60 character up to seven. 

70. A slightly toned-down version of the Felsaad Coast crincr 
cluster. A low-level character will face a rickling and maybe a 
berserker or fry'sc hag. At Level 10, a boar replaces the rickling 
and, at Level 20, a rickling raider replaces the boar. 

71. See #4. 

72.Gyldcnhul Barrow; This is the enemy-free barrow to w'hich 
Thormoor Gray- Wave directs you after Geilir the Mumbling 
lifts his curse and allows the captain to finally sleep. (See #7 on 
the Northwest Solstheim map, #4 on the Southwest Solstheim 
map and #54 on this map.) It will make you quite rich, and we’re 
not even counting the two Stalhrim caskets. 
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Supply Ship Wreck; The supply ship bound for the East Empire 
C’umpany colony at Raven Rock rnn aground here. Y'ou’lJ have to 
hrul the site and, optionally, lead survivor Apronia Alfena to 
safety and salvage pick axes from the cargo in an early Raven 
R(K'k quest. ( Alfena's concealed by the ship's prow. Five pick axes 
are m the hold and one is in the cabin.) I^ter in that series of 
faction quests, when you're assigned to deliver a status refHjrt, 
you may find colony “Factor” Carniu.s Magius at this site. 

Three draugr (Nord zombies) that have eaten the supply ship’s 
crew and killed its captain. 

The typical Isinfier Plains critter cluster. At low levels, you’ll 
(jrabably face a wolf and a bear, with a small chance of a 
berserker or fry'se hag showing up as well. At Level 10, a tusked 
bnsilcback boar replaces the wolf. At Level 40, another boar or 
neklmg raider replaces the bear. 

Geilir the Mumbling s Dw-cUing: This shipwTcckcd wizard 
figures in iw'o linked miscellaneous quests. In one, he’ll send you 
to the Koibjorn Barrosv to re.sciie kidnapped companion Oddfrid 
White-Lip. (See #45.) In the other, he’O lift the curse of eternal 
wakefulness he placed on sea captain Thormoor Gray- Wave. (See 
#7 on the Northw'cst Solstheim map.) 

See # L 
See #3. 

The typical Hirstaang Forest cnitcr cluster- At low levels, you’ll 
probably find a low'devcl wolf and, possibly, a berserker or fr)'sc 
hag. At Level 10, a bear replaces the wolf and, at Level 20, a 
spriggan replaces the bean At Level 60, you^ll find an additirinal 
-^priggan or tiear. (No riekhngs. These “ice goblins” tend to stay 
in the north.) 

Bloodskaa] Barrow: You’ll find a nice enchanted sw^ord in this 
tomb in a very brief miscellaneous quest — and find the taking is 
easier than the keeping! It's also one of three tombs that contain 
three pieces of Stalhrim, 

Another of those ultra-rorc rogue wcrew'olves. This Iwcvcl 88 
Breton appears by day as a “Gibbering Lunatic.” At mgJu, we 
snspeU, he slavers instead of gibbers. 

10. Like #7. but w'ithout the extra tier for Level 60 characters. 

ILThc Earth Stone: Another of the six standing stones involved in 
the Ritual of the Gifts quests you'll perform for the Skaal as part 
<if the main quest. This one sends you off to the Cave of Hidden 
Music to learn “The Song of the Earth.” (See #32 on the 
NYuthwesi Solstheim map.) 

12. The creatures in this section of the Hirstaang Forest arc 

scattered, and it’s hard to describe true clusters. But you’ll find 
Level 60 encounters in a rough east-west band across the central 
forest region (noted here), and potential encounters w6th 
berserker or fryse hags toward tlie western coastline and near the 
snowline to the cast. 

13-( )ne of five snow bear locations. You can harvest the pells from 
these creatures for use by Br>'njoIfr at Thirsk in custom armor. 
(See #53 on the Northeast Solstheim map.) The other snow bears 
can be found at #48 and #73 on this map and at #78 and #80 on 
rhe .Southeast Solstheim map. 

H. A Hirstaang Forest critter duster. See #7. 

15. Reavers! As usual, there are probably four of these Nord raiders. 
As usual, two are probably tw'o archers. And, as usual, they’re 
likely to he w ildly aggressive and to give you a na.sty battle — 
especially at higher levels, 

16. An Isinfier Plains critter cluster. See #3. 

17.Sec #3. 

18. An Isinficr Plains version of #10, but with no additional creatures 
(beyond a possible replacement hoar at Ix'vel 10) tor higher 
player levels. 


9. 


19. See #7. 

20. Welcome to Raven Rock - the fiast Empire Company’s germinal 
Solstheim colony. Initially, the buildings noted in this entry' and 
the seven that follow don’t exist; they’re built at these locations as 
you make your w'ay through this series of faction quests. For 
instance, #2U indicates three sites at which, after completion of 
the Raven Rock Quests, you can build the Factor’s Estate. (Two 
arc at the cast end of the colony.) 

21. Watch Tower If you take Carnius Magius’ side in the pow er 
struggle over the colony, you’ll use an enchanted arrow to 
assassinate Magius’ rival, Falco Galenus, from atop this towTr. 

22. Trader If you chose to build a Trader shop instead of a Smith in 
one of the Raven Rock quests, it’ll go up here. There’s no right or 
wrong here. Proprietor Sathyn Andrano has a generous 10,000 in 
barter gold, some useful potions, and one item that’s iust kind of 
quirky. Sec also #26. 

23. Mine Entrance: Once you clear Hroldar the Strange aw'ay from 
the entrance, this building affords access to the colony’s large 
ebony mine. You’ll visit dus oval spiral at least a half-dozen limes 
in the course of the Raven Rock Quests - to spy on an ebony thief 
(or assist him, depending which side you lake), to chisel a 
St,ilhrim sample Irom a casket in a ncwly-di$covered Nord burial 
chamlKr, to examine the rwits of some peculiarly h.trdy trees, to 
recruit a colony guard, and to repel an invasion by seeming Skaal 
warriors. Players w'ho’vc made it all the way through the quests 
and been named colony “Factor” will also find the architect of 
their dream house down thcrc- 

24. Uryn Maren s House: Y^ou’ll search the house ol this ebony thief 
in one of the Raven Rock quests — looking for evidence if y<iu’rc 
on the ”g(K>d” side and try ing to cover it up if you’re not. 

25. Dock: Initially, boat transportation to Raven Rock is one-way 
only, and if you're going back to Fyri Frosimoth, you’ll either 
have to walk or Recall to a pre-set Mark. But after Phase One gf 
construction is complete, Vgresa Alver starts service from Raven 
Rfxk to the fort. In one of the colony quests, you'U have a erm- 
froniation here w'ith an unpleasant ore-hauler who’s trying to 
extort an extra payment. 

26. $mith; If you decide to build a Smith instead ofa Trader in one 
of the Raven R(xk quests, it appears here. Again, there’s no right 
or wrong, thrmgh a Smith is more practical choice. Operator 
Sabrina VYiellia has the same 10,000 in barter gold as the Trader, 
and she’s actually got some decent items on her shelves. . .and, 
yeah, one quirky one. See also #22. 

27. Falco Galenus: The lace of authority at the R,ivcn Rock colony, 
Ci.alcnus is effectively your quest-giver through the early stages of 
the Raven Rock quests. (Even if a quest originates w ith colony 
Factor Carnius Magius back at Fort Frostmoih, it’s (laicnus w'ho 
typically will supply the details.) And if you back him m his 
struggle W'ith bad-guy Magius over the fate of the colony, you’ll 
w'ork w ith him tliroughout these quests. (On the other hand, if 
you throw' your lot in with Magius, you’ll wind up working at 
cross-purposes and eventually have to assassinate Galenus.) 

28. Ban Actually, it’.s an inn, and you’re sure to visit it both to rest 
and in the course of quests. In Raven Rock missions, you’ll come 
here to get suicidal Selcr Favcinim to cool off, recruit Afer 
Flaccus as a colony guard (sec #39), and hof>k up with tree- 
jxiisoncr Unel Lloran. (See #38.) Y"ou can also collect a miscella- 
neous quest from .Ahmer nobleman Athellor, who’s looking for 
evidence of the existence ol the “Falmcr” elves. (See #50 on the 
Northwest Solstheim map.) 

29. See #7. 
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30. Kclscdolk Barrow: Unlike the tw^o advcniurcri whose bcxlies 
youll find vvithin»a low-level character should find this barrow 
easy pickings. At worst, you'll face only a bonewolf. At I-cvd 10, 
die bonewolf gives way to a dtaugr or greater skeleton chanoipif>n 
and^ at Level 20, to a draugr. At Level 40, you may face an 
.Klditional encounter w^hh a greater skeleton champion or draugr 
— and as many as rhree more on top of that if you’ve reached 
Level 60. The Icwt i$ limited to whatever’son the adventurer's 
Udies - and a single Staihrtm casket. 

Sl.Kjolvei's Dwelling: In a miscellaneous quest, the bitter woman in 
this ice cave asks you to kill her husband's lover. Erna the Quiet 
can be found with her boyfriend, Brandc, along the Isild River 
southw est of the Skaal Village. (See #13 on the Northeast 
Solsrhdm map) 

32. See #3. 

33. Probably a bear and maybe a berserker or Iryse hag at low'er 
levels. At Level 40, a boar or rickling raider may join the fray. 

34. Sec #3. 

35. Sec #3. 

36. l.ikc #7, but missing the bcrserkcr/frysc hag component, which is 
some distance to the cast. 

37. A critter cluster. See #7. 

38.Spnggans — four of 'em, originating in three Waiions. In a Raven 
Rock quest j you have to clear out the leafy female creatures that 
,irc gathering at a grove at the cast end of the colony. Beware: 
They regenerate like weeds and you’ll have to cut each down 
three times before it stays dow'n. 

S^.Gamas Uvalcn: The hardest to find of the three colonists you can 
recruit to serve as guards, (He’s just arrived, so you w'oa’t have 
much of a frame of reference.) 

40.“nrvel Balen: If you’ve hacked Carnius Magius in the Raven 
Rock quests, youll have to pick up this messenger at Raven Rock 
.■md lead him into harm s w'ay so the report he’s carrying never 
arrives. Not a huge challenge in the wolfy woods to the southeast. 
If harm doesn’t come hi.s way, it’s wailing near Fort Frosimoth in 
the form of Hroldar dbc Strange s two wolves. (See #16 on the 
Southeast Solstheim map.) 

41.See #7. 

42.See #7. 

43. See #7. 

44. Exactly the same deal as in #36. 

45. Kolbjom Barrow: Jn this tomb, you’ll find three Stalhrim caskets, 
just a pair of draugr defenders, and Oddfrid White-Lip. Return 
Whitc-Iip to Geilir the Mumbling (see #4) and you’ve satisfied 
the conditions of twx) quests - both Geilir’s and the one from 
sleepless sea captain Thormoor (iray-Wave. (See #7 on the 
Norihwcst Solstheim map.) Oh, by the way, Oddfrid Whtte-Lip 
IS a skull, Even so, translated by Geilir, she will offer an 
interesting take on your future - especially if you’ve finished the 
main quest. 

46. See #7. 

47. See #7. 

48. Another mow bear, just south of a stone arcb. (See #13.) Chances 
arc it s not alone. A low-jevel character w ill probably face a low'- 
level wolf. At Level 10, you may face a bear instead and, at Level 
20, a spriggan. 

49.See #7. 

50. You’ll probably find a whole lot of nothing here - unless the 
berserker or fryve hag shows up or your character is Level 60 or 
better In that case, there’s a 40 ^vcrccnt chance of a spriggan or 
bear putting in an appearance. 

Sl.See #7. 


52. The rocky stretch of beach at the tip of this peninsula looks like a 
peffcci spot for smugglers. The smugglers thought so, too. \’c>u’ll 
find as many as three of them here. We don’t know exactly what 
they^rc up to here - just that they really, really don't want to talk 
about it. 

53. See #3. 

54. Eddard Barrow; Don't worry about the tomb critters. This place 
is all set up to w'ail on I^vd 60 characters, but a novice can get 
aw'ay with ju$t killing a booew'olf (and even that may not even 
appear). There's great loot in the chests in the middle of the inner 
room. (Just mind that they’re very locked and ver>' trapped.) 
There’s a Stalhrim casket here, too. And given that this is an 
easily recognizable landmark, Eddard is perhaps diat most 
convenient place to pick up the ripened belladonna required for 
the lycanthropy cure in a miscellaneous quest. (See #63 and #83 
on the NorthwTst Solstheim map.) You *11 find three plants just 
outside the tomb. 

55.Scc #3. 

56. Call animal control. Someone let the wolves out. In this clearing, 
even a character that headed straight from the Imperial Prison 
Ship to Fort Frostmoth is likely to find three low'-lcvxl w'olvcs. A 
Level 20 character could face six, a lx:vel 40 character nine, and a 
1-Xvcl 00 charaacr could conceivably face 12. (Again, this isn’t 
likely. \VEile the number of possible enemies rises always with 
the player's level, the chance that those additional creatures will 
appear typically drops with each additional tier.) 

57. Ulfgar the Unending’s Dwelling: You can help Ulfgar into Nord 
heaven in a miscellaneous quest. And that’s not just a cute w'ay 
of saying “you can kill him.** You can show' him a book 
(purchased from Bcrediiie lalast at Thtrsk; pee #54 on the 
Northeast Solstheim map) that show's this living stone that the 
legendary home of Nord heroes is, in fact, heaven. And then 
you’ll have to kill him. (Note that the rear areas of this ice cave 
constitute a small dungeon, w'herc you may have to deal w'irh j 
wolf, boars, rieklings, and riekling raiders to get to that pot o’ 
gold way in the back.) 

58. Ob, it*s probably nothing. We thought for a second that we saw* 
something through the trees. It could have l“>een a berserker or 
frysc hag. And maybe, just maybe, it was another of those rare 
rogue w'erewolves. A “Wandering Lunatic*' by day, this one's a 
Level 55 Nord, so, stripped down to its skivvies, it may even look 
like a berserker. But, like most of the others, the chance of this 
creature even appearing is minute- Hey, it probably w'as a 
berserker after all. 

59-Carnius Magius? It could be. There’s one chance in three that 
hell turn up here in a FalcoGalcnus Side mission in the Raven 
Rock quests. (He’s trying to get Galcnus in hot wMicr by making 
his status report arrive late.) 

60. Initially, you'll find three great standing stones here: Nikulas, 
Hun root, and Eilcndr. You can’t do anything with them until 
you |ierform a miscellaneous quest for Ulfgar the Unending. (See 
#57.) Once Ulfgar makes it into heaven, a fourth stone (Ulfgar’s) 
appears. You’ll be able to speak to Ulfgar’s ghost at this location 
and get long lasting and infinitely reocwable stat bonuses by 
activating the four stones. 

61. A Hirstaang Forest critter cluster. .See #7. 

62- Sec #7. 

63. See #7. 

64. See #7. 

65. Sec #7. 

66. Yet another of the lone w'crew'olvcs. During daylight hours, this 
one’s another high-level Breton “(iibbering Lunatic” 
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67. A trimmed down version of the Hirstaang Forest critter cluster. 
Low-level characters still probably face a low-lcvd wolf (and 
Omaybe a berserker or fryse hag)» with a bear showing its face 
instead of the vvolfat Level 10 and a spriggan instead of the hear 
at Level 20. But you won’t find the extr.i encounter for Level 60 
characters here. 

68. Take #67, add a probable appearance by a wolf at Level 20 {or a 
tougher one at Level 40), a “maybe” appearance by a second wolf 
at Level 60, and an additional small chance of an appearance by a 
berserker or fryse hag. 

69. As many as six wolves. Low'-level characters w'il! probably face 
one low-lcvel w'olf. (While they’re on the guest list, w'ho know's 
whether a berserker or fryse hag wdll show up for the party 
l.cvel 20 characters will almost as probably face two wolves. 

Level 40 characters stand a gfwj chance of facing four, and l^vcl 
60 characters may face as many as six. 

70.Stormpfund Barrow^: A low-level character will find as many as 
three and a high-level character as many a.s 10 tomb creatures in 
this small cr\*pt. And there’s a microscopic chance that these 
boncwolves, draugr, and greater skeleton champions will be 


joined by a non-tomber: a rogue werewolf. This anonymous 
l-cvcl 99 Dark Elf, who apfX'ars as “Insane Wanderer,” is 
everything a Morrowind character can ho, with six core stats and 
10 skills at 100. (Everything except armed, that is, which is lucky 
for you.) You’ll also find one .Staihrim casket and three chests - 
one of which should contain some good stuff 

71. Probably nothing. Given the Spartan public-appcarancc schedule 
of berserkers and frv'se hags, low- and mid-level characters may 
not find anything here. (The sprigg,in or iKur appears only if 
you've reached Level 60.) 

72. A practical demonstration of why it’s not such a bad idea to take 
the boat on your first Raven Rock mission. This snowy copse 
west of Fort Frostmoth is (he home to as many as eight wolves. 
Two will probably appear for low^er-Ievcl characters, four for 
those at IjcvcI 20, six for those at Level 40 and. conceivably, the 
whole troop at Level 60. 

73. Another snow* bear. (See #13.) 

74. A reprise of #67, but with an extra chance for an appearance by a 
berserker or fryse hag, 

75.See #67. 
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S4: Southeast solstheim Map: 

1. The typical Ismfier Plains cnitcr duster. ITis means you II 
prul>alily I'acc a wolf, somew'hat less probably a bear and, just 
mnyl>c, a berserker or frysc hag. At Level 10, a tusked bristlcback 
boar replaces the wolf. At Level 40, a riekling raider or another 
Ix^ar replaces the bear. We bear the boars named Huihbert, and 
he bites. 

2. Fjelb This ice cave contains a nice thieves stash referred in a note 
beside a dead body in Frosscl. (Sec #61 on the Northeast Solstheim 
map.) Like everything else in this cavc^ it’s pretty obvious. 

3. A tree that grows. In U)c Tree Stone segment of the main quest, 
you’ll plant seeds at this location. You may not immediately 
realise diat a tree takes root. (It takes a while to show' up.) 

4. A better than usual chance for an appearance by a berserker or 
fryse hag. 

5. The Tree Stone: In the Ritual of the Gifts segment of the main 
quest, you’ll perform this stone^s quest — retrieving the ’’first 
seeds” from a surprisingly tough riekling and then planting them 
at a site to the nonhwest. (Sec #3 and #27.) 

6. xSee #1. 

7. Sec#l. 

8. Solvjord: An ice cave w'ith a pretty fair supply of loot and as 
many as six defenders - a w'olf or boar at low' levels and ricklings 
and riekling raiders at higher ones. Uut Solvjord’s is notable most 
as the place w here Imperial Cult acolyte Mirisa, returning to Fort 
Frosimoih from Thirsk, may decide to weather a storm. Tliis 
only happens if you defer her pursuit to take on the Udyrfrykte. 
See #3^ and #54 on the Northeast Solstheim map. 

9. As many as 10 wolves. Low-level characters face no more than tw'o. 
Level 20 characters no more than four. Level 40 characters no more 
than eight, and an unlucky Level 60 character could face all 10. 

10. Hall of Penumbra: A prctcmaturally dark dungeon that you’ll 
explore in the Sun Stone segment in the Ritual of the Gifts 
quests. At the bottom, you’ll have to liberate a fiery eyeball from 
the big “Lightkeeper” grahl and rescue the sun from an icy 
dungeon. (Sec #57.) Note that, as w ith most other main quest 
dungeons, you can’t get in here until the quest is activated; 
otherwise, you’ll find the door covered wdth snow. 

11. The standard Hirstaang Forest critter cluster. A low-level 
character probably will face a low-level wolf, with an outside shot 
at a berserker or fryse hag. At Level 10, a bear replaces the w'olf 
and, at l.-evd 20, a Spriggan replaces the bear. .At I^vcl 60, there’s 
a fair chance you’ll face and additional spriggan or bear. 

12. Hey* you got your standard Hirstaang Forest critter cluster on my 
wolf pack! This big cluster seems specifically designed to give 
low-level characters a hard time. At a minimum, they’re likely to 
lace three low-level wolves and as many as four potential 
encounters wdth berserkers or fryse hags. At Level 10, tw'o of the 
wolves get tougher and a bear replaces the third. At Level 20, that 
bear becomes a spriggan and an additional wolf may be throw'n 
into the fray. At Level 40, all the w’olves get tougher. And l^vcl 
60, you may have to deal with some combination of spriggans or 
bears. Cioi all that.^ Good, because, after #15, there will be a quiz. 

iLSee#ll. 

14. Maybe nothing. Maybe something. Two berserkers or fryse hags 
can appear here - either this or #15 could be your first taste of 
S<dsthcirn combat - and, at Level 60, ihcrc*s a fair chance of a 
spriggan or l*K*ar. 

15. A reprise of #14, but with only one chance for a berserker or fryse 
hag to appear. 

16. Hroldar the Strange: In a Raven Rock quest for Carnius Magiiis, 
Hroldar will lead you from the fort to this hillside, and then w'ait 
for you to lure in a messenger from the colony to hi.s two wolves. 
See #40 on the Southwest Solstheim map. 


17. Reinhardt Red-Spean This Nord’s a good resource for general 
Solstheim info for a freshly arrived character, and he's especially 
helpful in a pair of miscellaneous quests in Fort Frostmoth. He’s 
got important info on the location of a moon sugar lab - see #18, 
#19 and #47 - and a solid tip on the location of Cult acolyte 
Mirisa. (See #8 on this map and #54 on the Northeast Solstheim 
map.) 

18. Imperial Cull Shrine: You1l be a frequent caller at Carnius 
Magius’ upstairs office during the Raven Rock Quests - and an 
even more frequent one if you take his side in the later quests. In 
the main quest, you'll drop in to deal w'ith Anionius Nuncius, a 
shrine priest W'ho is t/ying to foment unrest among the troops. 
(See #22.) And in a miscellaneous quest, a second priest named 
Jeleen w'jll send you off to find a Cult acolyte. (See #8 and #17 on 
this map and #54 on the Northeast Solstheim map.) 

19.Scvcria Graiius: You can perform a miscellaneous quest for this 
Imperial Legion trooper, w'ho is looking into a recent run of 
moon sugar poisonings. (See #17 and #47.) 

20. Tn the mission referenced in #17, you’ll find Hroldar right here 
after leaving the Imperial Cull Shrine. 

21. General Quarters: The home of the Imperial Legion at Fort 
Frostmoth. You’ll be a regular visitor here in the early stages of 
the main quest - esp>ecially at the third-flcx>r quarters of initial 
quest-giver Falx Carius. In addition, either Gaea Artoria (in the 
second -floor barracks) or Saeaus Lusius (on the ground ficxjr) 
will help you in your investigation into weapons smuggling at the 
fort. After Carius vanishes, one or both can send you of on an 
adventure that consumes the rest of the main quest. You may not 
return to the fort until the very end. 

22. Armory; You’ll need to explore Imperial Cult priest Anionius 
Nundus’ upstairs office in the first main quest mission and talk 
to armorer Zeno Faustus on the ground floor about weapons 
smuggling in the second. Faustus (whose relationship to 
apprentice armorer Ilnori Faustus in Mournhold’s Craftsmen’s 
Hall is purely speculative) buys, sells, and repairs w'capons and 
armor, and has 1,5(X) of barter gold. (Note, too, that a handful of 
armor pieces here - the tw'o cuirasses next to the door, for 
instance — don't technically belong to anyone, so you can pick up 
some basic equipment here free of charge.) 

23. Gidar Verothan, Gamin Girith and Sabinius Oranius: These fine 
fellows w'ill be the first W'orkers at the Raven Rock colony to the 
northwest - once you escort them there in the first in that scries 
of faction quests. 

24. Basks-in-the-Sun: This .Argonian boatman w'ijl take you to the 
Raven Rock colony or back to Khuul. Nearby, werewolf 
characters can find a note that directs them to the Altar of 
Thrond - the first step in an obscure miscellaneous quest to cure 
lycanthropy. And, y’know, w'c don’t sec anyone’s name on all 
these crates .... 

25. As many as four smugglers. 

26. Probably two horkers. It’s the first time we’ve mentioned these 
seal-like creatures (the live ones, anyway) in this section. 
Usually, they’re off by themselves or in the water or both. 
(Unless a Blood nioon quest forces you to swdm, or you decide to 
dog paddle over to V’vardcnfell — which you can do - there's no 
reason to venture into the seas around Solstheim.) And even in 
clusters, horkers present no real threat to the player, lake rcal- 
wwld bees and bears, they don’t seem to bother you if you don’t 
bother them. 

27. A tough liiilc riekling and five devoted spriggans. You'll have to 
kill the riekling ami sw'ipc his .seeds in the Tree Stone segment of 
the main quest. (See #*’.) 
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S4: Southeast Solstheim Map (continued...): 


28. Lovv-Ievcl character? have a fair chance of finding two bears here 
and the usual poor chance of also seeing some combination of 
berserkers or frysc hags. At Level 40, a riekling raider or 
bristlcback btjar replaces the bears. 

29, Conceivably, you could face some combination of berserkers and 
frysc hags here. But we still don’t like the odds. 

ia.See#!. 

31.Sec#l. 

32. Sec #1. 

33. As many as four reavers - two of them archers. If you’ve reached 
Level 30 or Level 50, they’ll give you a nastier fight. 

34. As many as three horkers. 

35.Sec#l. 

36. Kolflnna'$ Dwelling: You can help this young widow gel com- 
pensation lor the death of her husband in a miscellaneous quest. 
(See #66 on the Northwest Solstheim map.) Afterward, you’ll 
have a home here. 

37. A mix of the Isinficr Plains and Hirsiaang Forest From the 
plains come the wolf and the boar that replaces it at Level 10. 
From the forest comes the bear or spriggan that joins the Plains 
critter if you have a Level 60 character. And in common they 
have the berserker or fryse hag. 

38. A bear should appear here, and a berserker oc frysc hag can. At 
Level 40, the bear goes into hibernation and a riekling raider or 
bristlcback boar rolls in. 

39.See#l. 

40. As in #14, probably nothing. But, at Level 60, there’s a 40 percent 
chance that a bear or spriggan will appear here. And there arc two 
chances (each 5 percent) that a berserker or fryse hag will appear. 

4LSee #l 1, except without the extra tier of creatures for Level 60 
characters. 

42.Gandrung Caverns: You’ll dear otit the tough baddies in this cave 
- mosdy through good old force, but maybe with a little wit if you 
have Saenus Lusius in tow - in the weapon-smuggling mission 
early in the main quest. Since it’s a smuggler’s cave (a common 
thing on Vvardenfcll, but not Sglsihciin), Gandrungs fairly flush 
with loot. And we’ll venture this will be your llrst encounter with 
Stalhrim. (There’s a single casket of this magical “ice.”) 

43.See#JL 

44.Sce#J. 

45. .A kind of jumlK> version of #1, with a gcxid chance of an extra 
bear and the same old mediocre chances of an extra berserker or 
fryse hag. 

46. M’nashi: Uncle Svveetshares Rhajiit assistant- Make that former 
assistant. WeVe never told this outright, but ifs fair to assume he 
OlVcd on the junk. 

47. Uncle Swccishare’s Workshop: In a miscellaneous quest, you’ll 
have to tlnd this moon sugar lab and cither kid its operator or 
persuade him to take his business elsewhere. (Sec #17 and #19.) 

48. Wolf pack* Big wolf pack. We count U spots where they can 
appear. At low levels, you’ll probably face two. Lucky you. At 
Level 20, three. At Level 40, seven. And at Level 00. up to the 
full 11. (This is more of a possibility when dealing with wolves 
than with other creatures. .At worst, they have a 40 percent 
chance of appearing.) 

49.Sec#14and #40. 

50. A very nice pirate treasure is buried under muck Ix'bind the 
Valbrandr Barrow', (See #83.) 

51. Valbrandr Barrow: Here, in a miscellaneous quest, you can help 
out Ingmar, a young Skaal warrior wh^i’s having a little trouble 
finding his way into manhood. It's reminiscent of the Sclor 
Favclnim quest at the Raven R<xk bar; you’ve got to let the 
V’albrandr draugr inside Bail away at you w'hilc the kid (found 
just outside the tomb) finishes it off. The tomb loot’s your first 


reward, and there’s a lot of it — including three Stalhrim caskets. 
But you’d get another reward if you do the job right and meet up 
with Ingmar later in the Skaal Village. (Sec #24 on the Northeast 
Solstheim map.) 

52,Scc#J. 

53. See #1. 

54.Skogsdrakc Barrow: No surprises in this tomb: up to seven 
enemies, six chests (half of them kind of blah), and one 
Stalhrim casket. 

55.Scc#l. 

56. Two-thirds of an Isinficr Plains critter cluster. A w'olf, replaced 
by a boar at Level 10, and the usual chance of a berserker or frysc 
hag. (The other third, the bear, is farther west.) 

57. The Sun Stone: Another of the great standing stones you’d visit 
in the main quest's Ritual of the Gifts. This one sends you w'csi to 
the Halls of Penumbra (#10) to free the imprisoned Sun. 

58. Another two-thirds of a Plains cluster, but a different two this 
time. Here you’ll probably find the bear (replaced by a riekling 
raider or boar at Level 40) and the usual berserkcr/fryse hag 
combo. (The w'olf component’s some distance through the w'cxxJs 
to the north.) 

59.See#ll. 

60. Probably nothing. It’s the two thirds of the Hirsiaang Forest 
cluster that either appears intermittently (Iscrserkcr and frysc hag) 
or only if you’ve reached Level 60 (a bear or spriggan). 

6LSee#l‘l. 

62. .A couple of horkers. 

63. Frossclmane Barrow. Tw'o Stalhrim caskets, six tomb baddies 
(boncw'olvcs, draugr and greater skeleton champions), and pretty 
decent loot in the six chests. 

64.Sec#ll. 

65. If you’re working for Carnius Magius in the Raven Rock Quests, 
the six mercenaries he’s hired to dress as Skaal w'arriors and 
attack the colony will appear here. 

66. Sec #1. 

67. Up to four riekling raiders. A low-level character vvid probably 
face one. Another chimes in at l^vcl 20, a third at lx:vel 40, and 
the last at Level 60. At the same time, the odds of each additional 
raider ap|X*nring drop by 20 percent, so, for instance, the raider 
added at Level 40 w'lll appear only 40 jxTccm of the time. 

68. Luke$turm Barrow: You'll face a lot of defenders if you have a 
high-level character - seven of the nine tombers are aimed at 
Level 40 and Level (>0 characters - but Lukesturm’s loot consists 
of just four chests and one Stalhrim casket. 

69. Sec # 1 . 

70.Scc#ll. 

7LC‘ould there lx any more wolves in these w oods? You’re Im^king 
at up to 13 of ‘em here. Here, you’ll find three low' -level w'olves 
for low-level characters. Three more kick in at Level 20, two 
more at Level 40, and five more at Level 60, 

72. Sec #1. 

73. Carnius Magius? Possibly. In a Raven Rock mission (on the Falco 
Galcnus side), Magius goes on a field trip to prevent his tJe[?uty’,s 
colony status repon from arriving on time. This is one of three 
locations in which he may appear. 

74.See#l. 

75.See #1. 

76. A lone werewolf. By day, this Level 65 Nord is an ’’Insane 
Wanderer.” By night, he’s an insane, flesh -eating vv.andcrcr. 

77.See#L 

78. One of the five snow bear locations. The others are at #13, #48 
and #73 on the Southw'est Solstheim map and at #80 on this one. 
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S4: Southeast Solstheim Map (continued...): 


79. Another of those ’'probably nothing” spots. Yeah, you could get a 
berserker or frysc hag here, but they show up five percent of the 
lime. And yeah, you could get a spriggan or a bear, but you*d 
have to lx* IatvcI bO. So, no, probably nothing. 

80. Another of the five snow bears. Sec ^78. 

81. Another sizeable wolf pack. A low-level character gets off easy, 
facing no more than one of the 10, and that wolf pretty much lies 
on I1.S hack and begs to have its tummy rubbed. A Level 20 
character faces three non^tummy-sensitive wolves, a Level 40 
charaact five, and a larvel 60 character might see all 10. 

82.Scc#n. 

SLHimmclhosi Barrow: Now, here s something a little different, 
I'he tomb’s not defended by draugr on bone wolves, but by pirate 
skeletons! It’s one of those Not -Quite -Quests quests from the 
“Frcciorm” section. The captauj’s got a little poem in his 
inventory that clearly refers to a treasure hidden at the \\albrandr 
Barrow. (See #51.) And don’t forget the Stalhrina casket! 

84. A Level 60 character will deal with some combination of bears 
and spriggans here. Lower level ones face with the omnipresent 
(and yet rarely present) berserker and frysc hag. 

85. See #11. 


86.SCC #1. 

87. Connorflcngc Barrow: A bit of a mystery^ here. In the tomb’s 
inner room, you’ll find iw'o adventurers dead on the floor. Hut 
bow' comc.^ What killed them? Con norflenge doesn’t have any 
tomb critters - just some rather ordinary loot and a single 
Stalhrim casket. You’re missing pan of the picture: This is the 
hideaway of a rogue w'crewoli. This I^vcl 65 Nord will appear 
as ’’Confused Lunatic.” 

88. A wolf pack. Two of the nine may be visited upon low-level 
characters, three on Level 20s, six on Level 40s, and those lucky 
Level 60s' could see them all. 

89. See #1. 

90. The Argonian formerly know'n as ‘*Swims*in-Swcll$”: Or, as he’s 
now known, Lands-with-a-Splat, This crewman from the 
Dw'emer Airship (see #42 on the Northwest Solstheim map) 
suffered an in-fligin panic attack and tried to take the 

wheel. ..with extreme consequences. His dead NxJy was tossed 
overboard and while the tossers aimed for the sea, they scoreti a 
direct hit on this seaside boulder. 

9l.Sce#ll. 
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RAVEN ROCK MINE MAP: 


1. Entrance: Where you appear when you enter the mine. 

2. Uryn Maren: Hi, Uryn! What a god-awful first name you have! 
Maren is an ebony thief working for Raven Rock “Factor^ 
Carnius Magius. Vou’ll find him here in both the Falco Galeaus 
and Magius sides of a Raven Rock quest. In one, youHl spy on 
him while he tries to steal ebony from the mine. In the other, 
youll help him, 

5. Aldam Berendus: The mine's lone guard- (Whose dumb idea was 
that,^) In the ebony-thefts quest in #2, depending which side 
you've taken, you’ll either just watch Maren slip by Berendus, or 
gel Berendus out of the way yourself by offering him a sip of 
something tasty. 

4. Ebony storage crates: When you see Uryn Maren meddling with 
these on the Falco Galenus side of the ebony^ihcfis quest (see 
and #3), it's time to confront him. (Of course, there's nothing to 
stop you from meddling with these six crates and the 24 pieces of 
ebony they contain, or, for that matter, the vast amount of ebony 
ore in the mine!) 

5. Gratian Cacrellius: An ebony miner, In one of the later Raven 
Rock quests, you can recruit him (along with two other men) to 
serve as a colony guard. Note that Cacrellius actually appears at 
this location in the lower jM^nion of this spiral p.assage. On the 
U>p level, during the final "good side” Raven Rock quest, you’ll 
fmd one of the fake Skaal warriors at this spot. 


6. After he leaves the storage room entrance, Aldam Berendus (#3) 
winds up in here. In the Carnius M,agius side of the ebony-thefts 
quesu you’ll have to keep him company until summoned by 
Uryn Maren (#2). 

7. Stalhrim casket: In one of the later Raven Rock quests, you’ll 
have to chip a piece of the magical ice called ‘’Stalhrim” from this 
Nord sarcophagus. 

8. Abandoned Mine Shaft In one of the later Raven Rf<k quests, 
you'll lead Unel Lloran from the Bar to examine the sturdy tree 
roots in this small section of the mine. 

9. When 10 pscudo-Skaal warriors attack the colony in die final 
’‘good side” Raven Rock mission, they'll hold Aldam Berendus 
(#3) and Unel Llgran (#8) at this location. 

10. You’ll also find two of the baddies from #9 down here - 
including the leader, Toralf, who has an incriniinaiing note in his 
inventory. 

11. Most ol the remaining “Skaal*' from the mission referenced in #9 
and #10 can lx* found at these locations, (Another is at #3.) Note 
that because the mine spirals downward, some are located in 
lower portions of the mine than they appear to be here, 

12. If you fancy doing a bit of mining yourself, these are the three 
largest sources of ebony ore. (Smaller quantities are available in 
three other locations.) 
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Caves of Fjalding Map (Top); 

1. Exit to the bottom of Lake Fjalding. Shouldn’t there really be an 
airlock here? 

2. Draugr 

i. Bonewolf 

4. If you\'c reached Level 60» there's a 40 jK*rceot chance you’ll have 
an encounter here with a draugr or a greater skeleton champion. 

5. A corpse well supplied in loot At levels J through 19, you'll find 
a iron broadsword or saber and a cuirass, probably a pair of 
greaves, and at least one health potion and pcjssibly some 
lockpicks as well. At Level 20, the weapon becomes a 
Huntsman’s spear or axe, a dai-katana or an ebony mace, and the 
health potions and lockpicks turn into Nordic armor or silver 
weapon, enchanted items, or mead. And at Level 60. the weapon 
becomes a Nordic silver weapon. 

6. The eastern passage is a dead-end. This one leads down to 
Aesliip^s Lair. Sec the Caves of Fjalding (Bfjitom) Map. 


CAVES OF FJALDING MAP (BOTTOM): 


7. This connects back to #6 on the Caves of Fjalding (Top) map. 

8. If you want to take the fast track down to Aesliip’s Lair, hang 
two hard rights here. 

9. This cKesl contains up to 10 items of loot. .\t levels 1 to 19, 
they’re drawn from a pool of bandit goods, tomb loot, ranged 
weapon ammo, food, and armor-repair equipment. At Level 20, 
the pool is drained and rcplacctl with Nordic armor and silver 
weapons and health potions. And at Level 40, it’s filled wit!^ 
nSkaal equipment and boots and shoes. 


10. Another loaded -down cor[ise. This one probably has a right 
pauldron, bracer, or gauntlet, a left pauklron, a pair of boots, and 
up to 45 gold. It may also have a shield and up to five items from 
a pool of loot that consists of health potions and lockpicks at low 
levels and, at Level 20, a ranged of Nordic armor and silver 
weap<jns, enchanted items, and mead. 

1 1. Aesliip’s Lair: The entrance to the abode of the draugr lord. 
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AESJLiiP’s Lair Map: 


12. Y'knovv, for ,i 'lAir/* there doesn’t seem to E>c a whole lot going 
on here. No bke4nirmng machinery. No crypue notes signed 
by guys who can’t be bothered to spell out their name. And here 
we are at the mam intersection, and we haven t even been 
attacked yet. 

li. A corpse and a barrel of hKii. The corpse draws from the same 
{HX)l of I<Kii as the one at #l() in the Craves of Fjalding (Bottom) and 
the barrel has live samples of the lout from on the same map. 


H. Acsliip; The draugr lords done up a cute efficiency apartment 
here m an ice motif. And guess what? The “bad guy” turns out 
to be a good guy. lust let Aesliip talk. It turns out that he s a 
necromancer who's used his powers for good. 

1 5. This is where Aesliip has imprisoned lO frost atronachs who 
want to make Solstheim their personal preserve. Let the draugr 
lord live and hell fight them at your side. 
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AESLiip’s Lair Caverns Map: 

1. The exit back to Aesliip s Lair. 

2. Dire frost aironachs. 

3. The little chest contains 500 gold. The barrel contains up to five 
samples from an array of loot. The low end means bandit gtxxls, 
tomb loot, missile weapons, food, and armor repair equipment. 
At Level 20, you'll find enchanted items, Nord armor and silver 
weap<ms, and health potions, and, at Level 40, Skaal equipment, 
boejts, and slxx-s. 

4. A chest containing up to 10 samples of the same loot as in #3. 
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Tombs of skaalara Map: 


1. Werewolves: Tliicrc arc KX and on ihc Hiirnnn Side mission, 
you’ll hiive u> deal wjth most of them on your way to the Totem 
of Claw and Fan>>. (Sec #4.) 

2. Skaal hunters: initially, ilicre are just live. Do not think you’re 
gemnjc off easy. These work differently from the w-ercwolvcs. 
In the Werewolf Side mission, additional hunters spawn at 
four locations within the Tombs- (See #3.) You'll have to kill 12 
hunters to stop the spawning, plus any additional hunters that 
were created Ix-fore your kill total hits 12. 

3. The four spawn points lor the Skaal hunters in the Werew'olf 
Side mission. Note that this is a multi level dungeon and hence 
some locations arc actually on lower levels than they appear to 
be here. 

4. The Totem of Claw- and Fang - in a lightly locked chest. In the 
Human Side mission, you’ll have to steal it. In the Werewoll Side 
mission, you’ll need to prevent the Skaal hunters from getting it 
out the tomb dtior. (Sec 


5. The eiurancc- 

6. Two Staihrim caskets. 

7. Chests and barrels. The three chests each contain up to 10 
samples from a broad pool of loot. (The iwg barrels each contain 
up to five) At low’ levels, this loot runs to bandit goods, tomb loot, 
ranged-wcapon ammo, food, and armor-repair equipment. At 
Level 20, you’ll find Nordic armor and silver weapons, 
enchanted items, and health jxiiions instead. And at I-cvcl 41), 
you’ll find Skaal equipment and boots and shoes. Note that, as 
Skaalara is a multilevel dungeon, some ofthe.se containers 
appear at lower locations in the Tombs than they do on this map. 
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Castle karstaag map: banquet hall: 


The enirancc tu the Cnverns oi Karstaag. 

The entrance to the Throne Room. 

Rieklings. 

Seven crates, a basket, and a barrel. The basket is empty, but the 
crates can each contain up to 10 items. (Unlikely, as there is a 
one- third chance that each ol tlie 10 won't ap[?ear.) Each item can 
be either a random wolf or bear pelt or a food item. We hate to 
think how low your character has sunk if you’re stealing food out 
ol this guy’s storage room. And the barrel.^ Ah. Sec #5. 

Nine barrels. Two are empty, one contains five food items, and the 
remaining six can each contain up to 10 portions of Nord mead! 
Four more crates and two chests. The big chest is empty, but 
the little one contains six sets of silverware. Three of the crates 
offer the same contents as the ones in #4, but one contains three 
food items. 


7. Five more barrels. See #5, 

8. Two more barrels... but no more mead. Each can contain up to 
five items ol loot that varies widely according to your characters 
level. (And there’s also a 50 percent chance each item won’t 
appear at all.) 

9. Chests containing the same loot as the barrels in #8, with the 
same restrictions. 

10. You’ll End U) kwama eggs and three portions of moon sugar on 
the giant’s tabic. Also, 60 skulls. 

IL Corpses - a total of five between the two locations. E^ich can have 
up to nine items, including a weapon, a cuirass, greaves, and a 
health potion. (The remaining five are drawn from a pool that 
contains health potions and hxkpicks at low levels or, at Level 20, 
random enchanted items, silver weapons, Nord armor,,.and 
sw'cet, sweet mead. 
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Castle Karstaag Map: Karstaag’s Chamber: 


y 

T 


1. The exit back to the Throne R<x»m. 

2. This whole place is a big pile orfair-to-micldling loot. In and 
around Karstaag s bedding, you’ll find three diamonds, and 
potions to restore endurance, health, and magicka. 

i. More corpses like the five in the Banquet Hall, with the same 
range ol 1 ck) 1 . 

4, Yet naore corpses, but with better qualit)" loot. Fach may 

sSUrrender up to 45 gold, a wolf or bear shield, a left pnuldron and 
n right bracer, gauntlet, or pauldron, one of seven ty|x-s of bo<?ts 
and shoes, three portions of lx>nemeal, and up to five items from 
the pcH>l referred to in #11 in the Banquet Hall. 


5. These chests each contain up to 10 items of varied loot. A low- 
level character will find odds 'if ends assembled from bandit 
goo<ls, tomb loot, missile weapons, fg<xl, and armor repair 
equipment. At Level 20, the rewards move into enchanted items, 
Nord armor and silver weapons, and health potions, and, at 
Level 40, to Skaal equipment, boots, and shoes. 

6. Two barrels that each contain up to five items of the same loot 
as in #5. 
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CASTLE KARSTAAG MAP: THRONE ROOM: 

]. The exit from Castle Karstaag. 

2i The entrance to Karstaag's Chambers. 

3. The entrance to the Banquet Hall, 

4. Dulk: A talking riekling who, in a later main quest mission, will 
direct a Werewolf Side player to kill the grahl (and rival riekling 
Krish) in the Caverns of Karsiaag. 

5. This chest contains up to 10 items of the loot described under #5 
in Karstaag s Chamber. And on top of the chest you'll find a 
diamond, a ruby, an emerald and 100 gold. 

6. The same chest as in #5, but without the shiny rocks. However, 
you'll find 100 gold nearby. 

7. 200 gold. 

8. Tlic same chests as in #5 and #6, hut with no pretty rocks and no 
gold, either. 

9. Two more corpses. One has the same loot as the btxlies at #11 in 
the Banquet Hall and the other has the same loot as the ones at 
#4 In Karstaag's Chambers. 
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Caverns of Karstaag Map: 


T 


1. The secret, underwater entrance you’ll have to use to enter the 
C'averns of Karst,^a^ in the 1 Juman Side mission. It’s a short 
distance off Solstheim's coast in a position that corresponds lo the 
middle of Castle Karsiaag’s north w'all. 

2. Krish: A talking rickling who will let a Human Side player into 
the castle if you first kill the grahl haunting the caverns. You’ll 
need to keep him alive until then. (If you’re on the Werewolf 
Side, you have to kill the grahl and Krish.) 

1. The Grahl: There are eight of these ice trolls in this maze, and 
you won’t lx* able to beat dow n their 600 hit points with frost (as 
you’d guess), paralysis, shock, or poison attacks, 

4. Loot. The central location has only a chest with up to 10 samples 
of standard chest loot. (At low levels, this consists of bandit 
goods, tomb loot, ranged-weapon ammo, food, and armor-repair 
equipment; at Level 20, Nordic armor and silver weapons, 
enchanted items, and health potions; and at Level 40, Skaal 
equipment and bcKXs and shoes.) But the pit iust to north w'est 
also contains five burlap bags - each containing 100 gold. 


5. Tw'o places Krish can't go if he's folkiwing you in the Human 

Side mission, so you shouldn’t go there either. (Also, the little 
guys not allow'ed unaccompanied anyw^hcre near one of the #3s.) 

6. Castle Karstaag s Banquet Hall; If you’re playing the Human Side 

mission, you’ll need Krish nearby to gel through this door to the 
Banquet Hall’s storeroom. If you’re playing the Werew'olf side, 
this is vour entrance to the Caverns, and Krish is dead meat. 
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MORTRAG Glacier Map: outer ring: 

1. Entry. The rogm where you’ll appear after you move to the 
Glacier. Hircinc will give you a little lecture that sets up the 
endgame and then vanish- Stay here to heal, re-equip or change 
from a werewolf back to a human. It’s yijur last safe haven for a 
giKKl while. - .and when you leave the door is sealed behind you. 

2. Falx Carius: If you're human, or just look human, your old 
quest-giver from Fort Frostmoth will fight through the Outer 
Ring at your side. (We think this is the best way to go. You can 
fight him if you wdsh, but nothing gcxxl will come from it.) If 
you’re in wercw'olf form, he'll try to lake you for a l<»ng, one-way 
vs^alk m the w'oods, 

J. The Hounds of Hircinc: Seventeen of these powerful wcrew'olves 
- each w'ith 7(K) hit jmlnis - can be found throughout ui the ma7.c. 


4. A chest. It contains the key that a human character wall need to 
pass thrtnigh the Mystical Gate (#6) at the center of the maze. 

(A w'crcw'olf character doesn’t need a key.) 

5. Werewolf lee Statues: Each of these four translucent statues can 
become a real werewolf if a human pLiycr has the key to the 
.Mystical Gate and comes within a tcriam distance of the statue. 
(A werewolf player just needs to meet the distance requirement.) 

6. A Mystical Gate: The entrance to the Inner Ring. A beast can 
pass freely through the gate, but a human character needs the key 
from the chest at #4. 
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Mortrag Glacier map: inner ring: 


K Starting point: You’ll appear here after you pa$s through the gate 
in the Outer Ring. There’s no ptjrtal on this side, and you can’t 
go back. (Not that you would want to go back!) 

2. Tharsten Heart-Fang: This is turning into a regular quest-giver 
reunion, isn’t it? Like Falx Carius in the Outer Ring, the Skaal 
chief will fight beside or against a real (or )ust apparent) human 
character — your choice - and he’ll fight against you as a 
wcrcwolfd you’re in werewolf form. It’s better to have him as an 
ally than as an enemy, so we suggest the human approach. 

3. The Hounds of Hircinc: Fourteen werewolves, identical to the 
ones in the Outer Ring, populate this section of the maze. 

4. A chest. It’s the only one in the maze and, based on the model of 
the Outer Ring, should contain the key that allows a human 
character to pass through the Mystical Gate in the maze s central 
spindle. But it doesn’t. The key’s in Tharsten Heart-Fang s 
inventor>\ (See #2,) If he’s with you when you open the chest, he’ll 
turn into a werewolf and attack you. Defeat him, and you'll also 
auiomaticaJly get Hircinc’s Ring, which allows you to turn into a 
werewolf for seven hours (You’ll have to claim the key vourself ) 


Werewolf kc Statues: Five of them, identical to the ones in the 
Outer Ring, decorate this section of the maze. As in the prior 
maze, each can become a real werewolf if a human player has the 
key to the Mystical Gate (#6) and comes w'ithin a certain distance 
of the statue, (Again, a werewolf player just needs to meet the 
distance requirement.) 

A Mystical Gate: With the key from Heart-Fang’s body, this gate 
will transport you to Huntsman’s Hall and the final two battles. 
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MORTRAG GLACIER MAP: HUNTSMAN’S HALL: 
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1. Starting point: You’ll appear here after you pass through the gate 

at the center of the Inner Ring. While this antechamber is 
exposed to the arena portion of the haJl to the north, you’re safe 
here and can heal, deal with inventory issues, or change form. 

2. Karstaag: You had some options when dealing with Falx Carius 
and Tharsten Hcart-F'ang, Karstaag gives you no options. You 
can only fight this 1,500-hit |X)ini frost giant, late of Castle 
Karstaag - your final opponent lK*forc reaching Hireine- 

i. After you’ve defeated Karstaag, step on one of these two “lily 
pads” to trigger Hircine’s appearance. 


4. Hircine; On this spot appears first the daedra lord and then the 
“aspect” you elect to fight: strength, speed, or guile 

5. A Mystical Gate: Way Out. This triggers the endgame animation 
and deposits you on the glacier west of Castle Karstaag. As m the 
(!)utcr and Inner rings, a human character will need the key from 
the body of the “aspect” to activate it. A w^erewolf doe-sn't. 
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Chapter Ten: 
Bloodmoon Quests 

Main Quest Walkthrough 


Into the Great Wide Open 

Compared lu TribunaJ, yuur path jniu Blot>diTio(jn is positively Jaid- 
back. You’ll hear about the island ofSolstheim m the most casual 
way possible - when you ask a passer-by on Vvardenfell or in 
Mournhold for ‘‘latest rumors. ' 

The rumors about this unforgiving island northwest of 
Vvardenfell will seem oddly persistent, You1l hear of trouble at an 
Imperial fort called Frostmoth, You may also pick up a nugget 
about a recent transfer to the fort, and, by implication, what an 
inhospitable place the island must be. And youMl learn that the 
Empire has granted a charter for mining on the island, and that a 
boat is said co be available at Khuul. 

I 

|( Now, none of this news is likely to make you want to cut in line to 
buy boat tickets. For all the world, this sounds like another miscolla- 
neons quest. 

Like we saitl: laid back, 

■' The first rumor earns you the topic ‘'Solsthcim.” It won't yield 
much - except to reinforce the reported unpleasantness uflife on 
the island - until vou reach Khuul. 


SVtrr 


You’ll probably have to change boats 
or silt striders (or from guild guide 
to silt strider) somewhere along the 
way. But it’s fairly easy to get to 
Khuul, This fishing village on tlic 
northwest coast of Vvardenfell is 
served directly by boats in Gnaar 
Mok and Dagon Fel, and by silt 
striders in Ald’ruhn, Gnisis, and 
Maar Gan. 

When you arrive, just ask anyone 
about “Solstheim” and you’ll be 
directed to a Khajiit boatman [\amed 
S’virr out on the docks. He’ll take you 
over to Fort Frostmoth. 


(-hi the Frostmoth dock, have a quick chat with Basks-in-the-Sun. 
He offers travel to the new' colony at Raven Rock as well as 
transport back to Khuul. (The small, uncommunicative party 
w'aiting on the other side of the bridge to the mainland is bound for 
this settlement, located on an inlet to the northwest). 

And in addition, between digs at Solstheim (‘'jew'el of nowhere”), 
Basks will provide a pair of contacts at the fort: Captain Falx Carius, 
commander of the local garrison, and Carnius Magius, who handles 
Colonv matters. 


From the docks at Fort Frostmoth, just make your way up the hill 
to the north. Any guard at the fort can give you more specific 
directions. Carius is in his chambers in the General Quarters (to 
your left) and Magius in the Imperial Cult Shrine (straight ahead). 
(The building to the right is the Armory, and the other doors admit 
you to the interi(?r of the fort’s wall) 

To reach Carius, just enter the first door to General Quarters, head 
down the hall and take the spiral stairs at the end up two floors, 

Magius is on the shrine’s second floor, behind the door on your right 
as you come out of the spiral stairs. You can talk to him, but he’s 
rather dismissive unless you sign on with the East Empire Company, 
and that isn’t part of the main quest. (It’s a series of a faction quests,) 
We’ll deal with Magius extensively in the Raven Rock Quests section 
but, at the start, Carius is your go-io guy for main quest missions. 

In a rather laid-back, quiet way, you’ve arrived. 


Just One Little Nip 

Carius must be a little desperate. He doesn't know you from Adam, 
but he’s already got you looking into his little morale problem. 

The captain confides that the Imperial 
legionnaires under his command are not 
the Empire’s best and brightest — 
they’re all here because they've been in 
trouble somew'here else - but to date 
they've at least performed their jobs. 

Bui lately, something’s turned them 
sour. They’ve lx*en complaining more, 
and Carius susjaects someone has 
poisoned their minds. 


Their spirits, tcx). Its possible you w'on’t 
get even one trooper to talk to you. 
They all seem to need a drink. 


Falx carius 


If you have any booze in your inventory, the legionnaires will smell 
it - we guess it’s been a w'hile since they had a good pop — and ask 
for a taste, 

Now^, you may feci, in your heart of hearts, that you have not come 
to Solstheim to feed liquor to legionnaires. 

But as you may have learned from booze deliveries to miners on 
Wardenfell, spirits make this world go round. Swallow your 
scruples and agree. The soldiers’ Dispositions will soar and you'll be 
able to talk to them normally. Ask about “dry fort” in particular to 
learn that Carius has banned alcohol and that this accouni.s for the 
general bad mood. 




C/i 
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If you don't h;ivo any Ikh)/x\ you’re p>ing nowhere fast at Fort 
Frosimoth. But you tlon’l have U) return to tlje rnaitiland. 71 ktc’s 
actually in the fort it.'vcil. You’ll find llin and g reef in Carius’ 
(’hamlxrrs (which you can probably get away with stealing, since ihe 
capuin’s in the next rcK>m), and shein and Cilyrcxlilic brandy in a locked 
(Level 50) up.sLiirs storage r(x>m in the InijKTial (xilt Shrine. (You 
have to pay small fines for picking the lock and stealing the booste.) 

Your findings interest Carius. It seems he never actually banned 
liquor and, indeed, disagreed with a priest at the fort, Antonins 
Nuntius, who worried aUiut its ef fect on the soldiers, 

Bui It's all He tells you that shipments of booze stopped 

arm ing some time ago. 

This Ix-ars further examination. Someone’s lying. Talk to the 
irotjjKTS sc»inc more alxiut “dry furl'’ and “Antunius Nuncius,” with 
booze on hand to oil ihcir mouths, and you’ll learn that Nuncius has 
told Mililicrs that Carius has indeed banned alcohol and that the ban 
seems unfair. 

It’s hcarsiiy, uf euurve, and Carius won’t act on it. You need to talk to 
Nuncius, You’ll learn he can be found at the Imperial Cult Shrine or 
in his office aUive the Armory. 

Nuncius IS at the Shrine, probably in the room just dowm the hall 
and to the right from the entrance- ! le denies being a troublemaker, 
an<l claims not to know anything about the liquor shipments. 

Hut, at the same time, he’s oddly defensive and you can’t quite take 
his denials at lace value. 

So have a look at his office. It’s straight through the .\rmory, up the 
stair.s, and then through the first door on the right- 

Lots 1)1 locked stuff in here. 

Not for long. 

In Nuncius’ desk (Lx^k Level 50) you’ll find eight bottles of booze 
and even some skooma. (Don’t even bother with his closet yet. Even 
if you can pick the Level 90 lock, this thing still requires a key.) 

Return to the Shrine and confront the priest with the evidence, 
using the topic “shipments stopf>cd arriving,” and he’ll confess. 
(Nuncius hates it here, loo, and figured that if he fomented enough 
unrest, he’d be recalled to Vvardenfell.) 

You have two choices: Turn him in or keep his secret. Turning in 
Nuncius doesn’t really achieve anything, except more misery for the 
priest at the hands of Canus, who will vow to “whip him into sha(x!." 

But if you agree to keep mum, Nuncius will pass along the key to that 
otherwise inaccessible closet in his ofTce. It contains the stolen 
shipments — 10 botdes of every notable ^xitcnt jxiiable. Carius 
somehow overlooks your not having actually revealed the source of the 
low morale, and rewards you with three cure common disease potions. 


His & Hers 

You’ve solved the problem of booze not getting to the soldiers of 
Fort Frostmoth. Now you have to find out how their weapons are 
leaving the fort. 


Carius has noticed that the stock in the Annory is decreasing for no 
legitimate reason, and fears the weapons are being stolen and sold 
on \"vardcnfell. He asks you to investigate, and assigns you one his 
two top legionnaires: Saenus Lusius or Gaea Artoria. 

You’ll have to pick one of them. The lone wolf approach won't 
work here. If you try to play this mission solo, you'll find people 
clamming up, persuasion useless, and key questions going 
unanswered. 

Lusius, found on the ground floor of the General Q)uartcrs builtling, 
is sharp as a daedric dagger... but perhaps not a gcx>d choice if you 
need someone to watch your back in a fight. (His Longblade skill is 
just 40.) 

Artoria, found near the back of the 
hall in the second'fioor barracks, is 
a first-rate fighter who may not be 
able name all of TamricI s 
provincial capitals. 

In essence, the talents of these two 
reflect and support the two ways to 
solve the quest. 

If you lake Lusius, start by asking 
him about “weapons bc'ing 
smuggled,” and he’ll suggest you talk 
to Zeno Fausius at the Armory. (If 
you’re with Artoria, she’ll suggest 
talking to soldiers, and the soldiers 
mention Faustus.) LUSIUS 

Faustus, on the ground flcxir just left of the Armory entrance, was 
barely civil if you approached him on your own. Rut be knows 
you’re with Lusius and, at a Disposition of (>D, discloses that he 
heard soldiers talking about stashing weapons at the (iamlrung 
Caverns northeast of the fort. (If you’re with Artoria, he’s 
unimpressed and you’ll still have to get this grumpy* man’s 
Disposition up to 80 before he’ll talk.) 

Tlie caverns arc close by, and you won’t encounter any enemies or 
creatures in the intervening wilderness if you stick to the plan. With 
your comrade in tow, leave Frostmoth by the north exit. Make it a 
pi^mt to chat with the Nord Reinhardt Red-Spear, who waits just 
north of the fort. He'll give you a brief education in ibc risks of 
travel through Solsiheim’s wilderness, and mention a safe haven at a 
Nord mead hall called Thirsk. (You’re not going anywhere near 
that far just yet.) 

Then head cast, over the hill, and down to the rocky shore of an 
inlet. Hollow the shore north and, just off the water at the end of the 
inlet, you'll see a slahdikc d(x>r. This is Ciandrung, 

You shouldn’t have to w'orry alx.)ui Artoria here. With Strength, 
Agility, Six-ed, and Endurance of 100, almost 400 hit [x>ims, and 
seven weapon, armor, or combat skills of 94 or higher, she can look 
after luTsdf 

But keep an eye on Lusius. He’s hell on wheels against those rats, 
hut he has a dangerous tendency to charge into combat. The better a 
fighter you arc, the safer he will l>e. (If you have any doubts, leave 
him near the cave entrance, deal with the tour underlings yourself, 
and then bring him back on stage for the finale.) 
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It won’t be easy. Four of the five smuf»glcrs arc Ixvel 35 or 40 and 
the leader^ Giialtierus Spurius, is Level 45. All have silver paralysing 
wcapc>ns> all can heal themselves during combat, and all put up a 
good fight before they go down. 

If you've brought Artoria, you'll have to fight Spurius as well. But if 
you're with the pound weakling over there {and he s still alive), 
Spurius will projxjse a deal: He’ll give you an enchanted a.xe and 
leave behind hi.s loot, and you'll just let him leave. 

You can ask Lusius for his opinion, but it’s really not an opinion ^o 
much as an analysis of the options, so go with your heart. Or just do 
what you usually do; .Agree to the deal, get ilie axe, and then kill 
Spunus anyway. 


You have a long way to go and you will have to do it under your 
own ptjwer. No boat floats to the Skaal N'illage, No pleasant mage 
will zap you there- This is the Wild Northwest. There are no roads. 
Or rather, the roads are die rivers, the snow lines, and the ridgclincs. 
Silt siriders and mages guilds come in after the ftomicr has been 
tamed. This frontier hasn’t even been taught to sit. 

Your best bet is to make your way back toward the Gandrung 
Caverns and then continue northeast to the banks of the iggnir 
River. The narrow stream will leatl you north, past l^ikc Fjalding 
(where the river becomes the Istld) to within shouting distance of the 
Skaal Village. 

Along the way, you are likely to encounter IxTars, a Ixrscrkcr. the 
sealdike horkers, Noeds, ticklings (strange little critters that appear 
on even stranger mounts), anonymous smugglers, and w'olves. 

just rememlKT that the objective is to get to the Skaal Village - not 
to kill every living thing in your path. Some would be enemies, like 
the determined berserkers, you’ll probably just have to rub out. Hut 
many of the above can be easily avoided, and some, like most of the 
horkers, can almost be ignored. Remember that you can see your 
enemies before they see you, and detour arouml those likely to take 
an unhealthy interest in you. 

You may also stumble onto elements of a couple of miscellaneous 
quests — notably, the dark cave entrance m the snowy hillside 
below the Skaal Village and the lovestruck couple standing by the 
river ncarbv. 




What the... 

Following the west shore of the inlet south toward Fort F'rostmoth, 
you'll notice something strange. 

I'he northeast corner of the fort s battlements have collapsed. So lui.s the 
wall around the northern entrance. In the central courtyard, an internal 
wall near the Armory has been damaged and the well liouse flattened. 

It appears that, in your absence, the fort was bombed. 

Frostinoih is still in Legion han<ls, but in terrible disarray. No one 
seems to know quite what to do. The guards speak in disjointed 
fashion of an attack by creatures and the disappearance of Captain 
Carius. They say that Arturia (if you’re with Lusius) or Lusius (if 
you’re with Artona) will know what to do. 

You'll find the comrade not chosen in your previous quest exactly 
where you left her or him - Arioria on the -second -fioor of the 
General Q>uancrs and l^usius a floor below. 

Personally, wc hofie you're already with Artoria, because, coming 
our of her mouth, the next quest sounds rather like a wild goose 
chase. (In fact, if you’re with Lusius, once you talk to Arioria about 
Tind the captain,” you can turn around and get the mission details 
from Lusius. I Ic can’t fight that well, but he talks real g<K>d.) 

The gist is that Carius appears to have been captured by the wolf- 
Iikc creatures that attacked the fort. You’re to find him, ,ind a gotxJ 
first step would be to talk to the naiure-w'orshipping Nords w^ho live 
up north. To smooth the waters, you’ll receive a vSkaal warrior's skull 
to be ofifered as a token of good faith. (We actually think it's more a 
token of tomb robbing by another thoughtless, treasure-seeking 
Imperial I otJt -monkey.) 


But you probably w^on'i know the full story behind these things 
w'hen you find them, and it’s best to just leave them alone for 
now. Or, if you just can’t w'ait, check the Miscellaneous Quests 
section later in this chapter for more info. 

Eventually, you’ll see snow on the grouml along the riverbanks, then 
ice on the river itself, and fimilly, at Lake FjaUling, ice hard enough 
to walk across. The river continues northwest on the north side of 
the lake. When it begins to the bend more to the west and you see 
high ground on the ea.st bank, turn northeast and climb the hill. 

You should walk right into the Skaal V^'iHage. 


The Skaal 

If you got the last mission from Artona, you may have liecn 
expecting something much more.. -basic. She seems to think the 
Skaal arc savages. But this Nord hilltop seiilemeni of neat little 
Wfxxlcn houses seems entirely civilized. 

Speak to anyone out of doors, and 
you’ll be identified as an outsider and 
told to speak to Tharsten Heart-Fang 
in the Greathall - the large structure 
on the north side of the village. 

Heart-Fang, standing by the fire, w'ill 
tell you straight out that he doesn’t 
know' anything about the attack - that 
the Skaal prefer to let the Imperial 
interlopers on Solstheim slowly kill 
themselves - and that the wolves that 
attacked the fort could not have been THARSTEN 

ordinary wolvcj. HEART-FANG 
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Ni>w, you've done what ytju set out to do. Technically, you could 
return to Fort Frostmoth now and report to Lusiu5 and Artojut 
thath the Nords know nothing about the attack on the f{>rt and 
complete the quest. 

But that’s an awful long W'ay to w^alk orily to be told to return to the 
Skaal \ a 11 age and work your svay into their society. 


Beast Stone 

The Beast Stones just south td the village, near the north shore of 
Lake Fjalding. Frtim a ptdnt in front of the Skaal smithy's front 
door, just head straight south and down the hill. You can’t miss it. 

The quest; “Find the Hood Ik'a.st and ease its suffering,’' 


So keep talking. Follow up on “your business here," and you'll hand 
over the Skaal warriors skull. 

Now, what did w^e tell you about that skull? The Skaal chief says 
the Imperials need to learn to leave thing.s as they arc. 

But he seems tmprc.sscd by the impulse, at least, and it buys you 
more time. Now' youdl get the topic “much to atone for.” 

Heart- Fang is incensed over the Fuupire's behavior on Solstheim. 
The Imperials don't grasp the essential unity, or “(Jneness," uf 
natural things a.s the Skaal do. They don't respect the land or it.s 
creatures. 1 liey dig lioles. They cut down trees. And in .so doing, 
they have thrown out balance the natural force from whicli the 
Skaal deris'es its power. 

And here a light .seems to go on in Fieart-Fang s head; The chief 
proposes that you perform the act of atonement and restore the 
pow'LT of the Skaal. For this purpose, he sends you to speak to tlic 
villages shaman. 

iTc Shaman's Flut is we.si of the Greathall, The shaman, Korst 
Wind-Eye, may act as though he’s spoken to you before, but don’t 
let thi.s throw you off. la Ik to him about ''restore the pt^w'er of the 
Skaal" and “Ritual of the Gifts.’' He'll ask you to periorm 
ceremonies ar six great standing stones around the island, and 
pri'wide a map that shows “ballpark" positions lor the stones and a 
long document [“The Story of Aevar Stone-Smger”) that couches 
the task in a story. 

It Iw^ks like you’re not going back to Fort Fro.stmoth lor a while. 

These rituals are actually .six mini-quests. You can perform them in 
any order you please. ItY much like doing the Daedra Quests in 
Morrowindj except with an over-arching impact. Yon must visit eadi 
stone, activate it, periorm the quest (wEich appears on-screen and in 
your iournal), and then return to the stone and activate it again. 


The beast in this case i.s a bear — white, hence good - that is bnmd 
in a wooded clearing just southeast of Lake Fjalding. Four Level 1 5 
riek lings and an odd -man-out Level One riekling arc hunting it. 
Youll have to kill them all. 

If the bear attacks you, which only happens if you hit it during 
combat, use a Calm Creature spell to make it stop attacking you, 
and then remove the arrows that's hurting it - “opening” the bear 
as you would a dead enemy Y inventory. Then either heal it with a 
spell or scroll, or wait around 3 while fot it to heal naturally. (If 
you take the latter route^ watch how' it passes the time. This bears 
really cute.) 

Once this happens, you'll get a journal entry and the bear whll 
happily follov^? you back to the Beast Stone. If you get a scrape along 
the way, it’ll fight alongside you. Just keep in mind that its a lot 
slow^er and bigger than you, and not quite as bright about path 
finding, so dmft outrun the bear and don't cut acro.ss the lake. 

Only when you activate the Beast Stone again wdll the Good Beast 
go its own way. 


Wind Stone 

The easiest way to the Wind Stone 
to make your way southwest from 
the Skaal Milage and across the 
I Slid River, 

Here, you'll find a small settlemeru 
of Nord outca.sts (Graring’s House) 
whn,se residents are unfriendly, 
though not actively hostile. 

We urge a pjeaceful approach here. All three Nords are essential in 
the “good" .side of the later Raven Rock Quests. 



Well start with the Beast Stone. Its closest to the village, and the 
quest is relatively easy. 



Farther nortli, youdl see an entrance to an icy critter den called 
Legge. Make your way around the north side of the entrance and 
head straight w^est across the Flarstrad River, and you'll see the stone 
near the riverY edge. 

Y^ouf quest: “Travel south and east of the lake ol ice to Glenschul'.s 
Tomb and free the Winds from the Greedy .Man’s bag." 

The “lake of ice" is Lake Fjalding, which you crossed on your way 
to the Skaal Village. Re 'trace your fxit steps to the lake and head for 
its southeast corner. 

South and ca.si of L..ake Fjalding could potentially cover a lot of 
ground, but Glenschul's Tomb is just over the hill from where you 
found the Good Beast. You just need to loop north or south around 
the mountain to the east to find the tomb door on ins far siile. But 
beware: This region south of the tomb door fs potentially alive with 
mounted riekling raiders running Reflect spells - especially if you 
have a high-level character. 
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This small cr^'pt is |.>acked with seven draugr and five boncwolves. 
The boncwolves arc as pitiful in combat as their death vs himper, but 
the draugr are hardy Level 20 zombies and» in places, they’ll actually 
be lining up to fight you* 

Once you own the place, find the big burlap bag. It’s next to one of 
those crystalline sarcophagi at the wot end of the tomb- Open it to 
release the Winds. Check out the chests before you head back to the 
stone to complete the ritual 


Water Stone 

The Water Stgne is on Solsthcim s west coast, 
overlooking the bleak, icy waste beyond the 
Moesring Mountains. 

It's easy to take a wrong turn out here and 
gel lost. Bui you can make this long-ish trip 
rclaiively straightforward. 

Use the Wind Stone ahive as the first 
milestone on your journey; it's right on the 
w ay. The pass beyond the stone leads west- 
northwest. On the far side, climb the sleep 
slope to the southwest and then follow the 
ridgeline southwest to the end. 

See the mountain across the pass to the sijuihwest? That’s Hvitkald 
Peak. The Water Stone's just on the other side. Find a way down 
without breaking your neck. Get rid of the riekling raiders, and 
then slip around the north side of the peak and follow its western 
slope south. You'll soon see the stone looming up out of the mist. 

When you activate it, you’ll he instructed to head west to a small coastal 
island .ind there ToUow the Swdmmer to seek tin* Water of Life,” 

The island s actually to the northwest, and the Sw'immer turns out to 
be a black version of the horkcr. Follow' it. It’ll go north for a long 
way. He patient. You'll sec what look like icebergs off to the rtght, 
then ICC Hows ahead, and then rocks on the sea bottom that IcKik like a 
grubby, four-fingered hand. And then the Swdmmcr stops an<l you’ll 
learn from your journal that it has led you to an underwater cave. 

1 he entrance to Stahlman s Gorge is on the south side of the grubby 
hand. Inside, you will find an ice grotto. 

Remember the grottos in Morrow ind? They arc more or less 
drov^mmg pooh — generally empty of h>nt and low on air. 

This one isn’t iow' on air. It has no air at all until you wdnd through 
the topsy-turvy passage to the final room. It even plays i nasty trick 
-luring you into alcove deep m the passage in expectation of an air 
bubble. (There is none, and you’ll leave shorter on air than before.) 

And when, by the grace of swift-swdm and water breathing magic, 
you do finally surface in that final room, you discover you’re not 
alone. A berserker skeleton with a Nordic silver claymore guards the 
Waters of Life. 

Fkippily, w'hoever stuck the Waters down here is more thoughtful 
than Stahiman s dungeon architect. You'll also find Swiit Sw'ini and 
Water Breathing potions to help you hack to the surface. The 
Swimmer is nowhere is sight, but you shouldn’t have much trouble 
using your map to retrace your strokes to the island and your step 
to the Water Slone. 


Earth Stone 

As deep in the arctic as you appear 
to be, a more temperate region - 
and another standing stone - 
beckons not far to the soudi. 

lust head southwest from the Water 
Stone, cross a nameless inlet to the 
south and suddenly you’re out oi 
the Fridge and into the northwest- 
ern reaches ol the Isinfier Plains 
and Hirscaang Forest. 

Head s^iutheasi dow'n this peninsula. You’ll find a few' distractions 
cn route; a beached supply ship (which crops up in one of the Raven 
Rock quests) and Gdlir's the Mumbling s Dwelling and the 
Bloodskal Barrow (both of which you'll visit m miscellaneous 
quests). And, on a rise just southwest of the barrow', the Earth Stone, 

This time, you’re sent northeast to the Cave of Hidden Music to 
learn the Song ol the Earth. 

The c.ivc*s easy enough to find. It really is to the northeast, and not 
all that far. On the way. you m.iy w'ant to drtour cast around the 
“n”-shaped inlets. (An aggressive gang of reavers hangs out inside 
the lcK)p of the “n.”) But, frankly, this forest is already thronging 
with people and creatures anxious to decorate their dens with your 
entrails, and few more isn't going to make a big difference. 

The cave section is a big old dungeon populated by eight draugr — 
the karate-kicking zombies we met in Glcnschuls Tomb in the 
Wind Stone quest. You’ll face four of them if you make straight for 
the southern entrance to the Chamber of Song. (The other four 
guard the rather low-rent loot in the side passages.) From the 
entrance, just make four right turns and you’re there. 

The Chamber is about the same size as the C^ave of Hidden Music, 
but free of enemies and significant loot. (We’ve found better stuff at 
Hla Oad yard sales.) While you're finding your way here, you'll 
keep hearing a sequence of four low* notes. 

This is “The Song of the Eanh”.^ Frankly, we think it sounds more 
like “The Song of Someone f laving a Linic Trouble in the Next Stall." 
But who are w'c to question the instructions of a giant tattooed rock.^ 

To find out what’s going on here, hang a right at the first intersec- 
tion, climb the ramp on the right side of the room where the passage 
turns left, and make a right at the top. 

This passage leads to ;i kind of prehistoric pipe organ, and it’s 
playing your song — over and over and over again. 

The Chamber is w'aiting for an answ'er. You just have to activate the 
three hollow stalagmites in front of you to play the same notes in the 
same order. Who says there's no rock music in Morrowind? Jn the 
first round, use the middle one, the right one, the left onc> and the 
right one again. 

Now' the prehistoric organ changes its tunc. Just follow' along. This 
time, it’s left, right, middle, left. 

Now you gel a journal entry asking you to join the Balmora String 
Quartet, Ah, w'e kid, we kid. It tells you to go back to the Earth 
Stone. It w'ants to be your agent. 


Vi 


Bloodmoon 
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Tree Stone 

just two stones to go. The 
closer of the two is the Tree 
Stone — located to the east 
and north beyond Brodir 
Grove at the snowy edge of 
the Isinfier Plains. 

These directions may sound complicated, but really they're not that 
complicated. From the Earth Stone, just head straight east. This will 
take you through a section of forest with a large hill on your north 
side, then a small section <)f snowy terrain, and another section of 
wikkE bciorc you reach a clearing with three tall standing stones 
n.imcd Erlendr, Hunroor, and Ntkulas. 

This is Brodir Grove. You’ll eventually come here for a miscella- 
neous quest. But none ol these js the stone you want. 

Head northeast. You’ll pass through some trees, over a rocky area, 
and through more trees- Right before you hit the snowline, you’ll 
find the Tree Stone near an ice cave called Fjcll. (You’ll relurji here, 
too. FjeJl plays a part m an undocumented quest.) 

The Tree Stone quest: You must travel cast to find the thief w^ho has 
stolen the seeds of the first trees and then plant them anew, 

A short distance to the east, you’ll find Bve spriggans (an 
interesting combination of tree and super-model) surrounding a 
single rickling. When you approach, they attack. Avoid the 
leafy ladies and kill the rickling (who's surprisingly durable). 
When you take the strange seeds fnim his IxKiy, the spriggans 
back otT. 

Well, that w'as almost uxi easy. 

But where to plant the secds.^ This is a big forest. 

It’s a good thing you're keeping a |ourn.al, isn’t it? The journal 
suggests a clearing northwest of the Tree Stone, 

.Move nnvard the rocks just west of Fjcll, and you’ll be asked if you 
want to plant the seeds. Go ahead. What could happen? Your 
journal will update and you can go hack to the Tree Stone to finish 
the quest. 

What you m.ay not realize is that you really did plant those seeds. If 
you leave the area and come back 10 days later, a small tree will 
have appeared within a circle of nxks. Leave again and return in 
another 10, and you'll find a larger tree. Leave a third lime and 
return again after a further 10 days, and it s full-grown. You're a 
regular Johnny Applesccd, aren't you? 


Sun Stone 

The trip to the last stone, on a 
rise across the Iggnir River, is a 
fairly short and sweet. You may 
even have seen it on your trip 
north to the Skaal Village. 

Doesn't that seem like a long, 
long time ago? 


A course southeast from the Tree Slone will take you across a band 
oj snowy terrain toward n cluster ol high rocks on the Iggnir’s w'csi 
bank. You’ll probably have to deal with another little band of 
reavers here. On the far bank, continue southeast and you’ll s<x>n see 
the entrance to another harrow (Skogsdrakc). The Sun Steinc is on 
the high ground just to the south. 

Your quest: Head west and free the Sun from the Hall of Penumbra. 

Again, you don't have logo very far. You’ll cross the Iggnir again, 
pa.ss between two sets of rocky spires, and endure a few attacks from 
the hical fauna. And you’ll stxm see a dark entrance in a snow* wall 
up ahead. 

I’cnumbra isn't so much a dungeon as a passage — w'atched over by 
1 1 of our close personal friends, the draugr — that spirals down to a 
ciiambcr where the captive Sun is guarded by a big grab) (A troll, 
basically). It’s not ver)' long and not very complicated. You just have 
to make a left at the first junction. 

Oh, yeah, there is one other thing: Penumbra is totally dark. You 
can fmd your way OK using your map, but a torch, light spells, or 
lighted W'ca|5on (a la Trueflame from Tribunal) is essential just so 
you can sec the monster you keep missing. 

This “Lightkeeper” grahl is probably the biggest creature you've 
faced in Bloodmoon, but he’s really ju.st a 700 HP lug wdih the 
ability to restore his health. Take the Flaming Eye from his f^<xly 
and approach the lighted wall at the back of the chamber. Activate 
the w'all and you’ll be asked if you w-ant to throw the Rye at it. Go 
ahead and do it. 

Here comes the sun. 

Suddenly the passage is lighted. Dimly lit, to be sure, but any light 
in here is a plus. Now you just have to remind the rest of the draugr 
that their name looks like a *vpo, kill them, and relieve them of 
their loot. (The contents of the chests arc keyed to your level, but the 
cloth sacks at the end of the right-hand passage off the first junction 
contain a fair amount of gohl.) 

And that's that. You've done well. (Jr, at least, w'c hope you’ve done 
well, and aren’t still drowMiing in Stahlman's Gorge. Get hack to the 
Sun Stone to wrap up the quest and gel a journal entry that it’s (JK to 
return to Heart-Fang in the Skaal \'illagc- (You can check in with the 
shaman as well, Init you need to sec Heart-Fang to move things along.) 

Two thought.s may cross your mind during your long w'alk north 
hack to Skaal Village. One is that these nature-loving Skaal 
w'oukin’t lx* too pleased if they knew* how' many wolves and bears 
you jirohably slaughtered w^hile performing the Stone quests. 

The other is that, so far, you haven’t picked up even the most 
remote hint about w^hai has happened to Captain Falx Carius. 


Stolen Furs 

Heari'Fang is impressed by your achievement. Even though you’re 
not Skaal, he gives you the Mace of Aevar Stone-Singer - a great 
thumping dub with a frost-damage enchantment - and now 
challenges you to “prove your wisdom" and investigate a crime. 

Why do people keep giving you these detective jobs? Did someone 
in the Thieves Guild slick a “Narc’* sign on your back? 
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ENGAR ICE-MANE 


Rigmor Halfhand has accused Engar 
Jcc-Manc of stealing furs from his 
house. So far, it doesn't look good for 
Icc-Mane. The furs were indeed found 
in his home. 

But if you ask Heart-Fang about the 
two men, you’ll learn the accused is a 
respected fighter and his accuser a smart 
man who is less of a warrior. If you 
interview the member of the SkaaJ 
Honor Guard in the Grcathall (or most 
Skaal outside), you‘11 get the sense that 
Icc-Mane is the last person who would 
commit such a theft, while Halfhand is 
“crafrv'” and not well liked. 


Is Halfhand jealous of kc-Manc? Were the furs planted.^ 

Try the shaman, Korst VV'ind-Eyc. He echoes the conventional 
wisdom on Icc-Manc, hm suggests you speak to the accused mans 
wife, Risi. 

The kc-Mane hut is south of the shaman s house. Rist’s here alone. 
She doesn’t think Ice-Mane could do it either, hut then, what do you 
expect her to s{iy? 

Ah, but ask about Hallhand, and you'll learn they were friends and 
elicit a halting reference to them having spent "wme time" together. 

Ask other lolks about Risi, and they’ll Siiy she has to be strong while her 
husband is away for the hunt. (With l>ispf>siiions of 70 or better, they 11 
note the Halfhand spent an inappropriate amount of time in her hut.) 
And Halrtiand himself says Risi deserves better than Ice-Mane. 

> you supjK>sc 

Yeah, yeah, we suppose m spades. Question Halfliantl (w hf> is in his 
hm) thoroughly, ond it’s hard to suppose anything else. 

But hnw' do you prove Rigmor s passion for Risi.^ You need physical 
evidence. l.ook under Risi s pillow- (hmmm, single bed,s) for a love 
letter. With the letter in your inventory, confront HallTiand (via 
“investigate a crime”) and he’ll run the gamut of reactions before 
‘fessing up. Resigned, he accompanies you to the Grcathall, and 
accepts bis punishment with grace. 

You can exile Halfliand or literally have him throwm to the wolves 
• specifically, the tribe s ceremonial wolves or “Caenlorn," 

Make sure you ask the princip;ils in this case about the punishments 
bclorc you decide (via “the verdict is yours”). Gentler souls will 
probably opt for exile, but this decision — turning MaUhand into an 
un-person, essentially — is thought by many to be the cruder one 
and death a more honorable cn<l and chance for redemption in 
another life. 

Either way, Heart-Fang’s Disposition rockets 40 points, and you’ll 
get the enchanted Helm of the Wolfs Heart, which bc»ots your 
Agility and Sneak skill by five points each. And, either w'ay, you’ll 
eventually inherit Halfhand’s home. It’s a nice, plain little place with 
candles, simple furnishings and a fxaiion unejer the bed. 

Note that this mission isn't over when you think it's over. Ifyou 
chfxisc exile. Halfhand remains in the Ckeathall part of the way 
through the next quc.st — and then vanishes from the game entirely. 
And, no, vou can’t search the wilderness and torment him for his sins. 


If you choose death, he leaves the hall vvith you, w^alks off toward 
the w^olf pen (right past Icc-Mane. a nice touch), drops his ring 
(w hich you can’t recover), opens the gate and allow, s himself to be 
killed by the wolves. 

And then, on top of everything else, you can pocket the 2,100 gold 
he carried. (Act fast; hiS l>ody will vanish soon after the wolves.) 

Now, ifyou have a sudden attack of sympathy for the contlemncd 
man (or just want to throw' a wrench in the works and see whether 
BIcKKlmoon resjx^nds), you can race ahead of Hnlfband and try to 
disable the w'ohcs before they kill him. 

It’s harri to do, because events in the wolf pen hap|x:n quickly. But it 
can done with powerful damage or paralyzing spells — and, yes, the 
game docs recognize it... and how cool is ihat.^ Heart-Fang is not 
pleased. He exiles Halfhand and is tempted to use you for kindling. 

He settles for giving you another mission. 

Go Jump in a Lake 


The Skaal have est.ablishcd your loyalty 
and your wisdom. Bui are you strong? 

Heart'F.ang now has shaman Korst 
Wind-Eye test your strength. You’re to 
meet him on the north shore of Dike 
Fjalding for the details. 

Y<iu’ll find Wind-Eye at the lake’s 
northeast corner. A volcanic plume of 
orange fire is erupting from the lake's 
center. You are to explore the ice caves 
below and kill the draugr lord Acsliip. 
Heart-Fang believes this undead creature 
to be responsible for the phen<nnenon. 




KORST wind-eye 


That's the official version, anyway. Wind-Eye himself is worried that 
the fire signals fulfillment of the Bloodmoon Prophecy - a time 
w'hen the moon is supposed to turn red and w'crcwolvcs w;dk abn>ad. 

But there are other signs, not specified, w hich Wind -Eye says arc 
difficult to interpret. And, right there, he changes Uk* subject. This 
may leave you wondering w’hcther this quest is really about w'hat it 
appears to be about. 

It is not. The Skaal are using you test this event to sec whether it’s 
really a sign or simply some ordinary, rcal w'orld bad guy w ho’s up 
to no gtx>d. 

But you won't know that For certain until it’s almost over 

You can dive into the lake through the flame at lake’s center — it is 
harmless — and enter the Caves of Fjalding through the west side of a 
IxHilder at the center of the lake floor. This first of three linked caves is 
a kind of tricky dungeon. It s tricky in part because the main passage 
into Aesliip's Diir is concealed by terrain and the use of narrow corridor 
entrances. The dungeon keeps making you think you’ve just found 
another dead-end even when you’re on the right track. Take it slow. 

It’s tricky, too, because side passages make you think it’s much larger 
than It actually is - and it’s plenty big. But you can skip a large 
northerly section of the main passage via a shortcut. Make a left at 
the first junction, and then two quick rights, and you’re on your way 
down to Aesliip. 
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Finally, it s tricky for high-level characters that reckon from the 
scattering of draugr and bonewolves that they’re home free. They’re 
not. Like many Solstheim dungeons, the eaves have a whole extra 
tier of enemies specifically aimed at high-level characters. 

This brings us down to the small and modestly decorated region 
known as Aesliip’s Lair. It has no monsters - only Aesliip himself. 
He is a Level 50 draugr lord with SOO hit points. 

We tell you this m case you decide to fight him. We figure a lot of 
you will fight him simply l>ecause someone told you to do so. 

Rut, if you do, we take back what we said about you being wise. 

II you give Aesliip a chance, he'll hobble out of a side passage, like 
the ancient creature that he is, ami talk to you. 

Aesliip tells you how. as a |.x)wcrful mage in the surfice world, the 
Skaal exiled him for practicing necromancy. He found his way into 
these caves and learned of a conspiracy among frost daedra to eUurn 
.Solstheim for themselves. 



Wolves at the Door 


Even as Aesliip imprisoned the daeilra Ix'hind a magical harrier, he 
knew that the barrier must one day fail. (As we’ve learned in 
Morrowind, the power of magical barriers wanes with age.) So 
Aesliip used black arts to turn himself into undead draugr so he 
might live to preserve the barrier for all time (or at least until you 
got here) and preserve the Skaal from extinction - even though 
they banished him... what a guy- 

You can play this cither w'ay — fighting the daedra at Aesliip’s side 
or just obeying orders. 

But shouldn’t Aesliips selfless effort be rew'arded by something 
other than another beating' 

Besides, if you decide to go alter the daedra (n<it a requirement to 
complete the irussion), you may need help. Ten Irost arronachs wait 
m caves reached through the south end of Aesliip’s lair. They arc 
cool customers - immune to normal weapons and frost, and 
reflecting 20 percent of s^X'lls cast on them while dealing out their 
own frostbloom spells. 

Moreover, Aesliip casts a Fi refist spell that neatly syncs w'ith the 
atronachs’ weakness against fire attacks. If you can keep your nesv 
pal alive until the tenth atronach melts, he’ll die a happy draugr 
lord. And you'll get his ring, which boosts your Willpovs'cr by 10 
points and Magicka by 75. (If Aesliip dies before the last atronach, 
you won’t get the special dialogue, but you can still take the ring off 
his body.) 

You’ll suspect something’s afoot the moment you return to the lake’s 
northeast corner. Wind-Eye has other busincs.s to handle first. He 
tells you to return to the village and that he’ll meet you there. 


B.ack in the village, you’ll be clirecte{i to I k*ari-F.ing. He’ll barely 
have acknowledged your achievement — and more or less blown 
you «»ff — when the Skaal Honor Guard in the hall raises a cry: 
Werewolves are attacking! 

You’re asked to ai<J in the village s defense. It shouldn’t lx difficult. 
The Skaal are fearsome warriors and, even unassisted, they make 
mincemeat of the werewolves. The village doesn’t take the hit the 
Fort Frostmoth suffered. 

But if you .speak to any villager afterward, you’ll learn a werewolf 
was seen entering the Crrcathall. Enter the building and kill the 
werewolves inside only to fuul the .Skaal guard dead and Heart- 
Fang missing. 

lust like Falx Carius. 

Leave the Greathall again and you’ll find Korsi Wind-Eye standing 
before you. He tells you the creatures arc werewolves — hey, thanks 
for the tip. Windy! ~ and that you have been infected. 

In fact, it’s extremely unlikely that you were infected before you 
talked to Wind-Eye — there is a small chance of catching 
lycanthropy from a w'erew^lf s attack - but this encounter <lelibcr- 
ately infects you to force a decision. 

At this the main quest divides into tw-o .separate threads. 

One plays out if you cure the infection wdthin three days and 
remain human, the other if you don’t and become a werewolf. 
Either way, you’ll still get to play through the four remaining 
main quest missitiUsS, But you'll see at least three of them from 
distinctly different sides. 


He won’t further discuss the Bloodmoon Prophecy. But if you 
mention ‘^disturbance on the lake” again, he’ll note that, though 
Aesliip is dead, the flame at lake’s center still burns. 

”Therc is more at work here than the magic of just one magic,” he 
says. “There are greater things on the winds." 


However, until one or the other happens, you’re out of the Skaal 
family. Wind-Eye, now de facto chief, can’t risk you infecting 
others. The main quest is on bold. Most people in the village woa’t 
speak to you. You have to make a decision. 


And how. 
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The human side 



Taking the Totem 


Slaying human is quick and easy. The werewolf disease is similar lo 
rhe vampire disease in Jvlorrowind, and so is chc cure. It requires 
simply a Cure Common Disease spell, scroll, or potion. 

()ncc you've taken the cure, talk to Wind-Eyc again. He detects that 
ihc infection is gone. As promised earlier, you have the use of 
Rigmor Hallhand’s old house. You have been named “BlcKlskaal" - 
a blood friend to the Skaal. (Think of it as a Nord version of the 
“clanlrtcnd” designation used by Ashlandcrson Wardcnfcll.) And 
you arc to take part in a rare Skaal ceremony of cleansing and 
blcs.sing known as Ristaag. 

()f course, there s this one little thing Wind-Eye wants you to do for 
him first. (Yeah, vve kind of figured there would be.) You’re to 
retrieve an artifact, the Totem of Claw and Fang, from the Tombs of 
Skaalara to the southeast. 

From the Skaal Village, just head east to the coast and then follow 
the coast south until you sec an island on your left. On the 
Sofstheim side, opposite the south tip of the island, you’ll sec a pile 
ol snowy rocks — with a barrovv-like entrance in its southeast face. 
This is Skaalara. 

H you tried to get in while exploring on your own, you found the 
entrance blocked by snow. (It’s open only once this quest is 
activated.) The tomb is large but linear, with 10 werewolves (most of 
which you’ll have to kill) and lots of cul-de-sacs leading lo chests of 
generally mediocre loot keyed to the player’s level. 

To get to the totem quickly, make at left at the entrance and simply 
follow the left wall down to the southern rectangular chamber. The 
totem is in a barely-locked chest (Lock Level 30), 

Try to get the artifact back to Wind-Eye quickly. If you sleep with 
the totem in your inventory, there’s a 10 |XTccnt chance you’ll be 
attacked by three Ixsirs as you sleep. 

We told you to leave that porridge alone, didn’t we? 

Back at the village, Wind-Eye teaches you a spell (Call Wolf), which 
summons wolves to fight at your side, and sends you off to meet a 
hunter who will explain your part in the Ristaag ritual. 


The Ristaag 

Rolf I vong-Tooth is supposed to meet you on the west shore of Lake 
Fjalding after nightfall. The Skaal must have a liberal interpretation 
offshore,” because not a soul can be found anyw'hcre on the w'cst 
shore of Lake Fjadling (save for the u.sual baddies). 

In fact, Long-Tooth is w'ith a partv' of Skaal hunters in the nearby 
woods - roughly west of the point where the Isild River leaves the 
lake and straight south of Gratings House. 

(The time’s a little tricky, too. “Nightfair is different from 
sundown. Long-Tooth w'on’t talk to you until 9 p.m.) 

When he does sj^ieak, you'll learn you're hunting the Spirit Bear that 
Wind-£yc has conjured using the recovered loicm. You must kill 
rhe creature and return its heart to the shaman by daybreak, or ill 
fortune wall come to the Skaal. Your part is to be Long-Tooth’s 
“second,” You're to follow him and Ho just what he savs. 

Once l.^ng-Tooih^s said his piece, the hunter sets off to the south. 
After a short distance, he’ll stop. Wail w'iih him. Soon, you’ll hear an 
animal grow'l. Then a human cry. Then silence. 

Long-Toolb says the sounds came from Satiir the Bold’s path (the 
other iw'o hunters arc moving along parallel courses) and asks you 
to investigate. 

Now, you’ve probably never seen Sattir the Bold in your life. But, as 
is often the case in Morrowind, your journal contains information 
that doesn’t appear in conversation — in this case, that the sounds 
came from the right. 

You'll find Sattir dead beyond ilic rocks to the west. 

You can look around if you like. But W'hatcver claimed Sattir is long 
gone. Not a thing stirs out there in the darkness. 

Report back to Long-Tooth. He sees this as bad omen (ya think?), 
but nevertheless continues south. 

Soon, he’ll stop again and wait again. And again, there is an animal 
sound and a cry - this time to the left. Again, you’re dispatched to 
investigate, and again, you’ll find the hunter (Grerid Axc-Wife) 
dead behind some rocks to the cast. 

(Even if it does seem unseemly, poke around in her belongings for a 
unique long-lasting torch that lights a significantly larger area than 
other torches in the game.) 

Lesson: If you’re hunting w-ith Rolf 
Long-Tooth, don't go behind the 
rocks. Ill fortune now^ seems less a 
future penalty for failure in the 
hunt, and more of a current and 
deadly adversary'. Something is 
stalking the party. 

Still, Long-Tooth vows to coniinucj 
and proceeds up the hill to the south. 

You won’t have gone far when three 
werewolves attack you. 



ROLF Long-Tooth 
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Kill them and then speak to Long-Tooth to learn that, by virtue of 
your vahant defense, you're to lead the way for the rest of the hunt. 

Vikes. You thought l-ong-Tcx>th was doing just line. And you have 
no idea where to find the Spirit Bear. 

LXm't worry. Did you notice that Long-Tooth has been moving 
steadily south? Take your lead from him. Just continue m that 
direction, and you’ll find the bear soon enough. (It looks like the 
Good Beast you rescued from the ticklings in the Beast Stone quest.) 
Kill the bear and take his heart. 

If everything’s gone according to plan, it shouldn’t be later than 
1 1 p.m. — possibly, midnight if the werewolves gave you some 
bad moments. 

You're on your own again. (Long-Tooth wants to commune with 
nature for a bit.) And there’s no rush if you need to rest and heal 
up; the daybreak deadline apparently was only for the hum itself. 
Simply take the bear’s heart back to Wind-Eye to receive a Call Bear 
spell that summons a giant grizzly bear to help you in combat - and 
more ominous tidings. 



The Death of the Horkers 


In w'hat may or may not be another fulfillment of prophecy* there 
has been a massacre of horkers along Solstheim's north coast. 

Wjnd-Eyc prefers to see mortal hands in the slaughter, and sends 
you to an ice castle in the northwest part of the island to seek an 
explanation. 

Found on a frigid plain well west of the vilhige, the castle is home to 
the frost giant Karstaag. Wind-Eye says the Skaal are at peace w iih 
the monster, but other Skaal will elaborate that it's an uneasy truce 
and the shaman speculates the killings may Ik the work of rick lings 
in the giant's service. 

He'll also steer you away from just w alking up and knocking on 
the castle s front door, and mentions a recently discovered 
undcrw'atcr entrance. 

And there's one other thing: After you’ve received this mission, the 
shaman will finally tell you a little more about the BloinJinoon 
Prophecy. It is a Skaal legend of portents that prc.sagc the rcappcMr- 
ance of a demon god who walked the earth in time immemorial. 

Not a good thing. 

Leave the village to the west and follow the road north to a stone 
bridge over the inlet formed by the confluence of the Isild and the 
Harstrad. (A road... and a bridge? Solstheim's looking more 
civilized by the minute.) 


Once across, you’ll deal w'irh some reavers and get your first look at 
the carnage. Dead horkers arc everywhere - 82, all told, with the 
greatest concentration around the mouth of the inlet. 

Someone's been extremely thorough. Tlie only horkers to escape 
seem to be the ones in deep water. 

The path gives out once you cross the bridge, but this shouldn't be a 
problem. Just make your w'ay west. Castle Karstaag - an imposing 
edifice of pale green ice - will soon appear op the horizon. 

What Wind -Eye said is true. The door on the castle's south side 
can't be activated by any means from this side. But the underwater 
dtxir is easy to find. It's a little ways offshore in the north side of a 
big rock - in a position that corresponds almost exactly to the 
middle of the castle’s north wall. 

VV^hen you surface in the caverns under liic castle, you'll meet a 
riekling. Put away the w\*irhammer you use exclu.sively for 
squashing these pale blue raccoons. This is a riekling of a different 
color. It has a name (Krish) and it talks, (You may already have 
heard from Wind-Eye that some ricklings can talk.) 

Krish doesn't know anything about dead horkers, but knows 
someone who might know. Naturally, he wants a favor before he 
performs introductions, 

U seems Karstaag has vanished. Funny how- ijiat’s been going 
around. In the giant's absence, the rieklings have taken over the 
castle and now they’re fighting among themselves. The downstairs 
rieklings have staged a coup against the upstairs ricklings. The coup 
lailcd. Krish’s co-<onspiraiors were betrayed, and eaten, by grahl. 
Krish is the only survivor. 

Rut his ambitions are undiminished. Clear out the eight treacherous 
grahl and he'll let you into the castle proper to talk to another 
riekling named Dulk. (Though Karstaag is gone, his blessing is still 
required for entry'. Krish has it; you don't.) 

You've already met a grahl in the Sun Stone quest, and should have 
an idea of w'hat to expect. They’re ice trolls w'ith lots of immunities 
and lots of hit points, just make sure that, in this darkness, you’re 
hitting the grahls and not Krish. II he dies bclore you get into the 
Banquet Hall, you're finished. 

In fact, the grahls may appear to be the least of your problems. 

The big problem seems to be Krish. He’s a little fellow^ whose gifts 
arc pretty much limited to running behind you. He can’t jump 
very far or high. He can’t cast spells. He can’t negotiate complex 
blocking terrain. 

There are places in these Caverns of Karstaag where you'll be 
tempted to do all of these things, and if you do, you're going to leave 
Krish behind. (You can’t tell Krish to stay, and you can’t pick him 
up and carry him like a football.) 

And if you lose track of the riekling, there’s no telling what will 
happen. He won’t wait in the spot where he last saw' you. Rather, he 
seems to get confused. He runs off. At best, you'll have to find him 
in this huge dark maze. At worst, any remaining grahls will send 
the ambitious little schnook to join his friends. 

If you find yourself doing something that Krish can’t, stop. There’s 
alw'ays another way. 
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The location where this is most jikcly to happen is a four -way tnicr» 
section in the stnithcrn pan oi the caverns. The eastern passage leads 
to the entrance to the castles Banquet Halh and you need Krish 
right with you at the exit in order to use it. 

But stalagmites block the passage. You can get past them by jumping 
or levitation, bur Krish can't. 

You probably just haven’t explored thoroughly. Reverse course and 
head down the west passage. This turns north and finally cast into a 
tluinilx.*r with a pit (and loot) m the center and a gap herween 
platforms up ahead. 

Vour attention is likely to be focused on that giip. And the room 
plays sfjrne little visual tricks to suggest there is no path to your left. 
But if you look left carefully when you enter the pit room, you’ll see 
a walkway. It leads to a corridor that intersects with the hall beyond 
the Stalagmites. 

Once you’re in the Banquet Hall, Krish becomes exjx'ndable. You 
don’t need him to enter the rest of the castle, and can sacrifice him to 
the half-dozen rieklings in the dining room as a diversion while you 
make for the Throne Rwm door. 

However, if you’ve goticn into the habit of protecting Krish, that’s 
fine, too. Advance up the ramp to the dining room just far enough 
to gel the attention of a single riekling, lure him into the storage 
roism, beat the snot out of him, and djen repeat until the dining 
room is empty. 

The castjc s also fun for reasons that don’t relate lo your mission. 

The departed Karstaag seein5i to have been a real grind -you r-boncs- 
to-makc-my-bread type of giant. The five skeletons piled in the 
southern corners of the dining room may make you wonder w^hether 
he was actually observing a truce with ijic Skaal^ or simply agreeing 
nor to cal Skaal between meals. Ajtd the fruit bowls ai the far end of 
the table are filled with skulisi 

The ramp at the south end leads lo the Throne Room, where you’ll 
find Dulk, This little Karstaag toady denies any involvement in the 
horkers’ deaths and confirms what you probably already suspected: 
The werewolves have made off w-ith Karstaag as well- 

Not much remains to be done in the castle before you report back 
lo Wind-Eye. From the outside, yon can levitate up to the roof and 
enter the single tow-er room (where you’ll find a single, hostile 
riekhng). You can loot the Throne Room and Karsiaags 
Chambers, located west of the Throne Rcxnn. Y^ou’ll find lots of 
corpses in the latter. The giant appears to have been eating the 
locals as bedtime snacks. Be sure to grab the three diamonds and 
three pfUions in his bedding. 

And, nu, you don’t have to leave through the underwater door. 

Use the front door. (It’s that dark space on the south side of the 
Throne Room.) 

Your finding that the rieklings arc innocent in the horkers’ slaughter 
docs not surprise Wind-Eye. But he is still troubled. Every portent 
that finds no rational explanation in the world of men and beasts 
appears more likely to be fulfillment of dire prophecy. He gives you 
aStalhnm Longsword of FUme to help protect you against what 
may come. (You’ll deal wdth Staihrim in the Raven RcKik Quests. But 
\i\ a princely gilt.) 

And now, finally, he talks openly of the BlcKwlmoon. 


The wolf side 

To become a werewolf, let the lyctinchropy infeciion fester for three 
tlays, and tlicn go to sleep in a location where you w'on't be spotted 
sleeping, coming, or going. 

Your quest legations as a wxrcw'olf are the same as those for the Human 
Side, .s<j a eJeared-out dungeon fairly close to the Skaal \Yllagc wouKi be 
ideal for this purpose. We suggest you launch an expedition into the 
c,ave Skyggc, found on die west side of the inlet northwest of the village, 
and take out ilie rogue necromancer and his tw'o apprenticers. fThc 
Rimhull ice cave is also a good candidate - after you’ve performed the 
related miscellaneous quest and addressed another nearby. But the 
riekling:* in this area may prove tw much of a nuisance.) 

On the night you change for the first time, you’ll dream of the 

of wolves, and of a strange figure w'lth a mask made from an 
animals skull. 

And you’ll wake up hungry. Really, really hungry. 

Once you’ve made the transformation, you do not have to go 
anyw'herc or do anything unusual to get the four werew'olf quests. 
The werewolves of S<ilsthcim do not have lairs or conventional 
quest-givers like the vampires of VS-ardenfell. Y^ou’ll receive your 
missions from <laedra lord Hircine while you're asleep, (Hircine 
evidently has IrarneH .i trick from Dagoth Ur.) The first will come 
on the night after you join the ranks of the night stalkers. 

But first, a little background on what you’re getting into. 


f M 




So You Want to Be a Werewolf 

You now lead a double life. During the day, you’re the character you 
already are. But every night at you’ll automatically chatjgc to a 
werewolf, w'lth a wercwolfs Sjiecial gifts and limitations. And every 
morning at 6, you’ll change back to a human. 

As a werewolf, your stats and skills arc very focused. Strength, 
Agility, and Endurance arc all 150. You move like the wind. Your 
Speed is 90, and if you’re not in the tw'o-leggcd combat mode, you 
can run on four legs and go alx»ur 30 percent faster. (Granted, your 
Luck is tust 25, but, as a w'crcw'olf, consider yourself lucky to have 
any Luck at all,) 

Y’ou’rc a superb melee fighter, with skill of 100 in Hand-io-Hand 
and Unarmored cornbat. In addition, your Hand-to-Hand attacks 
don’t damage an opponent s fatigue like thev normally do in 
Morrow'ind, they damage health. 
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You can move almost unseen. (Your Sneak skill is 95.) And^ man» 
can you jump. Your Acrobatics skill is 8U and your Athletics is 50. 

You can still swim. (In fact, now you do the do^ paddled 

Your first-person view now has a little “fisheye” bemling at the edges. 

You have two new abilities: a perpetual Detect Animal spell with a 
range of 4,000 feet and Night Eye, which improves your night vision 
by 25 percent. 

And you can leave the island. Nothing prevents you from becoming, 
say, a Solstheim Werewolf in Vivec...or Muurnhold. In fact, as long 
as no one knows you spend your nights us a giant, man-eating dog, 
you should be able to do all the quests - except for the Human Side 
branch of the main quest in Blwdmoon. 

This has possibilities. How would Morrowind’s Dagoih Ur nr 
Tribunafs Almalexia or KarrtKl fare against a werewolf? 

Alas, there’s also a long list of werewolf limitations and jicnalties. 

While you’re a wolf, everything you were as a human is gone. Your 
stats, skills, special powders, racial and birth sign bonuses, and faction 
status arc all left in the dust until dawn. 

You can attack only with your claws. Weapons are out. And though 
some spell crfccis arc in play, they just reflect your innate abilities. 
You can't cast your own spells. 

You can’t talk to people. You’ll growl a good deal, of course, and 
you’ll make plaintive noises when you try to perform typical human 
actions, but wolves can't talk. And only the key characters in the 
main quest that must talk to you will talk to you at all. 

Just as a silver bullet i$ said to be deadly to the werewolf in movies, 
silver weapons will hurt you twice as badly as normal ones. 

You also won’t have access to your human inventory — you don’t 
have an inventory, period - and you won’t be able to collect, wield, 
or activate objects other than doors. (Wolves don’t have pockets or 
opposable thumbs.) 

However, that said, your human inventory docs move with you., 
and when you revert to human form, you’ll find that everything you 
had equipped before you became a werewolf for the night has been 
dumped into it. (At least it's not all on the ground.) Being a wolf is 
going to be kind of messy. 

Your presence in werewolf form in most civilized regions will 
produce vigorous reactions. Higher-level characters will attack you. 
Low'ef'lcvcl characters w'ill scutde away in terror. i\nd if you 
change into a wolf, or back into a human, in front of witnesses, the 
effect is the same as c<>mmiiting murder, only worse. Your existence 
alone is an affront to the rest of the world and you’ll be known as a 
werewolf wherever you travel, even w'hen in human form. Even on 
Solstheim bad new's travels fast. 

As a w'otf, you’re alw'ays going to wake up hungry for blood. Its a 
hunger that only an NPC-a-day habit can satisfy. That’s non-player 
characters only. Creatures w'on't do. 

Happily, the game throws suitable food into your path in the first 
two werewolf quests (Skaal hunters and trackers, respectively) and 
doesn’t make you work hard to find food in the third quest. (The 
mam -quest endgame’s a whole other ballgamc, though- You'll face 


NPCs, but they arc mcga*NPCs. You really need a doggy bag for 
these meals.) 

But, in general, feeding should be the first thing you do when you 
wake up as a werewolf. If you don’t quickly set about decreasing 
Solsiheim’s population, 23 percent of your current health will be 
stripped away on an hourly basis, (Barring combat damage, this will 
reduce your hit p<iints by about 90 percent by morning.) 

The upside is that, once you’ve fed for die day, your health begins to 
regenerate automatically - at a rate of I point per second. 

This will get more complicated once you move away from 
Bloodmoon’s central plot and have to come up with your own 
dinner menus. If you want to perform the Raven Ruck and miscella- 
neous quests, and not just dc.stroy everything that moves, you’ll need 
to bo somewhat careful aUiut what you kill. 

A gotxj rule of thumb: If it has a proper name, don’t eat it. You can 
live off the ranks of the anonymous bers’crkers, iryse hags, reavers, 
and smugglers that haunt the Solstheim wilderness (and which arc 
replenished on a periodic basis). 

We hear they taste like chicken. 


I 


Defending the Totem 

The three unique Wolf .Side quests are inversions of the Human 
Side quests. So, for example, while the human player was asked by 
Korst Wind Eye to retrieve the Totem of Claw and Fang from the 
Tombs of .Skaalara, the w'crewolf player will be asked by Hircine to 
guard the totem .against Skaal warriors making their w^ay into the 
tomb. 

If you’ve read the description of the human side of things, you may 
have thought you could count on werewolf allies in this quest. 

Nope. We guess they’re all on break. It’s just you and the Skaal. 

The mission plays rather like a game of Capture the Flag. The 
Skaal have to get the totem from the chest in the tomb’s southern- 
most chamber out the tomb entrance. You’ve got to kill all the Skaal 
— 12 to stop them from spawning and possibly one or two additional 
Skaal th. 1 t may have appeared before your kill total hit 12. 

On your side is the relative simplicity of the layout. Though the 
tomb is fairly large, there is just one path from the chest to the tomb 
entrance — most of it taken up by a long, curving corridor. You’ll 
probably make most of your kills here and in the short corridor 
leading to the chest ro<>m. If the hunters stop appearing in these 
regions, but you don’t get a quest-completion message, check out the 
areas directlv north of the chest room. 
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Another plus: You'll be told if the Sknat grab the totem, and your 
speed should enable you to head them off at the pass. And if you kill 
the poor guy who s carrying the artifact, his comrades can’t simply 
pick up the ball and run with it, It automatically goes back to the 
chest. (A good thing, uk), since you can’t pick it up!) 

On the Skaafs side; They were here llrst. Initially, you'll find just 
five hunters, ami may decide to camp out at the tomb entrance or in 
front of the totem chest to intercept the rest. 

Think you're clever, huh? U <Kx:sn’t w'ork that way. The remaining 
,Skaal won't come through the entrance, but at four spaw^ning p<uni$ 
spread through the tomb’s northern and central sections, 
(consequently, how'cver diligent you may think you’ve Ix-cn about 
keeping them from the totem, you’ll still find new enemies 
appearing in regions you thought you’d dcarctl. 

Succeed, and, in your next werewolf dream, Hirciue rewards you 
with sharper claws. (It’s hard to calculate the exact impact, but the 
multiplier used m calculating damage fr<im your hand-to-hand 
attacks goes up to 4U percent.) 


The Death of the Grahl 

In this last of the unique werewolf quests, you're working for the 
upstairs side in the battle among riekling servants for the control of 
Castle Karsiaag. Hircine makes it sound as though he s doing a 
favor for the castle’s master, the frost giant Karstaag. fn fact, it was 
the daedra lord’s kidnapping of Karstaag dial set oft the rebellion. 

But we’re getting ahead of ourselves again. 

Karstaag ts a great ice palace in the northwest corner of Solsthcim- If 
you've made a home for yourself in Skyggc, as wc suggested, it’s an 
almost straight shot west, across the stone bridge and through the 
low, snowy hills beyond. You’ll w'ant to feed on a reaver on the tar 
side of the bridge to get your daily bloodlusi requirement out of the 
way. (None of the creatures you have to kill in this mission qualifies 
as an NP(^..) 

The Human Side player was an unwelcome visitor at Castle 
Karstaag, and had to enter the castle by a secret underwater 
entrance. But the werewolf player has been invited, and can 
stroll right into the Throne Room through the door on the 
castle’s south side. 


Wrecking the Ristaag 

The next night, Hircine invades 
your dreams again. Now he w^ants 
you to disrupt the Skaafs ritual 
hunt by killing both the hunters and 
their quarry. 

No senior werewolf guides your 
hand, as Roll Long-Tooth did in the 
equivalent Human Side quest. You’re 
on your owm. And you’re up against 
a much larger, tougher force th,*in 
just three Skaal hunters. 

Instead, you're facing another Tombs of SkaaJara situation. Nestled 
in the dark w'oods bciw^een the southern stretches of the Isild and 
Harstrad rivers arc a scries of spaw n p<iints. When you enter the 
region, these w'ill activate and begin to pump out Skaal trackers. 

These guys are the winners of the Nord tough-man competition — 
Level 45 hitters with 364 hit p<»inis and high-level combat-related 
skills. You have to kill 10 of them to turn off the spawning and then 
pick up the spare and nail any extras created before you made your 
tenth kill. 

If you go blundering into the Skaafs campfires, you’re probably 
going to get slaughtered. Take your lead from the tactics of the 
w'ercw'olves in the I fuman Side version of quest. First they ttx>k out 
individual hunters on the edges of the party and then wx*nt after the 
player and his comrade. 

In this way, carefully choosing your approaches (try to come in from 
the south, where there is more cover) and listening for audio clues 
that an attacker is inlx>und, w^ear down the Skaal lorcc one tracker 
at a time. 

When the Skaal are gone, the Spirit Bear will appear to the south - a 
bn northeast of ilte berserker dungeon Gronn. Kill the bear and when 
another day passes, you’ll have a new* Human Side ability. Hircine 
gives you a spell (Summon Bonew'olO that allows you to summon one 
of these skeletal wolves as your companion during the day. 



Here you’ll find Dulk — one of two talking rieklings in Bloodmoon 
and a member of very select cadre of characters who will talk to you 
as a werewolf 


l>ilk tells you about an attempted palace coup led by a riekling 
named Krish. You're to explore the caves under the castle, kill off 
the grahl Krish plans to use as shock troops and Krish himself. 


The ramp to the right leads down 
to the Banquet Hall. This is alw'ays 
in hostile hands, regardless of 
w'hich side you fight for in this 
quest, and you'll have some fun 
flaying die half-do^ten riekling 
defenders. (The rieklings arc either 
extremely brave or extremely 
stupid.) Check out Karstaag's 
interesting dietary requirements 
and then the storage r(K>m off to 
the left. The exit in back leads to 
the Caverns of Karstaag. 



DULK 


Since you’re entering this maze from the castle side, it should 
hold few mysteries for you, (It’s trickier for a Human Side 
player, who has Krish in tow.) The eight grahl arc distributed 
throughout the caverns. You just have to explore thoroughly to 
find these big bruisers. 


Krish is exactly where he is in the Human Side quest - in a spur 
corridor on the w'cst side of the caves that leads in from the 
undcrw'atcr entrance. You’ll never get his side of the story. He'll just 
attack you. Maybe it’s just a form of ritual suicide for rieklings. We 
don’t know. And since he’s a riekling, wc don't much care. 


Approach Dulk in the Throne Room again, and then make your 
way back to your hideaw'ay. When you dream this time, Hircine 
make you a gift of another new power. Huiuct s Wind allow's you to 
restore up to 1,000 hit points once per day. 


You'll need it sooner than you think. 
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The Hunter’s Game 

This Hna] episode in the main qucii can be almost identical - ot 
almost entirely differem - lor human and werewolf players. It all 
depends how you play it. 

For a human character, the quest begins with Korst Wind-Eye at 
the Skaal Village. The shaman has hoped agamsi hope that he had 
misread the signs, but it is dear now chat completion of the 
Bloixlmoon Prophecy is imminent. 

Once in every age. the demon god W'^alks the earth and preys upon 
mankind. The specifics of this ''Hunter's Game'' have changed with 
time, but the basics remain the same: Victims are transported to a 
Hunting Ground and pursued by the demons hounds. The lucky 
one.s die there. The unlucky ones survive to face the god himself 

That rime has come. Now, the shaman is just waiting for the axe to fall 

It falls the moment you go to sleep. You’ll svakc up svilh werewolves 
all around you. It’s probably the single scariest moment in the game. 

For the w^erewe>lf character, the quest starts at nightfall the day after 
yoa’ve received your rew^ard for the Castle Karstaag mi.s.sion, A 
dream sequence starts. It looks like youVe about to get another quest. 

But the quest never arrives, Hircine doesn't speak to you as he has 
before. Rather, the dream suggests travel. 

In fact, both human and werewmJf are traveling. (The human player 
has been kidnapjxd; and the werewolf seems to be sleepwalking,) 
Neither can do anything to prevent or postpone this event - short of 
delaying going to sleep. The only thing you can do before you hit 
the hay is make sure anything vital to survival is in your inventory. 

You wake in the position made famous by lames Bond: prone and 
immobile, with the Big Bad Villain giving you a lecture. 

Before you stands a ip asked creature, holding a pole arm weapon and 
speaking in a dark voice that ripples with power and evil The daedra 
lord Hircine (so identified in your journal, if you didn't already know 
from the Wolf Side quests) has assembled four champions of Solstheim 

— Falx Carius, Tharsten Heart- Fang, the frost giant Karstaag and you 

- ip a daedric maze under the Mortrag Glacier in the far northwest 
cor [ter of Solstheim, He says only one will sunive to fight him. 


Then he’s gone, and youVe free to move. 



HIRCINE 


The First Room 

But don't move too far just yet. This is your la.si safe haven for 
a w^hile, and if you leave, you'll find the door magically sealed 
behind you. 

You need to make a decision. Do you want to light as a human 
being, or as a beast? (H you change your mind bter, you'll be able to 
change form again before the final battles.) 

li you w^ant to be human, and you're on the Human Side path, you 
don't have a choice... yet. For now, your path is fixed. )ust open the 
door to the maze s Outer Rim and meet an old friend. 

If you want to be human, and arc currently a werewolf, wait out 
your wx-rewmlf state in this room and then recesver the health lost 
from not feeding with spells, scrolls or potions. (You’ll 
understand in a moment why youTc using magic rather thaji 
feeding.) When you're in tip-top shape, open the door to the 
Outer Ring 

And if you’re a w' ere wolf already, and want to stay that w-ay, open 
the door now^ and prepare for battle. 

The Outer Ring 

The Human Side 

By now you’re probably dying to know who's behind Door #1, It’s 
Falx Carius. Hi, Carius! Where ya been? 

He’ll speak to you automatically. If 
you’re human (or simply in human 
form), you can join with him to 
attempt escape, or you can fight him. 

Work with him. This is the best 
solution, and gives you a chance at the 
best ending. You don’t really want to 
fight the captain. Carius doesn't intend 
to turn on you, (Unless you change 
states in his presence, that is. Oops!). 

Why risk your life to sacrifice a 
powerful sword swinging in ycur 
behalf when you'll be able to salvage 
any of Carius' neat belongings should 
he die along the w^ay? 

First thing's first: You need a key. Keys are required for a human 
character to get through the barriers in the Bnal rooms of the Outer 
Ring and Inner Ring mazes and to leave Huntsman’s Hall. 

The Outer Ring key is close. The right-hand path leads directly to 
the chest containing it. Naturally, Hircinc’s hounds guard the chest. 

The hounds are high-level W'^erewolves wdth 700 hit points and lots 
cjf 100s in their stats and skills, (They're even better werewolves 
than you are wvhen yoifre a w'erew^oH,) There are 17 of them in the 
Outer Ring, plus four werewolf ice statues that turn into real 
werewolves if you get too close to them once you've grabbed the key. 

To survive this maze, you need to prevent these monsters from 
ganging up on you. 





You and Carius should be able tf» He:t] with rhe one live 
wcreucjlf and single statue werewolf in the chest area with 
barely a scratch. However, if you press farther along this path, 
every werewolf in the area seems tu 4cto in on your location, 
and you may firid yourself fighting a half-dozen or more at the 
same time. This is A Bad Idea, and you’re much better off 
getting the key, backtracking to the entry door, and then using 
the lcft-han<l path. 

A few precautions will make this prtjcess easier. For starters, make 
sure you control the battle and the battlefield. Onlv advance far 
enough to engage one hound at a time bight only at chokepointN 
where structures or debris prevent a mass assault. This becomes 
more of an issue as you come around to a o'clock” position in this 
mcular maze, vv'ht-re hounds may attack Irum unexpected positions 
tn your rear. 

When you finally enter the mazes center, Canus will speak again. 
He'll remain here to guard against pursuit by the remaining 
creatures. And he warns you against Karstaag Ca wilfl rriMiure”) 

.and Heart-bang rsomething wild in his eyes"). 

Inside, activate the barrier with ihc key in your ioventory. arul you'll 
l)c tran.sporietl to die Inner Ring, 

The Wolf Side 

If you’re a werewolf, it'.s a entirely different siuiation. Canus still 
lalks to ymi when you enter the Outer Ring, but he will try to put 
yciu out of your misery. You'll either have to put him out of his, or 
evade him. 

That's right. F.vadc him. You doni have to fight at all. Asa 
W'crewulf, yc)U can run and iiiinp like nohotly's business ami, with a 
little luck (and, with practice, goixl knowledge of the proper paths), 
the two sections of the maze can be virtually tree of combiU. 

Since youVe a werewolf, you won't need keys for the barriers in the 
niaze’s central spindles. If you know your way, you have just enough 
Iliac to rnakc it all the way to Huntsman's Hall before you turn back 
inig a human. 

I'he Inner Ring 

The Human Side 

T hat’s Tharsrcu 1 Icart-Faiig ahead of you. Like Canus, he’ll speak 
upon his own and offer the same dcals- 

If you’re human, or apjx*ar human, you can cither work whth Hean- 
Piing or fight him. We vtjtc to use him as a companion. 

But watch your new companion closely. Carius' hunch was on 
target. Heart-Fang is a wercw'olf. He has been one for a long time. 

However, Heart Fang won't reveal himself as a werewolf until you 
either attack him or ojKii the chest that, logically, should contain the 
key to the Kirrier in ihc limcr Ring's central spindle. (It doesn’t; the 
key is in Heart-Fang’s inventory.) 

But if you avoid doing either of those things, and thus forcing I Icart- 
Fang’s hand, this powerful warrior can be a lot of help in healing 
down the Inner Ring's werewolves. And, oddly enough, tho.se 
w erew olves can lx: a lot of help to you in healing down Hean-Fang. 


Uliim.udy, you’re going tu have lo fjghr hnn. lust make sure you 
make full use of Heari-Fang first. Don’t ignite cornhat w ith him until 
you’ve cleared a path to the maze's ccntial charnlTer. In fact, don't stop 
rhcrc. Wuh Heart-Fang in tow, kill all H of the Inner Ring's 
werewolves. Ijce him do as m\ich of the grunt work as ptis-siblc. By tbe 
tune you’re ready to o^xm the chesi, force bis ttiinsfotiiidiLion and kill 
the Ska:d chid; he may have few^r than half of his 650 hit {x>ims 
remaining. That w-ill make your job that much easier. 

When Hcari'Fang dies, Hircitic s Ring will aiuumatically appear in 
y<mr inventory. It mrn> both humans and w^ercwolves in human 
form iQto a werewolf lor seven hours. Its a great little artifact that 
allows you to experience the werewolf form without the main 
burdens of the werew olf form. (No hunger!) 

This also enables a Human Side player whos struggling to survive 
in the maze to change tactics and play as wcrcw^ulf. 

If you chose to stay human, you’ll have to take the key to 
I luntsman'si I l,ilt (along whth anything else you may want) from 
Heart- Fang's corp.se. 

Now' you have to fear only the 
maze's five w'erewolf statues. As 
in the < )uter Ring, they become 
active when a human player 
lakes the key and go live if you 
get tiHi rIoM' to them. Some arc 
dose lo your optimal route 
through the rest of the Inner 
Ring, bat no combats arc forced 
upon you. (usi n<ite the statues’ 
locations on your way (tom the 
centra! room back to the chest, 
and you shoulfl be able to slip by 
without the statues ever looking 
t(X) life-like- 

The Wolf Side 

If you’re a w'crew'olfi Heart-Fang will turn into a werevvolfand 
attack you siraighi away. 

You can fight him, but he’s at full strength and, as w'ith Cariu’s. wo 
wggcsi you just evade him and run and jump through way through 
the ma ze. It*s tough bm do-abk. As mentioned earlier, if you also 
used this evasion tactic ir thr Outer Ring, and you know’ the maze by 
heart, you have enough time to get through the Inner Ring and open 
the gate to Huntsman’s Hall before you turn back into a human. 

However, if you don’t kill Hea rt-Fang, you won't get Hircinc's Ring 
- a really mce artifact that allows you tg turn into a wxrcw^olf for 
seven hours. With the ring, you can be A w^ercwolf 24 hours a day if 
you wish, and youTI have to deal with people eating issues only 
during your usual night shift. 

Note, too. that there's not a w’hole lot of slack in the time available 
for the evasion solution. If you get lost w'hile evading the Skaal chief, 
you may well wind up turning back into a human. 

fust restore a savctl game and try again, Otherw'ise, you’re going to have 
a huge problem. As a human you1l now need either the key or Hircines 
Ring to gel through the gate and you have no easy way to get them. 

I Icai t-Fojig has lx)th and now' you not only have to fight him, but vow 
probiibly have every' werewolf in the Inner Ring oh ygur tail. Ackl 





Huntsman’s Hall 



Karstaag 


When you activate the Inner 
Ring barrier with the key m 
your inventory (or simply as a 
werewolf"), you’ll apjKar in 
Huntsman’s Hall’s foyer. 

The foyer is another safe haven, 
and you can transform, rest, heal 
ami deal with inventory issues 
here w'iihout fear of Ixring forced 
into sudden combat. 

To the west, a partially 
obscured statue of the daedra 
god Boethiab ap|>ears to be 
giving you a thumb’s down. 
Ahead is an arena where the 
frost giant Karstaag requests 
your attendance for a very 
special event. 


Don’t mistake his unthreatening appearance for a sign of weakness. 
Karstaag’s a real tough cookie. He can resist lot of attacks - Irost, 
normal weapon, magicka, and paralysis — and he can ^ap you back 
wdth half of your own magic attacks using Reflect. 


If you’ re in human form, with 
access to your backpack of su|>er- 
weapons, you’re probably best 
equipped to deal with the 
Strength asfxrct. If you’re a 
werewolf, you’re especially well 
equipped to handle Speed and 
Guile, as it takes werewolf speed 
to keep up vvitit Hircine’s dmlging 
and W'eaving. (In fact, a werewolf 
can handle all three approaches.) 

Congratulations. You’ve just 
finished Blootjmoons main quest. 



Where you do go from here? Actually, there are a lot of Hide things 
you can do. 


With the defeat of the ’’aspect,” you’ll need to do a little housekeep' 
mg, A werewolf can get out the last gale without a key, but a human 
will need the one on the aspect’s body. You1l probably w^ant to wait 
out your werewolf stale anyway. A player in human form can also 
take the Strength aspect’s Hunters <'Vmulct of Strength {which adds 
lO points to your Strength and 1 5 to your Attack), the Speed aspect’s 
Hunter’s Amulet ol Speed (which boosts ytiur Sp>eed by IH [joints 
and your Acrobatics ami Athletics skills by 1 5 points each) or die 
Guile aspect’s enchanted Sjiear of the Hunter. 


You can beat him as a human if you vv{>rk around his resistances. 

But you can cream him as a werewolf. Poor Karstaag just can’t deal 
with the hand-to-hand attack, and the frost giant’s 1,5(X) hit points 
will vanish like the first snow. (Human players who don’t have a 
Karsiaag-appropciatc weapon still have an ace in the hole in 
Hircine’s Ring.) 

Hircinc himself is next. If you used Hircine’s Ring to shift shape to 
fight Karstaag, and aren’t sure you want to stay a werewolf for the 
final encounter, you’ll have to wait until you turn back into a human. 
Get all set up for the fight, and then step onto one of those big browm 
lily pads leading to the next gateway to summon the daedra lord. 

The villain makes a little speech. Has there ever been a villain who 
could keep his trap shut for 10 minutes? We think this whole thing 
is a really blatant cry for attemion. 

First od, Hircinc’s surprised. He figured he w'ould face the giant. 

And second, he’s determined to be fair: You w'on’t fight the daedra 
lord himself, but one of his “aspects”: Strength, Speed, or Guile. 

If you chixisc strength, Hircinc will 
appear as a great bear -and go toe to 
toe with you. If speed, he’ll appear 
as a real wolf. (In a strange little 
comic touch, the bear and wolf both 
w*car Hircinc's Halloween mask — 
presumably to distinguish the 
daedra lord’s “aspect” from any 
bears and wolves a human player 
may summon in combat.) 

And if Guile, the daedra lord wHll 
appear as himself, with burden, 
paralysis and [xiison enchantments 
on his spear, dash around the hall, 
and suddeniv change directions. 


When you finally activate the last barrier, you'll get a video 
sequence: a beam of light between sky and ice, an explosion of white 
light on the glacier, the glacier c<dlap$ing upon itself. Hircinc has a 
little tantrum, and says, more or less, “111 be back,” 

Yeah, yeah- Talk to the hand. 

Epilogue 

You’ll find yourself safe and sound amid the great pieces of jagged 
ice just east of the glacier. Nothing remains here to cxplorc. 

Hcacl cast, past Castle Karstaag. to the Skaal Village. If you’re still in 
wolfs clothing - either on account of Hircinc's Ring, or because you’re 
a real werewolf - you can have some fun along the way, scaring off (or 
feasting upon) any reavers at the west end of the bridge. 

Bin remember to ndc out your utslf side stxnc where sale before 
appnxiching the village and WlmFEyc. The Skoal gave their last werewolf 
visitors a warm welcome, and, hero status ncxw'iihstanding, you’ll get 
exactly the same treatment. (Everylxxly in die village will frag wju.) 

A werew^olf character won’t hear from Hircinc again. He's out of 
your life. 

Being a w'erewolf is not out of your life. You’ll still get the standard 
werewolf-transformation dream, and you’ll still have to dc.il with 
feeding issues and avoid being spotted. 

A natural question is whether there’s a cure. Sure there is. But it’s not 
part of the main qut*st. See the iniKellaneoiis quest “Where Wolf?’’ 

Back at the Skaal Village, WHnd-Eyc confirms wEat you already 
know: The Blootimoon has passed. The w'ercwolves are reduced in 
number. (How'cvcr, they arc not quite gone. See “Dine Wolves” in 
the Freeform section for details.) The horkers arc returning to 
Sulstheim. The fire in l^ke Fj,ilding has subsided. 
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Life is slowly returning to normal. 

For most of Solsthcim's people, anyway. Some won’t be coming 
home. Wind-Eye also has heard about Heart-Fang s death - 
whether you actually killed htm or simply evaded him. (If the latter, 
we presume the other w^tcwoIvcs took out their frustration over 
losing you on the Skaal chief.) 

The chid was corrupted by dark magic, the shaman says, and he 
hopes the next one will fare better. Though the shaman thinks youM 
be a gotxl leader^ it svon't be you. You’re Blodskaah but not “Skaal- 
born." 

The shaman has no more quests for you, but one miscellaneous 
quest IS available in the village. (Speak to Lassnr in his home west of 
the Shaman $ Hut.) 

And then there’s that neat Eiistcr Egg hidden in the Greathall. 

The place has probably seemed rather dead and empty' since the 
werewolf attack, the guard’s death and Heart-Fang’s disappearance. 
U still is. But .since the completion of the final episode of the main 
quest, there's also one new' item* Can you find it? 

Give up? 

See the stuffed cliff racer suspended from the rafters? Look in tt.s 
mouth. You will find BlueDev s Ring of Viewing. Equip it to accc.ss 
a menu that allows you to watch all eight of the game’s werewolf 
video sequences. (If you played the later part of the main quest as a 
w'crcwolfi you’ve already seen them all, but you pathetic human 
types w'ill have some fun.) 


And what about Falx Cariusr 

That depends. If he died at your hand.s or fighting beside you in the 
Outer Ring, he’s really dead. If you evaded him, but never received a 
journal entry reporting his death, he's missing in action. 

But if he made it through to the end of the Outer Ring alive, you’ll 
have a pleasant surprise wailing for you back at Fort Frostmoth. 
Everyone tells you the captain has returned. Gaea Artoria and 
Saenus Lusius don’t even want to hear about your experiences 
among the Nords. 

Carius is up m his quarters - in the same spot where he gave you 
missions at the beginning of the mam quest. He’ll reveal that he was 
transported out of danger as the glacier collapsed. (But by w'hom.^ 
Another intercession by the daedric gods?) And he can offer a few 
small comments on fellow contestants Heart-Fang and Karstaag. 

But, above all, Carius seems tired, w’orn down by die experience, 
and perhaps you are tired, too. It’s been a very long quest. And right 
now' that bed in your plain little house up north probably seems like 
the most inviting place in this small world. 
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Raven Rock Quests 


Perhaps you met Carnius Magius when you first arrived at Fort 
Frostmoth. Perhaps you didn't like him much. He probably seemed 
very self-important. 

We can't say that we blame you. The local “Factor" for the East Empire 
Company, Magius is not a particularly endearing fellow. In fact, we can 
safely say that, the longer you know Magius, the less you will like him. 

But work is work. And Magius does have work for you. 

You may have run across the ELast Empire Company back in 
Ebonheari, Its an Imperial enterprise with monopolies on trade 
in... well, just about anything valuable. Dwemer artifacts. Raw glass. 
Raw ebony. 

Advancement 


You couldn't join the EEC in Morrowind, but bumped up against it w'hile 
doing quests for other lactions — often in ways that exposed some sort of 
corruption at the company. Here, you can finally jc^ the company. And 
here, naturally, you'll stumble onto a good deal of corruption. 

Find Magius in his office on the second floor of the fort’s Imperial 
Cult Shrine and talk to him about “East Empire Company" and 
then “join the E^st Empire Company." He confesses that he is short- 
handed and should hire you on at “Underling" rank. (You just need 
a Personality and Willpowxr of 30.) As in other factions, you’ll use 
the “promotion” topic to move up in rank. 

However, Magius won't offer actual w^ork until you ask him 
about “assignments.'' 

Favored Skills 

Long Blade 
Blunt Weapon 
Heavy Awior 
Medium Annor 
Armorer 
Blocd{ 


Rank 

Personality 

Will|>owc.r 

One Favored 
Skill at 

Two Other 
Favored Skills at 

Underling 

30 

30 

0 

0 

Clerk 

30 

30 

10 

0 

Steward 

30 

30 

20 

0 

Fixer 

30 

30 

30 

5 

Agent 

30 

30 

40 

10 

Negotiator 

31 

31 

50 

15 

Officer 

32 

32 

60 

20 

Deputy 

33 

33 

70 

25 

Factor 

35 

35 

90 

35 



The Three Guys Down at the Dock 


The three talkative fellows you passed on your way from the docks 
to the fort need an escort to the new colony at Raven Rock — so 
named because of the area’s natural deposits of ebony. 

That escort is you. 

These guys dearly expect to walk to the colony. For the life of us, we 
don't understand w^hy, with boatman Basks-in-thc-Sun barely a 
stone s throw away offering service to Raven Rock for a pittance, 
they didn’t simply pile the three stooges onto a ship. Can the East 
Empire Company really be that cheap? 

After you get the assignment from Magius, just head hack toward 
the docks and speak to Gidar V^erothan to set things in motion. He 
and his fellow workers (Gamin Girith and Sabinius Oranius) will 
follow' you obligingly. 

Nothing stops you from taking the boat. Basks even cuts you a nice 
discount to take the four of you. 


This course makes your life a w'holc lot simpler, as it guarantees the 
w'orkers w'ill arrive at Raven Rock intact. From the landing, simply 
head north and look for a lone figure. When you get clt)sc, Vert^than 
will speak up and thank you for your help. 

But this approach docs lack a certain air of adventure. It's less like an 
escort mission and more like taking school kids on a fidd trip. 

So walk to Raven Rock if you want to walk. It’s not that hard. 
Lower-level characters cutting a straight course northwest will face 
wolves and the odd berserker and frysc hag. Highcrdevcl characters 
will have to deal with more wolves and possibly bears (beginning at 
Level 10) and spriggans (beginning at Level 20). 

Of course, there's a hitch: If any of the miners die cn route, Magius 
fires you. It’ll cost you 5,000 gold to get reinstated via the "re-hire" 
topic. That’s the going rate until almost three-quarters of the way 
through the Raven Rock quests. (Note that some offenses arc so 
grievous that your supervisor will refuse to lake you back.) 

Now, V^erothan’s gona be wrong about diis. Tliis is Raven Rock? Tlicrc 
is nothing here. Woods, rocks, snow. As Basks said, it looks cold. 

Speak to the figure near the workers. This is Falco Galenus. He's 
Magius' second in command and cffcciivdy functions as the site 
foreman. He’s certainly more personable than Magius, and you'll 
only have to read between the lines a little to see he doesn't much 
care for the Factor, either. 

Now that you've brought workers to the site, Galenus has people to 
supervise, and he hands off to you the task he was working on 
L>cforc your arriv.al. You're to collect four pieces of ebony ore so 
Magius has something to show the mine’s investors. 
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This IS simple. lust northwest of (Jalcnus^ there’s a big jumble of 
boulders. You’ll find no fewer than five cbony-bearing rocks here. 
They should contain enough ebony (and maybe more than enough) 
to satisfy Magius. 

With ebony is hand, you just have to get back to Fort Frostmoth. 
This time, you’ll have to walk. (BasksYn-thc-Sun s lx)at only goes 
one way. A Froscinnth-bound boat will begin service after the colony 
has grown a little.) 

Magius rewards you with 100 gold and an East Empire ('ompany 
Slock certificate- You can check the stock’s value at any time by 
consulting Magius and cash it in if you wish. 

Don’t sell. Right now, wuih the colony largely hypothetical, the 
stock's worth just 100 gold. But your stock will rise as you progress 
through the quests and the colony grow's, 

Wc’ll tell you w'hen to sell. (And if anyone ask.s, we never said that.) 

You’ll also notice that the Factor manages to bad-mouth Galenus along 
the way. (He’ll do it again if you pick the “Falco Galenus^ topic.) 

No love lost here, is therep 


A Most Peculiar Nord 


hroldar 


Magius w'on’t have another assignment 
for you for three days. That’s a pretty 
long time in Bloodmoon terms. If you 
haven’t started on the main quest, now 
is as good a time as any to take on the 
first two missions for Captain C>arius 
over in the fort’s General Quarters. Or 
try out one of the two miscellaneous 
quests available at Frostmoth. 

Your journal w'lll ufxiatc wdth the 
suggestion that you pop in on Magius 
again. He doesn’t actually have 
anything for you himself, but 
understands that Galenus has some 
kind of problem at the site. 


Raven Rock isn’t just hypothetical any more. It’s not quite a colony 
yet, but it s on the way. The Mine Entrance is complete — built up 
against that duster of boulders where you found the ebony in your 
previous mission - and other buildings, stretching west along the 
shore, arc under construction. 

How'ever, you can’t get into the mine. A Nord named Hroldar the 
Strange is standing in the w'ay. 

You’ve just found Galenus’ problem. 

It's hard to know what to make of Hroldar at this stage of the game. 
Galenus secs him as a Nord outcast, and someone to he pitied. But 
you may sec him as an aaivist. While most of the Skaal settle for 
just talking trash about the Imperials and their disrespect for the 
natural order of things, Hroldar apjx:ars to be conducting an old- 
fashioned building take-over in protest. 

Galenus asks you to talk to Hrohlar and get him to clear out before he 
scares the workers, (TTiis is not likely. The three workers you escorted 
to the colony seem to be ]ust tuning out this institutional nuisance.) 


But you can’t talk to him. Every excited utterance from Hroldar 
ends in the non-negotiable "Goodbye.” Any reputation you may 
have achieved among the Skaal in the main quest is valueless. And 
after a couple of rounds of Hroldar rhetoric, Galenus loses his 
patience. He authorizes you to use mcxlcratc force to coax the Nord 
on his way. Fists only. No w'caponjw. No sf>clls. 

No killing. 

If you stick to fists, Hroldar won’t fight back, (He’s into passive 
resistance.) You should be able to beat him dowm if you have a Hand- 
to-Hand skill of 50 or better. You just need to knock off half of his 
300 fatigue points before he yells “uncle” and agrees to mosey along. 
Galenus turns over 1,000 golci, and you can move to the next mission. 

However, if your Hand-to-Hall skill is under 20, you’re gong to 
have a real problem w'ith Hroldar the Activist. In that case, you’ll 
have a choice of two responses in conversation wdth Galenus - 
cither making an appeal for the old ultra- violence or offering the 
excuse that you’re less than competent at punching people. 

Galenus’ replies suggest a couple of new- avenues. If you’re 
questioning his orders, take it up with Magius. /Vnd if your skill is 
low', well, improve it, man! Try training. Try magic. 

Neither training nor magic is a convenient option, though wx 
secretly admire the stamina of anyone who actually pursues them. 

None of the five Hand-to-Hand skill books is readily available 
(though one can be found in a heavily locked and trapped chest in 
the Eddard Barrow), and no one on Solstheim offers training of any 
kind. To improve this skill, you’ll have to go all the w'ay to Ald’ruhn 
and seek out Tuls Valen in the Temple. 

Magic’s great if you’ve got the appropriate foriify-skill spell on hand. 
(There arc four for Han<hio-Hand — varying widely in duration and 
strength.) But wc’ll lay odds you don’t... and you’re not going to find 
a spell making service until you reach Lloros Sarano, who also at 
Ald’ruhn’s Temple. 

We suspect that, upon realizing this, a lot of folks w ill simply go 
over (ialcnus’ head to Magius, Magius, far more ruthless than 
Galenus, will quickly authorize w^hacking Hroldar. 

"I've found that killing anyone who gets in your way is a very 
effective deterrent for those that w'ould cause problems,” he says. 

Well remember you said that, Carnius. 

Hroldar goes dowm fast (a little too fast, vve think) when you use a 
weapon or combat spells, and his bexly vanishes in an explosion oflight. 

You may already have killed a few Nords, and noticed that they die in 
less colorful fashion. (Thereby hangs a talc, but you w'on’t be able to 
sort it out until a later quest — if indeed you’re able to sort it gut at all.) 

Now' you can get into the Mine Entrance, as well as the mine 
beyond, and you'll realizx that most of the work at the colony has 
been done underground. The mine’s of a good size, and though 
there’s nothing much to do here now% you can explore most of it. 

Galenus w'iJl be mad at you if you killed Hroldar, but doesn’t fire 
you. Magius will be delighted, and gives you 1,000 gold. Your stock 
certificate is now w'orth 600. 


Wl 


ti> 
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However, Magius ha$ no further work for you, and offers no specific 
check-in dale as he did the previous lime. (Just “a few days.’*) 
Galcnus doesn't need anything from you, either. 

For the moment, you’re free as a bird. 

Manifest Destiny 

7*hc "few days" turns out to be three again. You'll get a journal entry 
advising that the first phase of colony construction is probably 
complete and that you should check in with Magius. He’ll send you 
back to Raven Rock to collect a cargo manifest for the first supply 
ship to arrive at the colony. 

A lot has happened at Raven Rock. A 
watchtower, two storehouses and three 
dwellings have been completed. (Tw'o of 
the houses arc for workers you escorted 
to the site, but who the heck is Uryn 
Marcn.^ His place has a Level 100 lock.) 
Foundations for new^ construction stretch 
away to the east. And now' a ship waits at 
the landing to transport passengers to 
Fort Frosimoth. 

But ilierc s no sign of a supply ship. 
Galenus suggests one of his men might 
know something. 

Gamin Girith docs. You’ll find him near the Mine Entrance 
building. He rejwrts that, tw'o nights earlier, he saw a light to the 
northwest. Bring this news back to Galenus, and he’ll ask you to 
check it out. The colony’s not desperate for supplies, but the ship did 
carry picks that would speed the miners’ w'ork. 


Now you can have Alfena follow you to the colony. If you follow the 
same route you used to get to the wreck, your path should be fairly 
clear - though you shouldn't worr>' too much. It iurn.s out that 
voluble young lady is not exactly a damschin-disircss and handles 
the late Elberoth's sword with some facility. She killed that draugr 
you found at her feet. 

For some non-essential fun. talk to her along the way, having her 
wait and then follow you again, and again after you arrive at Raven 
RiKk. She’s a regular babbling brook. When you approach Galenus, 
she’ll say her goodbyes. 

“I do hope the people here are nice and like to chat, " she $ay$. 

In fact, you’ll gel to chat with her again in each of the next two missions. 

You’ll gel the sense from Galenus that the disaster could have 
been avoided had Magius focused less on profit and been more 
willing to spend money to make things w'ork. But he’s grateful for 
the pick axes - if he doesn't recognize them in your inventory at 
first, talk to him about it again - and pays you 500 for each one 
you’ve recovered. 

Back at the fort, Magius is ticked off that he’s going to have to pay 
for another supply ship, but pays you 300 gold. 

And that East Empire stock ceriificale? Even svith the loss of the 
supply ship, its now* w*orth 1.100 gol<). 

A Crossroads 

Magius basically tells you to get out of bis sight after this last mission 
- as though the shipwreck was somehow your fault - and does his 
"a few days” shtick again. 


/ 
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Gamin girith 


Now, if you’ve etnbarked on the main quest and have started the 
Standing-stones quests for the Skaal, it’s possible you’ve already 
stumbled across the ship. It has come to a bad end on a picninsula to 
the northwest. 

But you shouldn’t have much trouble finding the wreck even if 
you've just arrived on Solstheim. The only complication is the 
creatures (mostly w^olves and bears, with a small chance ot frysc hags 
and berserkers) in the intervening stretch of lorest. 


However, you can go back to Raven Rock talk to Galenus. He 
doesn’t have a mission for you, but a proposal. It puts you right in 
the middle of a power struggle. 

Galenus suspects Magius w'ill soon reveal to you his plans for the 
colony and try to make you a part of them. He discloses that he 
took this job largely to keep Magius in check (wc guess these guys 
have a history) and oflers an alternative. Help Galenus make the 
colony successful. 


Technically, all you have to do is locate the ship and report back 
to Galenus. But then you’d be denied the pleasure of wiping the forest 
floor with the three draugr at the shipwTcck site and performing tw*o 
optional portions ol the quest 

These zombies have killed the crew. Probably eaten them, too. The 
only body still around is that of the ships captain, Elberoth. (Wc 
always suspected wood elves were indigestible,) The sole survivor, 
Apron ia Alfena, is concealed by the ship s prow'. You’ll think she’s 
ju-si a little hysterical, but she always talks like this. Once you've 
killed off the draugr, she’ll beg you to lead her to safety. 

Hold your horses, lady. Galenus said something about pick axes. 

If you can levitate up to the deck, you can find six pick axes aboard 
the wrecked ship. One is in the cabin in back and five dowm in the 
hold. They’re heavy at 20 pounds each and you may need to drop 
some of your less essential loot to bring them all back to Raven Rock 
in one trip. 


Your journal indicates you should be careful about taking sides. 
Before you assign your support, go have a chat wbth Magius as well. 


Galenus has effectively forced Magius’ hand. The Factor, usually 
taciturn, is pretty funny in this encounter. He reads the 
expression on your face and determines 
that Galenus has given you *‘his little 
pep talk/’ 

Magius makes a counter-offer - money 
and pow'er to help him fulfill his plans 
for the colony. 

What those plans are, he doesn’t say. 

You don’t have to decide right now, but 
you won’t get any more Raven Rock 
quests until you do. There is no neutral 
ground here. From here on in, you must 
w'ork for cither Galenus or Magius. GALENUS 
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When ytm’rr ready, yyiA can v|>eak to cither man about ^aiding inc” 
to announce your decision. (Note that voting isn’t the same as 
voting “yes” for their opposite number. You have to say “yes” to one 
or the other.) Once you commit, all your remaining quests will come 
from your declared ally. If that means Galenus» you’ll also go to him 
to request promotion within the company* 

Either way, you’ll still have to see .Vlagius to redeem or check the 
value of your smek ccrtificaie. (Note that your stc»ch will rise signifi- 
cantly higher if working for Galenus.) 

Your decision won't have an immediate impaa on the quests 
themselves The next two unfold as though nothing has changed. 

But most of the quests after that will take on very different forms 
depending on whether they come from Magius or CJalenuj. 

r>n wx have our own endorsement? Wc do tiui. We naturally 
assume most of you will save your game before you make a tlecision 
and play both branches. 

However, we will acknowledge the painfully obvious — that Galenus 
is by far the more humane and thoughtful of the two men and seems 
keener to do what’s right than what is profiublc. 

But what is good without a lifdc evil to give it context.^ 


Community Property 

Three days later, your journal wdll cough up another suggestion that 
you check in with the colony. 

Raven Rock s coining along nicely and there's money to build a shop. 
Should it lx* a Trader or a Smith.? It’s up to you. Galenus asks you to 
think about it, and suggests you take the pulse of the colonists. 


Either way, it doesn’t make a lick of difference w hat you build. Both 
merchants have the game's maximum of 10,000 in barter gold, and 
neither ibc Trader nor the Smith figure materially in the Raven 
Rtxrk Quests. This mission seems designed mostly as a posi- 
"Crossroads” confirmation of a player's endorsement of alharound- 
sensitivc-good-guy Fako Galenus, and an illustration of the sensitive 
pojiliccil waters around Raven Rock. 

When you get to the colony, you’ll find the shop you ordered is open 
for business. If you went with a Trader, you’ll fi nd the store a 
monument to clutter - selling a million things no one needs... and a 
few that might pique your interest* It has tw^o chests packed with 
potions of all description. And a bottle on the abutment between the 
counter and the stairs contains a very unusual note. (Tw'o copies of 
the note were included in Morrowind, bur placed in out-of-the-way 
locations. Who knew its ghostly author had access to a dw'cmer 
mimeograph machine?) 

If you went for a Smith, you’ll find on 
display the rare Blessed Shield and Saint s 
Shield and one unique item. Old Man’s 
Lucky Coin can be found in front of the 
right-hand silver pbte on the bottom of 
the shelf behind proprietor Sabrina 
Vitellia. (It’s a little tricky to get behind 
the counter at the shop, and a little hard 
TO find the coin even when you know 
where it is.) 

This com doesn’t appear to do anything. 

But it reminds us of the lucky coin that 
the old Imperial veteran Wulf gives the 
player at Ghosigate during Morrowind, 
and we like to keep it around. 



SABRINA VlTELLU 


Magius really docMi’i care how^ you handle it, and even suggests you 
pick a name OUT of a hat. 

Which is cniircly fine. You can do as you wish. If you’re working for 
Magius, you don’t even have to leave his office. 

Or you can treat Raven Rock like a democracy. The colonists with a 
'‘votc^’ (via the "decision” topic) consist of the three workers you 
escorted here at the start of the Raven Rock Quests and the 
shipwreck survivor. They’re still clustered around the rear of the 
Mine F.ntrance building, and they vote 3-to-l for a Trader shop. 

And yet the one vi>rc for a Smith may stick in your head. (Jamin 
Girith’s suggestion about being able to repair broken equipment at 
the colony rather than shipping it to the mainland seems practical 
and based on communal need rather than personal desire. And 
Galenus, in his reaction to your tentative decision, seems to endorse 
it. (He doesn't really comment on a decision to build a Trader.) 

Beyond all chat^ the Smith will have some really nice stuff. 

If you're w'orkmg for Galenus, the process is more involved. Talk to 
him about "decision/’ confirm your choice and tlien shuttle between 
Galenus and Magius with status rcj3orts on construction of the shop. 
(Galenus scans anxious to keep his boss in the loop.) 

While you’re meeting wuth Magius, check the value ot your stock. 

It's up to 1 ,600 gold. 


I’he Sword of Elberoth 

You’ll also discover the second supply ship has arrived at the colony’s 
new' dock and, whth it, a new set of probleins. 

This quest unfolds the same w^ay whether it comes from Galenus or 
Magius. (Magius )u$i tells you to talk to Galenus.) The skipper, one 
Baro Egnatius, is demanding an obscenely large rxira payment to haul 
ore from the ebony mine to the mainland. Galenus has tried reasoning 
w'ith the captain, but to no avail, and asks you to give it a shot. 


You won’t get anyw'hcrc with Egnatius. 
Fle’s just a jerk. And in I'ictwecn being 
uncooperative and threatening, he’ll 
also let slip that he was friends with a 
jerk - the late captain Elberoth, who 
managed to steer the first supply ship 
into the rocks. 

That information may be of uv 
Galenu.s suggests you run the tidbit by 
Apronia *Alfcna, who w'as a passenger 
on Elberoth 's ship. She'll re-con firm 
F.lberoth's unw orthincss as a sea 
captain and mention (as did Egnatius) 
his constant brandishing of his saber. 

In her own hand, that saber saved 
Alfena's life, but she has little use for it 
here, and turn^ it over to you. 
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Check in with Galenas again and mention '^hlbcroih,** and a plot is 
hatched: He suggests brandishing Elberoths saber around Egnaiius. 

The implied message would be that you’ve d(me in Elberoth, and might 
send Egnatius to join him. (It you come up with this clever idea on your 
own, you can also bypass Galcnus entirely once he gives you tlie quest.) 

Return to the dock and talk to the captain with the sword equipped 
and combat*ready. 

Get the point? 

rXies he ever. Problem solved. I( you Ve sided with Galenus, you’re 1,000 
gold richer when you return to him. Youll also get a 10-point Disposition 
booil when you report your stxxess - whether or not you’re in his 
employ. (If you kill Egnatias. C^alcnus’ Disposition will drop 10 points.) 

If you’re working for Magius, you’ll still have to report your success 
to the Factor. He’ll talk as though the whole thing s the worst 
disiister in recorded histors*, but gives you the 1,000 gold along with 
10 Cure Common Disease potions, and you'll gel another bump up 
in your reputation within the company. (If you killed Egnatius, 
you’ve still got a job, but no reward.) 

Youf stock’s still rising, too. It s up to 2,100 now. 

And, really, all you did w'as hold a sword. 

Black Gold, Solsthcim Sujamma 

Up to this point, choosing sides in the Magius-Galenus war has 
basically meant getting akemate w'ordings at the beginning of a 
quest and alternate reward.s at the end. 

Bui this is where the missions offered by the two men start to 
sharply diverge. In live of the eight remaining quests, Galcnus' and 
Magius’ instructions are almost diametrically opposed to each other. 

The Falco Galcnus Side 

Something’s not adding up in the mine logs. 
Ebony is disap|x;aring, and Galcnus has 
received a lip that it is disappearing into the 
hands of miner Uryn Marcn. 

Galenus’ source reports the ebony is hidden 
in a chest in Maren's house, which is just 
south of where the site manager typically 
stands. Galenus provides a key, and asks 
you to search the place. 

Cute litde house. But it contains no trace of 
Uryn MaREN the stolen ebony. The chest in Maren’s 
bedroom turns out to be empty. 

Return to Galenus. He says you’ll have to catch Maren in the act and 
sends you off to spy on him in the mine — with a caution not to let 
yourself be seen by the miner or anyone else, 

Maren’s in his usual position at the end of the first passage on the right. 
You'll need to sneak up fairly close to him to set him in motion and 
then citlicr reverse course or slide sideways out of his path so he doesn’t 
detect you. If he does, he’ll speak to you and the spying operation fails. 

He’ll turn right down the main passage, follow' the corridor as it turns left 
and then make another right down a shon corridor to the storage room. 


Note that hell pause for a while before this last move (to allow the 
storage room guard to leave), so keep your distance. 

.Maren’s got no legitimate business in the storage room, so you don't 
have to w'ait around for him to steal something, (usi confront him. 
He ll confess. ..and implicate Carnius Magius. 

Galenus suspected as much. He arranges for Maren to be IrKkecl up 
and sends you off to put the screw's to Magius. 

Magius coolly denies it all. He says Maren is a thief and a liar, and 
that he'll deal w'ith this personally. 

And, do you know, he probably <lid! By the time you get back to 
Raven Rock, Maren has been found dead. Cialcnus is sure the Factor 
was involved, but can't prove it was murder. 

You’re probably all set to look into the death - and, indeed, you can now 
press Magiu-s further on the subject using the “explanation” topic - but 
that’s it for this cpiest. Galcnus seems to give up rather easily this time, 
and takes quick consolation in the fact that the ebony thefts should cnd. 

For your part, you have another 5(K) gold, (lliai is, unless you killed 
Maren; then you’re fired.) And j?oor Uryn doesn’t have to go to the 
trouble of changing his name. 

The Carnius Magius Side 

(3f course Magius is involved in the ebony thefts. He tells you as 
much ^though he d>>csn’t put it quite so indelicately). And now' he's 
involving you in the ebony-thefts cover-up. 

Uryn Maren has been stealing ore for Magius to sell on the side, and 
storing it in a chest in his house. (Hence that Level 100 lock.) Now 
the Factor’s learned the Galcnus has gotten w ind of the scheme, and 
he wants you to get rid of the evidence. You’re to clear out the ebony 
in Maren’s house and bring it to Magius, He’ll give you a key (is 
there anyone on Solsiheim you doesn’t have a key to Uryn Maren’s 
house?) and asks you to hurry. 

The key lets you into both the house and the chest in the bedroom. 
Take the five pieces of ebony and hustle back to Magius to learn of a 
new' wrinkle. Galenus has installed a guard at the entrance to the 
mine’s storeroom, and that's going to make it hard for Maren to 
make off witli much ore. You’re to distract this guard so Magius’ 
inside man can do his dirty work. 

Maren’s at the end of the first passage to the right, and he's alrcmly got a 
plan. The guard, Aldam Berendus, has a weakness for boo^c. Maren 
provides some flin. You've smaply to offer Berendus a drink and he’ll 
move from the storeroom entrance to the 
next room down iIk' hall. You just need to 
hang out w'iih him until Maren |>aps in 
and says Magius w-ants to see you. 

Return to tlte Factor for a LOCK) gold 
rew'ard, (However, killing Maren or 
Berendus or both results in a probable 
shut-dow'n of the colony and kills the 
Raven RcKk Quest line, so don’t do 
anything rash, OK?) 

And your sUKk? It’s up to 3,100 - 
regardless of whose side you've taken. 





ALDAM BERENDUS 
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Death wish 

Neither Gaienus more Magms will have another task for until the 
second phase of Colony construction is complete, IxH the standard three 
days go by» and your journal will prompt you to check in at the colony. 

In either case, you’ll be colled sent back into action to break up a bar figln. 

Actually, it seems to be a running series of bar fights. Selcr F.ivclnim 
apparently has popped his cork, and has declared war on everyone 
who comes into the colony’s new bar. Galenus asks you lo gel 
Favclmm to cool down. Magius to simply "take care of it.” 

The bar’s the large building just east of 
the Mine Entrance. |usi outside the 
door, you’ll find Favclnim’s w'ife, 
Dralora. When you approach, she 
appeals to you not to hurl her husband 
and pretty much hands you a silver 
platter containing the best solution: 
Don’t fight Favcioim, Let him tire 
himself out. 

That’s a good solution - even if it runs 
counter to your natural inclinations and 
seems a potentially punishing choice. 
Favqlnim’s actually a pretty accom- 
plished pugilist. (His Hand-to-Hand 
skill is 78.) 

Bui you’ll find that, as his wife said, he can't finish what be starts. If 
you have a gootl BlcKk skill — say, 40 to 50, with a decent shield - 
you can just let the old man Bail away at you with few ill effects. In 
any case, he won’t last more than 30 seconds or until your Fatigue 
points arc reduced by two-thirds. (A ”C'aIm Humanoid” spell stops 
the fight and sends Favelnim wandering, but it doesn’t amend his 
take-me-now-Vivec dialogues.) 

Once Favelnim s all tuckered out, you can talk to him. He seems to 
have been trying to provoke the suicide-by-cop you sometimes read 
about in the news. He is old and tired, no lunger an effective worker 
in the mines and doesn’t want to be a burden on his family. 


• r 
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Seler Favelnim 


Ice is Nice 

The Falco Galenus Side 

The miners have broken into an ancient 
Nord burial chamber and found a 
skeleton encased in a kind of strange ice 
that doesn’t melt and w^hich their picks 
can’t crack. 

This is Stalhriin. Galenus doesn’t know 
much about it, and sends you off to talk 
to some Nords up north who do. 



GRARING 


You may already have met Grarlng and his associates, Hidar and 
Acnar. If you’ve been sent north on Bloodmoon s main quest, and 
undertake the Ritual of the Gifts for the Skaal, you’ll be sent to 
perform quests ordered b\’ six standing stones. G raring’s House, in a 
region enclosed by the Isild and Harstrad rivers, is close to the path 
to one of the stones nearest to the Skaal Village. 


You doubtless noticed tliat the attitude of the folks standing outside 
the house wasn’t exactly calculated to make friends and inllucnce 
people. But they weren’t Bad People, and you now need them alive. 

If you haven’t visited Grating’s House, you’re facing a long tnp 
through woods rich in hostile wildlife. We suggest you drop a Mark 
before you leave Raven Rock and Recall to it from Grating’s House. 
You’ll have to visit Grating at least twice for this quest, and it’ll save 
you a walk. 


The quickest route is northeast to Brudir Grove, into the snowy hills 
of the Ismficr Plains beyond and finally north through the Skaal 
hunting grounds west of Lake Fjalding. 

You’ll arrive at to find the three Nords under attack. TJic attacker 
looks a bit like a fry^sc hag, but unlike the anonymous hags, she has 
an ornate Imperial name (Coventina Celata) and doesn’t use spells, 
but an enchanted blade. 


Funny thing, her showing up here at this particular time. 


Your dialogue choices should be obvious here. If you’re looking for a 
peaceful solution, it’s always the second one. 

Or you can simply kill him. No one blames you - the man did beg 
for death - but it preuy much kills your reward if you're working 
for Galenus. (He’ll give you 1,500 gold if you talk Favelnim dowm. If 
you kill him, your faction reputation bump is halved and you don’t 
get any gold.) 

Magius is cold-blooded about it. Either way, you'll gel the same 
2,000 gold and the same reputation bump. (It’s a little smaller than 
Galenus’ optimal one). If you kill Favelnim, he says it may be a 
lesson to the other workers. If you didn't, he speculates that he’ll 
kick him out of the company. 

He doesn't. Favelnim remains a non-threatening presence in the 
colony bar all the way to end of the Raven Rock quests. Sometimes 
Magius just talks big. 

And, sometimes, he acts — as in this next quest. 


Kill her, and then speak to Graring - the one who looks like he 
could be Hroldar’s twin brother. He knows you've come to ask 
about Staihrim. Outsiders always ask abiut Stalhrim. The Nords tell 
them nothing because they suspect the outsiders would abuse this 
holy substance. {As indeed will you. Oh, face facts: Are you on 
Solsthcim to go to Nature Church or to kill stuff and take stuff?) 

Ask Graring about ’’sacred” for the background. At the end of the 
First Age war between the Dunmer and the occupying Nords, some 
Nord bodies could not be returned to their native Skyrim for burial 
and were instead interred on Solsthcim. Using energy drawn from 
the land, these bodies were protected by this magical ice. 

Graring and his colleagues have also learned that Staihrim can also 
be forged into armor and wxapons. (The Skaal strict interpretation- 
ists don’t go for this heresy, and this is why the three Nords arc 
outcasts.) The Word’s not quite ready to offer his equipment-making 
services. But Graring seems to have taken the measure of you, and 
gives you a chance to prove yourself (The Solsthcim Nords are very 
big on you proving yourself.) He gives you an Ancient Nordic Pick 
Axe $o you can chip off a sample of the Staihrim casket in the minc- 
If you return with the sample, he’ll know you can be trusted. 




Bloodmoon Quests 
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Back m Raven Rexk, you can head straight into the mine without a 
by-your-lcavc from Galcnus. Unless you've gone exploring on your 
own, you’ve seen just a small section. 

It’s easy to miss the Nord burial chamber. As you spiral down to the 
bottom of the mine, on your final turn south* you’ll see a dark space 
in ibc wall to the w'csc and a dim outline of a passage beyond. 

This is the tomb. It’s very small. You may need a light source to 
locate the Stalhrim, or you can let your cursor doing the walking; it’s 
about halfway down the hall on the right side. With the pickaxe in 
your inventory, activate the Stalhrim to “open’' it, and you’ll be able 
to chip off a single piece. 

lake it back to Gearing for a pleasant surprise. He’ll give his two 
cohorts permission to forge Stalhrim armor and weapons for you. 
Hidar can make a Stalhrim dagger, longsword, mace, and war axe, 
and Aenar can make eight separate pieces of Stalhrim armor. 

This is similar to the custom adamantJum armor available through 
Bols Indalen at Craftsmen’s Hall in Mournhold - but vastly 
simplified. Like the adamantium armor, it takes two days to craft a 
Stalhrim item. But no money changes hands. All the Nords need is 
the raw Stalhrim - and only one piece for each item, whether we’re 
talking greaves or just a dagger. 

In fact, since you get to keep the Stalhrim piece you brought to 
Graring, you can start right now, Aenar, may w-e have our free, I- 
Stalhrim-piece cuirass, please? 

Get back to Galenus to receive 1,000 gold and instructions to bring 
any additional Stalhrim you find to the Nords. 

However, that’s a request and not a requirement, and Galenus won’t 
mention Stalhrim again. You arc done. (A good deal of this 
substance can be found in Solstheim barrows — see the “Freeform*’ 
section for details — and now you’ve got the equipment to harvest it 
for equipment or simple profit.) 

We just hope y<iu haven't killed these Nords already. There is no 
rcawn for you to do so, but heck, there is no rcastm for lots of folks 
in Morrowind to wind up dead at the player’s hands, and yet they 
manage to do so. If they’re dead, you’ve reached an early end to the 
Falco Galenus Side quests and, indeed, the end of your Raven Rock 
quests in general. 


The Camius Magiu$ Side 

A totally different situation. If you’re working for Magius, and 
you’ve already killed the Nords, you’re ahead ol the game. In fact, 
you’ve completed the first requirement for this quest. 

Magius has a leg up on Galenus here. He already knows about 
Stalhrim. It is the whole reason he took diis job. He says the ice is 
w'orth more than the whole mine. He wants all of it, and that means 
eliminating the people who know about it. You’re to kill the three 
Nords at Grating’s House and take their special picka.xc. 

Since you’re coming from Fort Frostmolh, this is an easier trip than 
the one from Raven Rock. Drop a Mark at the fort (so you can 
Recall to it later), and make your way northeast to the Iggnir River. 
Follow the river north, across frozen Lake Fjalding, and then 
northwest. Just before the river stari5 to turn west, turn west 
yourself and you’ll run right into Gra ring’s House. 


It’s not like you have any options other than killing. The Nords read 
what is in your heart, and will have nothing to do with you should 
you try to talk to them. 

Finish off Graring first - he’s the only one chat’s armed - and then 
take care of subordinates Hidar and Aenar. Take the Stalhrim mace 
and the Ancient Nordic Pick Axe from Gra ring’s body, and Recall 
back to Fort Frostmoih. 

Now that you’ve got Uk pickaxe, Magius now sends you off to the 
mine to get a piece of Stalhrim. It’s fairly straightforward. See the 
directions in “The Falco Galenus Side’’ section above. 

Magius relieves you on the Stalhrim piece, but replaces it with 3,000 
gold and a promise to provide you with Stalhrim weapons and armor. 

We wonder where he’s gelling llicm made. We also wonder why it 
takes mo pieces of Stalhrim for each ice item you obtain through 
Magius, compared to the single piece required by Hidar and Aenar. 
(An informed guess: Magius is using one piece for the Stalhrim item 
and keeping the other for himself.) 

This mission also changes the conditions for your re-hiring by 
Magius should you mess up a mission and get expelled from the East 
Empire Company. Now, hell require two pieces of Stalhrim instead 
of (he 5,000 gold. 

And your stock is worth 6,000! Sell it now. It won’t get any higher. 
It’s almost all downhill from here. 


The Boss from Hell 


The Falco Galenus Side 

Galenus wants you to deliver a report to Magius w'iUiin five hours. 
What’s the rush.^ He doesn't say, and it’s even less clear when you 
read the report itself (nosey!) - mundane stuff about a refund for 
spoiled wickwheat. But it’s so vital that it gets to Magius by the 
appointed time that, if you linger to calk to Galenus again after 
accepting the assignment, he’ll get steamed. 

Remember the mission in which you have to decide whether to 
build a Smith or Trader shop? And, though w'orking for Galenus, 
you neverthelc.s5 had to report your success to Magius? 

In a w'ay, this is an extension of that mission. Galenus doesn’t 
want to do anything that Magius can depict to investors or 
higher-up$ at the East Empire Company as a sign of insubordi- 
nation or poor performance. His boss is setting him up to fail - 
a real Boss from Hell management 
technique — and your job in this 
mission is the prevent Magius’ 
scheme from vs'orking. 

But you won’t know^ that unless you’re 
working for Magius. At the start, it just 
seems like a rather odd delivery errand. 

You won’t have any trouble at the 
colony end. The Fort Frostmtjih boat is 
still running. 


CONSTANS ATRIUS 
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But it tricky when you arrive outside Magius’ office. Who's this 
pcrsnickcty-ItJoking dude at the end of the hall? It s Constans 
Atnus, stepping on stage for the first time. He's Magius’ personal 
assistant, and he'll tell you Magius is out of the office. 


Wherever you find him, Magius is none too pleased (unless you’re 
too late, is which case he is delighted), but accepts the report and 
tells you to let Galenus know he's received it. Galenus will give you 
1,(X)0 gold. 


Now, we arc reasonably sure that ihrce-qiiancrs of all personal 
assistants are lying through their teeth when they tell you their boss 
is “out.*' But in this case, it is true. And while no one actually tells 
you this while playing the CJalcnus Side, this pan is also true: 
Magius has conspired to be w'ay out of the olTicc when the report 
arrives to make Galenus look bad. 


Unless you were late. If so, Galenus fires you — for good. 

The Carnius Magius Side 
Man, this guy is a schemer. 


When you ask where Magius is hiding, via “report,” .A^irius will 
give one of three randomly selected locations that is fixed vvhen 
you get the quest. Magius is cither: 1) on his way to the wrecked 
supply ship, 2) at Brodir Grove, scouting locations for a Raven 
Rock expansion, (what Raven Rock expansion?), or 3) “somewhere 
on the East Coast of the island** - east of a rock arch with a tomb 
at its base. 

In other words, in this mission, you’re about as gcxid as your in- 
game Solsthcim map. 

So get moving, already. 

Unfortunately, there may be something else holding you back. And 
we’re not speaking metaphorically. We mean, regally, physically 
holding you back. 


For Magius to gel his hands on the Suihrim in the mine, the colony 
will have to fail. To avoid raising red flags, it will have to appear to 
fail on its own. And to advance its decline Magius has been setting 
the performance bar for Galenus to difficult heights. 

Oic of these heights is delivery of colony status reports. Now he*s 
sending you out to intercept a messenger to ensure one such report 
doesn’t arrive. 

Its a delicate situation, though it turns out to be less delicate than it 
first appears. You have to avoid arousing suspicion. So you can’t kill 
the messenger outright. You can’t waylay him within sight of the 
fort, h has to Uiok like an accident. 

This is where Hroldar the Strange comes in. You’ll find him next to 
the well house in the fort courtyard. 


With this quest, the rug m the hallway outside Magius’ office has 
suddenly developed a massive sfxll trap called Trespasser’s Banc. If 
you approach Ainus directly and stand on the rug, the trap springs, 
your Agility drops 50 to 100 points, your Speed 20 to 80 points and 
you’re burdened wdth an additional 100 to 200 pounds. If you’re 
lucky, you’ll still be able to move - though far more slowdy than 
your usual speed. Unlucky, and you’ll be instantly over-encumbered 
and locked in place. 

Fortunately, the rug docs not cover the full breadth of the hallway. 
You can get around it by jumping on the chairs at the sides, or by 
simply jumping or levitating over the rug. You can step onto the 
rug, set off the trap and step hack off to avoid the trap’s effects. And 
even if the trap does hit you, you may be able to counteract its effects 
wMth your own spells. 

We’re rooting for Magius to turn up at a location you’ve 
already visited. The odds are in your favor. You know the 
location of the wrecked ship. (Magius is near Elberoth’s body.) 
And you should know the location of Brodir Grove, w'hich you 
probably crossed in the previous mission. (Magius is just north 
of the grove.) 


You remember Hroldar. You had a fistfight witli him - or maybe 
“killed” him - in one of the early Raven Rock quests. 


So, um, Hroldar, why aren’t you dead? Or at least badly bruised? 


It turns out his colorful death came courtesy of Magius’ “trick ring.” 
Turns out he's one of the Factor’s men, and he’ll be working with you 
on this mission. Hroldar brings to the quest a Nord's special affinity 
with nature. He’ll summon the wolves that will actually do the deed. 


He’ll lead you a short distance to a hillside 
in the forest to the northwest. From here, 
you’ll venture out to find the messenger. 

W’hat you aren’t told is that the 
messenger isn’t approaching the fort. In 
fact, he’s now'hcre near the fort. In fact, 
Tirvcl Balen is still at Raven Rock. And 
he'll remain at Raven Rock, right at east 
edge of the colony, until you show’ up .and 
volunteer to be this timid man’s escocl 
through the forest. 



TlRVEL BALEN 


FJut there’s no special reason for you to know' the loc.ation of the 
stone arch. 


This seems designed to make you feel bad about the whole thing. (It 
doesn’t seem a simple ambush any more; it’s a full-blown beirayaL) 


However, it's easy to find from the Sun Stone, which you’ll visit 
early in BkMjd moon’s main quest. Thai stone is northeast of Fort 
Frosimoth, on high ground east of the Iggnir River and just south of 
the Skogsdrake Bar row'. 

From the stone, head north, and just a touch east, to find the stone 
arch above the V'albrandr Barrow. (Watch yourself if you venture 
north of the tomb. High-level characters may run into a whole pack 
of wolves in the woods here.) You’ll find Magius m a region ol tall 
rocks to the east and a little to the south. 


It doesn’t matter w'hich creatures kill Balen — just so long as you 
don’t do it. Feel free to lead him into encounters with wildlife you 
encounter on the w'ay southeast. Also feel free not to help him out, 
Desjiiic his fearful talk, he’s a fair fighter - his Hand-io-Hand skill 
is M and Unarmored is 49 - and any damage he takes cn route will 
soften him up for the two wolves waiting outside Fort Frosimoth. 

Outside the fort, just lead Balen close to the wolves and they'll do 
their thing. When he dies, talk to Hroldar and he’ll pass over a note 
and three scrolls from Magius. 
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The note says xo kill Hrolilar. (Lucky thing the Nord can'l read.) 
The scrolls arc one means. Savage Tyranny is an ultra-potent 
('.ommand Creature spell. 

But don't waste ii on the Nonl. He has a sword this time, but 
remains cursed with the 40 lousy hir points he had when you 
knwkcd him silly back in Raven R<Kk. One or two gotHi blows with 
your weapon of choice, and he's <»ut of the picture for good. 

Magius gives you UKK) gold. If you missed the window for selling 
your stock, you can let it go now for ^,()()0 gold, or wail until the end 
of quests. This is as got>d as it will get the rest of the way. 

The Factor will also <lo something kind of funny: If you didn't gel 
Magius' kill-Hroldar note, liut killed Hroldar anyway, he'll chastise 
you for taking matters into your own hands - even though you did 
c.\;ictly whai he wanted you to <lo. 

He's using one of his “Btiss fn>m Hell" techniques on you. 

A shame you can't just tell him, “ITiq note never arrived." 


A Tree Doesn’t Grow in Raven Rock 

Spriggans are gathering in a grove at the east en<l of Raven Rock - a 
grove slated to be cur down to permit exjxinsion of the colony. Galen us 
and Magius each will ask you to remove these leafy female creatures, 
and then consult one Unci Doran in the colony’s bar. 

What you may have heard about ihc spriggans from the rumor mill is true. 
They regenerate when thc\- die. F.,ach spriggan has three Ih cs, so killing ihc 
four that appear in Raven Rock requires 12 combat-s. 'Hie)* will go much 
faster if you use a wea|)on enchanted with fire spells- (W«xx! burns.) 

And speaking of enchantments, you may want to have some soul 
gems on hand, as the spriggans have a lot of scjul - 35() points each. 

It turns out the spriggans were only part of the problem. Lloran, 
whom you'll find near the lire at die b;ir> reveals that the frees can’t be 
cut dowm. They’re ap|Wirently protected by magic <)f some kind. He'd 
have to get at the roots, and they’re to*”> deep in reach from the grove. 

But not from the mine, right Lloran*’ (It seems your tree guy is 
scared of the dark.) 

Head down into the mine and talk to cither 
Aldam Berendus or Gratian Cacrcilius to 
learn the miners already have gotten u* the 
root of the problem. They describe a cavern 
so full of hard’io-cul tree roots that work 
there was aband<jncd. 

It $ easy to find, fust follow the main 
passage in its downward spiral. Right 
around where you cncuunicr Caerellius, 
make a right turn and then another right. 

At the Ixsttom of the passage is the dwr to 
UNEL Lloran Ab.mdoned Mine Shaft. 

lust go inside. At the end of the passage, yoa’ll see the roots reaching 
down into a p<H)l of dark water and you'll get a journal entry in 
check in with Lloran. When you mention "roots” to him, you’ll be 
able to escort him back to the aband<mcd shaft to see the roots for 
himself. And when you use the topic again here, Lloran suggests 
poisoning the water with five biiicrgrcen petals. 


If you've performed the Morag Tong quests in Morrow ind, you have 
some small cxjx:ricivce with bittergreen. (You use treated bittergrecn 
to kill freelance assassin Bnlyn Omavcl in Balmora.) 

But you won’t find it on Solstheim. Very little grows here. You'll 
have to go liack to Vvardenfell - one of two Blcxidmoon quests that 
require you to leave the i.sland. 

This vacation from Solstheim could turn into its own little 
adventure. ()n Vvardenfell, you'll learn bittergreen grows wild in 
the Red Mountain region. But in fact, it is fnr more plentiful in the 
West Gash ami .Ashlands regions. 

However, finding it is another matter. Only half of the 10 varieties of 
bittergreen yield petals, and only one of these five yields the optimal 
three petals per plant. These plants are most concentrated in the 
region cast of the Panud Kgg Mine in the West Gash; the area just 
outside the Fadathram tomb in the .*\shlands; and along the pass 
through the Ashlands between Buckmoth Legion F'ort near 
Ald'ruhn and the dacdric shrine Ramimilk. 

You can afso find bittergreen just lying around. An advanced 
Tclvanni character will have the sh<irtefit rt>ute by this path. If you've 
built the Telvanni stronghold, Tcl Uvirith, you can find all five 
petals in the support buildings. Two arc in Sdeth’s House (one on a 
counter downstairs and the other on a nearby shelf), two more on 
shelves at Arelas’ House and one on a crate on the ii[)pcr level of 
Menas’ House, 

You can also assemble five petals from shops and a guild. Two are on 
a shelf at iKarnadad Assirnarari; .Apothecary in Suran. another on a 
table at C'icnne Simieve: Alchemist, the fourth on a shelf f>ehind 
.Anarenen at the .Ald'ruhn Mages Ciuild and the last on a shelf in the 
Tel \^os Services Tower. 

Another four arc in residences. Tw*o can lx found in a bow) on ti 
table in Edryno .Arethi's house on the Waisiwtirks level of X'ivec's 
Hlaalu canton. (Note to Edryno; Change cooks f) Another is on a 
table in main room of Arvs-Drelen, Bnladas Demnevanni’s Vcloihi 
dome in Gnisis, an<l the last is on a table in the innermost recess of 
Nissintu — a bandit cave in the Molag Amur region. (And Nissintu 
is so a residence; just ask the four baddies who live here.) 

Finally, the player who really wants to svgrk for bittergreen can find 
petals in a dozen tombs. The only one with two is the Indalen tomb 
near the ( lovernor’s Mansion in ('aldcra. (One's next to an urn on a 
slab near the entrance, the other next to an urn on a slab in the 
distant innermost room.) Product samples also await you in the Alas, 
Arcthan, Marcn, Scrano. \\andus tombs in the Molag Amur region; 
the Fadathram and Sandas tombs in the Ashlands; the Saloihan and 
Veloth tombs in the West Gash; the Favel tomb in the Grazeiands 
and the Marvani Tomb on Azura's Coast. 

Some of these tombs offer iiotential diversions of their own - notably 
the Scrano tomb (a Quarra vampire lair) and the Marvani tomb. 

Once you’ve assembled the five jxials, and maybe gotten a tan, jet 
back to the abandoned mine shaft and speak to Lloran, whoMI take 
the p<>ison from you and tell you to report back to your boss. You’ll 
collect 2,000 gold from Galenus, 1,()0() from Magius. (Your EEC' 
stock is up to 9,0CK) if you sided with Cialcnus, down to 4,0<X) gold if 
you back Magms.) 

And if you check the ro<Jis in five d,iys, you’ll find they look sick. 

Lei the chopping begin. 
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The Timely Arrival of Gamas Uvalen 

Prompted perhaps by the recent invasion 
of Spriggans, Galenus and Magiiis now 
ask you to find colonists who would be 
willing to serve as guards. 

This simple mission involves talking to 
people in the bar, the mine and the colony 
itself on the topic “hire guards.” You can 
enlist up to three volunteers - though one 
or rwo will do. 

The three who will sign on are Ai'cr 
Flaccus, who can be found at the back of 
the bar; Graiian Cacrcllius, w'ho can be 
found at an intersection in the main 
passage in the depths of the mine; and 
Garnas Uvalen, who can be found 

Well, come to think of it, you don't know a Garnas Uvalen. And you 
thought you'd been pretty gcKxl alvnit keeping up w ith all these new 
buildings and colonists. 

That’s because Mr. Uvalen has just arrived on the Kcnc to 
complicate matters a little. If such things didn’t happen from time to 
Time, life in Raven Rock would be far too predictable. 

You can probably figure out for yourself where he is. What did wc 
do in the last mission? Weaken some trees at the east end of the 
colony. What's likely to h.ippen next out there? They’ll send 
someone to chop them down. Who might that someone be? 

Uvalen can be found strutting around out east, near Selcr 
Favcinim's House* 

But even though you now know who the volunteers will be, wc suggest 
you ask everybody in the colony about “hire guards” to have the most 
fun with this quest. A fair number of unique replies are provided. 

Once you’ve found all three, your journal will u}xlate and you can 
return to the quest-giver to make your report. 

All you’ll get from (raicnus this time is thanks. Did you expect more? 
Actually, there is something more: It’s finally time to sell your East 
Empire Company stock certificate. It has peaked out at I2,(XKI gold. 

Magius gives you 1,000 gold and yom stock continues its dive into 
the Raven Rock communal toilet. It's now worth 2,(K)0. 

Do you think maybe you backed the wrong horse? 



Garnas Uvalen 


Galenus might have mentioned this requirement, rather than 
making you stand around waiting for weeks. 

But perhaps he had other things on his mind. 

When you return, you'll find the folks who usually stroll through the 
area around G.ilcnus are gone. Apronia Alfcna has moved to the bar, 
Gamin Girilh to the Mine Entrance building, and Cidar Verothan 
and Sabinius Oranius to their resjx*aive homes. The guard or guards 
you recruited are arrayed near your boss. You may get the impression 
less of colony defenders. . .and more of bodyguards. 

Speak to Galenus to learn this is exactly the case. He has learned an 
attempt may be made on his life, and he wants you to defend him. 

You won^i have to wait long. You may see the first assault coming; 
you may not. It’s very quick. Either way, you’ll receive a journal 
entry about an assailant taking a shot at Galenus and running off. 

Don't worry alxiut this single assassin. It’s simply a diversion 
designed to draw you away from Galenus. Stay put. The guard nr 
guards will race off in pursuit and kill the bowman. (The guards are 
all fairly hardy characters wnth decent skills, and even if you hired 
just one, there is little chance that Baslod. the bowman^ will survive 
this assault.) 

'I'his leaves you and Galenus to deal wnth the two other would-be 
killers. These arc the swordsman, Capiton Popillius, who comes up 
from the south and a bowman, Cimber Valerius, who attacks with 
dire viperarrows from the north. 

Neither should pose a serious threat. 

When the three assassins are dead, 
you’ll get a journal entry. Speak to 
Galenus again for 1,000 gold, 10 high- 
quality health potions, and a unique Ice 
Shield. (Wc assume this is made of 
Stalhrim. However, it can't be manu- 
factured either by Graring’s fabricators 
or Magius’.) 

Y'ou can check the ,assa.ssins’ bodies. It's a 
good impulse. You won’t find anything 
incriminating. But there can be little 
doubt of who is rcs|x>nsible 



The Carnius Magius Side 

You’ll have to wait three days for that “e.xtra special” mission: Y^ou'rc 
assigned to assassinate Falco Galenus and put the final nail in the 
colony’s coffin. 


Baslod and his Wonder Bow 

The Faico Galenus Side 

It’s going to take a while to get the new guards up to speed. Until 
then, Galenus doesn’t have anything for you. 

In fact, unless you leave the colony, he’ll never have anything for 
you again. 

It doesn’t matter where you go — the wilderness just outside the colony, 
Fort Frostmoth or even Wardcnfell - but you have to leave Raven 
Rock entirely, return again and wait for two days for events to proceed. 


A lx5w, a single arrow, and a scroll w ith helpful enchantments have 
l>cen placed in the colony’s w’cstcrn w'atchtow'cr. Another Magius 
operative, Baslod, jxising as a Nord, will distract the guards on your 
signal. Then you'll strike. 

The key is to remain out of sight. If you arc seen, Magius will disavow' 
any know'ledge of your acuons. Where have we heard that before? 

It’s easy to avoid being seen on your approach. Everv'one’s off the 
streets save for Galenus and his guards. (It’s like a l\jgh-noon 
showdown in an Old West town.) fust keep your distance as you edge 
around the colony’s south or north side to the watchtow'cr’s ramp. 




Bloodmoon Quests 
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Up top, you'll find a steel longbow, an enchanted arrow- with an area 
eff ect that poisons and blinds its victims, and Scroll of the Hidden 
Killer, which simultaneously boosts your Marksman skill by 100 and 
your Sneak skill by 61) and casts a Chameleon sp>elL 


Equip the bow and arrow, invoke the 
scroll, and finally ready the bow to set 
events in motion. 

Its a little like being back in Seyda Necn 
and watching Fargoth creep to his tree- 
stump cache. The moment you ready the 
bow (the signtal), a figure w-jll run from 
between Uryn Maren's House and Gidar 
Wroihan s House and attack Galenus. 
(Hes the dark -haired figure in the 
middle of the pack.) He’ll then flee and 
the three guards will take off after him. 
Your moiDcni has come. 



BASLOD 


Note that your arrows doesn’t have to strike Galeous to kill him. He 
simply has to be w-ithin its area effect. And ii you don’t used ranged 
weapons often, note too that you won’t want to aim exactly at your 
target, but at the ground perhaps five to 10 feet on the near side of 
the target. 

In the poisonous blossom of the arrow's detonation, Galenus should 
go down and stay down. You simply have to make a quick exit - 
either by the roiindalxiut route by which you entered or hy Recalling 
to a previous >et Mark. For now, resist the temptation to lo<it the 
body - the guards will return after they’ve finished off the 
unfortunate Baslod - and make your way quietly out of town. 

Your reward is substantial: a unique Ice Shield (the same one 
Galenus gives you in his version of this quest) and 4,000 gold. 

A good thing, too, as your stock certificate is now worth barely more 
than the paper its printed on. 

Magius tells you he wishes he'd been there, but has to keep his 
distance. He actually uses the phrase "plausible deniability." 


In Skaal'ding Hot Water 


The Falco Galenus Side 

Galenus says the colony needs a tlay or two to recover from these 
events. In tw^o days, your journal will pinch you with a suggestion to 
check in for assignment. 

Three silver longswords have arrived at Fort Frostmoth. 
(Presumably, they’re intended for the colony guards.) Rather bew-ih 
deringly, Magius refuses to send them on to Raven Rock. You're to 
collect the swords from Constans Atrius. 

It’s not a trap, though it does smell like one. Rather, it’s another 
diversion. Someone’s getting you out of the way. But out of the way 
of what.^ 

The trip will be uneventful, Atrius hands over the swords with a 
snippy remark. And if you missed your window to cash in your 
stock certificate for the optimal sum, you can still get 10,000 for it 
from Magius. 


Back in Raven Rock, you'll learn the Skaal attacked the colony 
immediately after you left. Quite a coincidence, eh? The colonists put 
up a good fight, and the Nords have retreated into the mine. Galenus 
asks you to clear them out and make sure the mineworkers arc OK. 

Now, this may not sound right to you. Ob, protect the workers, sure. 
But if you've made any progress in Bloodmoon s main quest, you 
already know' that the Skaal arc essentially peaceful folks and that, 
though unhappy with the Imperial presence on the island, they’re 
content to let the unwelcome visitors w-ither in the cold w-ind rather 
than take direct action tg remove them. . 


Ten enemies arc sited throughout the 
mine. All will attack you on sight, 
Valgeir is dow-n the first passage to the 
right from the entrance. (Funny; he 
lot^ks less like a Nord and more like an 
Imperial in Nord clothing.) 

Bulfring and Eifid are down the first 
ramp and around the corner to the left. 
(You'll notice aftcr.dispatching these 
two that guard Aldam Berendus is no 
longer at his usual station in a nearby 
si<Jc passage.) Bryngnm is farther down 
the main passage, around two comers, 
and V’igunn waits around a third. 
Fjrokvar can be found at the intersection 
around the next corner and Ormvard is 
in the south passage. 


'.M. 


•r. 


Valgeir 


The rest of the main passage is clear — as is the Nord burial chamber. 

Advance slow-ly into the south passage. The remaining three Nords 
wait for you here — Toralf and Audmund in the main north-south 
corridor (where they're guarding Berendus and tree-poisoner Unel 
Lloran) and Alfbrand m the side passage that leads to the 
Abandoned Mine Shaft (which is empty). 

The former two will get wind of your presence at the same time, 
ami charge. If you w-aii at the chokcpoini in the passage w-hcre you 
triggered their attack, you may be able to light them one at a time. 

You’ve probably been looking through the dead Nords’ belongings 
in search of something to explain the assault. So far, you’ve found 
nothing — save authentic Nord armor and wxapons. 

That changes here. A “uttered note” turns up in Toralfs inventory. 
This is the smoking gun. It gives aw'ay the W'hole plot, and it’s 
signed “C” as in “Carnius.” 

You won’t get a journal entry w-hen the last of the Nords goes down - 
though their deaths register on Aldam and are reflected in his greeting 
- but don’t w'orry about missing something. You’re done down here. 

Speak to Galenus to learn that he shares your sense about something 
amiss in the Skaal attack. He’ll take and read the tattered note. Talk 
to him again for his conclusion: This w-asn"i the Skaal, but 
mercenaries dressed in Nord clothing. It appears to be Magius' 
doing, and it is time to confront the Factor with the evidence. 

lliis w ould have been a really gtKxl time for Magius to be out of the 
office. 1 Ic i.s surprised to see you - he expected his “Skaal” to do you in 
on your rciurj) to Raven Rock - and is predicubly enraged at the 
thwarting ol his plans. He doesn’t make a big thw'artcd-villain speech, 
however. As soon as you end your conversation, he’ll attack you. 
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You don’i have any choice except to defend yourself. This may prove 
difficult - Magius has a Staihrim mace - and even though he isn't 
wearing armor, the Factor has 600 hit points and can repeatedly heal 
himself in combat. 

Take Magi us* macc and speak to Atrius. The Factor’s assistant, ever 
cognizant of which side of his bread holds the butter, seems only 
slightly fazed by the death of his employer and suggests you talk to 
Galenus back at Raven Rock. 

Magius’ death has op?ened a slot at the top of the colony. You’d figure 
Galenus would step into the void, but he doesn't want the job. 

You’re next in line and so, regardless of your current rank (and 
despite your rather Telvanni-likc technique of climbing the 
corporate ladder), Galenus appoints you Factor of the Raven Rock 
subsidiary of die East Empire Company, 

The Camitis Magius Side 

And now yoy just have to wail for the colony to crumble. Magius 
tells you it should take a matter of days. 

But the next day, when you get a journal entry suggesting you cjieck 
in with the Factor, you'll learn Raven Rock has not crumbled. The 
investors who were supposed to back out over the scries of manufac- 
tured disasters at the colony have not done so. 

Magius says drastic steps arc now required. He's arranged an attack 
on the colony by the Skaal. 

Not the real Skaal. Rather, xMagius has hired mercenaries who will 
dress up as Nord warriors. You’re to take the Nord equipment in 
the hall and meet the meres tonight when tiicy land east of the 
mouth of the iggnir River. 

You and what army.^ The two cloth sacks, in the corner at the near 
end of the hall, contain close to 400 pounds of equipment: six 
huntsman’s war axes, five bear cuirasses, five bear greaves, and a 
single vvolt cuirass and greaves. That's way too much for one person 
to carry. You could drop everything you own - and trust us, you 
don’t want to do that - and you'd probably still be encumbered. 

Most characters will need to make two trips, and the contents of the 
bags are organized to support this. Bui if you're a real strongman and 
just a few* pounds over the limit, it’s helpful to use enchantments to 
boost your strengdi — the slat that governs how' much you can carry. 
(If you faced Hircine’s strength aspect at the end of Bloodmoon’s main 
quest, the amulet you recovered could be just the ticket.) 




In any case, ils not far to the landing 
site. The directions were pleasantly 
precise and if you have any doubts that 
you’ve found the right spot, it's marked 
with an “X” on your map and a 
rowboat is already moored on the 
south shore. 

The mercenaries don’t show up until 8 
p.m. Frankly, it’s a liidc intimidating to 
suddenly have six huge guys staring at 
you, and they’re not the most civilized 
guys in the world, either. 


You ain’t seen nothing yet. 

Talk to the white-haired leader, ‘Foralf, and he’ll ask you to 
distribute the stuff to his men first. Each will only accept equipment 
if you already have everything they need - a bear cuirass and greaves 
and an axe - already in your inventory. And of course you can’t 
move w'ith evcr>'thing they need in your inventory, so some logistics 
of picking things up and putting them dowm is inevitably involved. 

Finally, hand over the w'olf armor and an axe to Toralf — only to 
learn that, per Magius orders, you’re the mercenaries’ first target. 

You’ve done your part. The Factor doesn’t need you around any 
more, and you do know' too much. 

And whose fault is this? Don’t lx* surprised when the Devil acts like 
the Devil. You knew' what Magius was like going in and. given his 
ruthless removal of innocent go-betweens (Tirven Balen), aUies 
(Hrodlar), and arch-enemies (Galenus), it’s remarkable you lasted 
this long. (It's a miracle ebony thief Uryn Maren has escaped his 
attention; on the Falco Galenus side, he’s not so lucky.) 

But let’s skip the recriminations for now. You have a more 
immediate problem - a battle royal w ith the six mercenaries. 

You actually have one small tactical advantage here: You know 
exactly how the meres are equipped, and you can safely extrapolate 
that knowledge into rheir stats. These arc pretty much six versions I tA\ 

of the same strong, fast, nimble, and durable guy with immuntty to 
frost damage and resistance to shock. (However, the two men 
farthest cast, Audmund and Alfbrand, are much stronger than the 
others, how'cver, so if you have a choice, take them down first.) 

In other words, it’s a hard battle, but w'ith no big surprises. 

You need to prevent the meres from ganging up on you. Paralyzing 
weapons and paralyzing spells are a good way to go - a custom- 
made paralysis spell w'ith an area effect spell would be ideal — and 
you’ll need a lot of health potions to repair the damage you’ll 
inevitably lake from un-pa ralyzed meres. 

Of course, knowing what you now know, it seems senseless to carry 
all this stuff to the landing - doubly senseless to give the meres 
anything — and you could be forgiven for simply slaughtering them 
the moment they show up. 

But this won’t work. You don’t get Toralfs line about Magius 
ordering your death until all the meres arc equipped, and without 
that line you don’t have a justification for confronting Magius. (On 
the Magius side of this quest, Toralf doesn’t carry a “smoking gun” 
note.) If you kill the meres on their arrival and then return to the 
Factor, you’re summarily fired, w'iihno chance for rcinstatemcm. If 
you then kill him, it’s a crime - as is the murder of Atrius, w ho 
comes to Magius’ ckTcnsc. 

Sorry, but you’ll have to play this straight. 

Naturally, Magius attacks you upon your return to his office, and 

you’ll have to put him down as well. This battle plays out exactly 113971 

like the one on the Falco Galenus side, with the same basic result: ^ " 

You can take Magius’ nice little suit and wear it yourself and 
Consians Atrius appoints you Factor. 


Toralf 
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Epilogue 

And with that» the formal quests for the Raven Rock colony come to 
an end. After all, it wouldn’t do to become Factor and still have your 
deputy giving you missions, would it? 

But though the missions are over, the fun has just started. You’ll find 
a few little benefit^ tg being Factor. 

If you fought for Galenus, you can talk to Constans Airius and 
dtrgw’ a little scare into him. 

The value gf ygur stock certificate is still iluctuaiing. With Magius 
now a worm feast, you’ll have to check it through Airig$. If you 
sided vs'ith Magius, it plummeted from a high of 6,(X)0 gold to 500. 
Now, with you as top dog, it is suddenly worth 5,000 again. 

But, curiously, if you sided with Galenus, its value drops 1,000 gold 
to 9,000. Perhaps the investors like you OK, but would prefer 
Galenus in the job? 

Finally, if you ask CJalenus or Airius alx>ut '‘assignment,” you’ll get 
the sense something bigger still lies ahead. 

Tluec days after you arc named Factor, construction of the colony 
will be complete. You should get a journal entry. At some point, 
you’ll want to take a lour to check out any buildings you’ve missed. 
In Its full-blown state, the colony consists of nine houses, three 
businesses, three storehouses, two guard towers, and the mine. 

Most of the contents of the houses are ordinary - the mundane 
stuff youM find m real people’s homes. But the Vacant House has a 
basket right at the top of the stairs that, very occasionally, turns out 
to be of a goldmine of equipment, and the storehouses have some 
potion-rich chests. 

Ask alx;ui “assignment” now. and you’ll he told that the matter of 
your "estate” now' needs your attention. 


That’s estate as in home. A fairly lavish dwelling for the Factor was 
included in the colony plans, but Magius never took the initiative to 
sec that it W'as built. (Galenus imerprers this to mean he never 
intended to stay.) Now' this task has fallen to you, 

Galenus and Atrius will refer you to Aldam Berendus — the former 
mine guard w^ho now' leads the construction team on the project. 

Berendus is right where you left him in the last quest - deep in the 
mine with Unel Lloran. He tells you he's scouted three locations for 
the estate and marked them with torches like the ones in the mine. 
You just have to pick one and then lead Berendus to the site. There’s 
not much sense in making the long^ish trip dowm into the mine 
twice, so speak to Berendus again now and have him follow you. 

It’s the same house connected to three different doors, and there is no 
right or wrong site. (None of them has a barrow in the cellar or a big 
nasty critter in the attic.) Don’t think of this as a problem to solve, but 
as a reward tailored to your tastes. )usi pick the one you like. 

For instance, w'c prefer the site at the west end of the colony, wdth its 
view' of the quiet, snow^ woods (though w'e’d like to knock down 
Sabinius Oranius' house to improve it), and the one in the southeast 
corner, w'ith its glimpse of the misty harbor. (We’re less high on the 
third site, in the northeast corner, w'ith its view of the colony’s great 
stone ring wall.) 

Lead Berendus to the appropriate torch, and then let him carry it. 
Speak to him once you’re at the .site, confirm your intentions and 
then leave him be. (Clear out of town again. You can’t hurry art.) 
Five days later, you’ll have a new permanent home on Solsthcim. 

In the main quest, you’ll inherit another house up north. And in the 
miscellaneous quests, you’ll find safe haven in other people's houses 
- a room at Thirsk .and a bed at Kolfinna's Dwelling. 

But this one, in sonic sense, you’ve built yourself. 
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Miscellaneous Quests 

Brodir grove 

Stoned 

This is die stuff of legend. Five companions in the wars that drove the 
Elves from Skyrim searched their native land in vain for an entrance 
to Sovngardc - a mythic sanetuarv’ created by god Shor for the bravest 
Nord warriors. The rc'^discnvery of Stdsthcim rc-lit their obsession 
and, 500 years ago, they visited the island to continue the search. 

Unfortunately, by then, they weren't on the s;ime page. One of the 
five, a sorcerer named Grimkell. sccredy held the theory that 
Sovngardc couldn’t be entered through the physical world and 
conspired to create an entrance with black magic. In Brodir Gros'e, 
he planned to sacrifice his companions, turning them into stanthng 
stones and creating a magic door. 

He almost got away with it. Three of the four companions uinicd to 
Stone where they stood. These arc the three standing stones of 
Brodir Grove. 


But (irimkell hadn’t reckoned on Ulfgar 
- a fierce barbarian who fought off the 
spell long enough to help the mage into 
ihc afterlife the old-fashioned way. 

You can learn most of this from the man 
himself. He’s still alive. You’ll find Ulfgar 
the Unending in hi$ home just northwest 
of Brodir Grove. 

It seems Ulfgar’s resistance to Grimkell’s 
spell had an uncxjx*cied intermediate 
effect: Rather than being turned from a 
living man into stone, he was turned into 
living stone. 

Even so, he’s still looking for Sovngardc, and begs for any help you 
might offer. 

If you’d visited Thirsk, met author Beredittc jalast, and bought his 
hook “Sovgarde, A Reexamination” (which offers the astonishing 
theory that Nords can get into heaven by dying), you can help 
Ulfgar nghi now. If you have the book in your inventory, you’ll be 
able to mention it to him and it finally dawms on the warrior that 
Sovngardc is heaven and that death in combat is the ticket. 

Nords arc known are their bravery, not their intelligence. 

Now you just have to help Ulfgar the Unending to his end in coml>at- 

This is rarely an easy process in Morrow'ind, Almost cvcry'onc who 
asks YOU to help them shuffle off this mortal coil - whether it’s 
Marara the vampire or Umbra the Ore warrior - insists on inflicting 
grievous wounds to you in the prwss. 

It’s not any easier with Ulfgar ^ a stomping *K)0-HF stone 
barbarian with a lightning enchantment on his Stormfang 
claymore. You can’t nail him wdth frost, and you’ll have only 
slightly better luck with shock, and he has the Nords’ natural 
shielding and frost -da mage abilities. 



ulfgar 
THE Unending 


With his last breath, Ulfgar says you’ve ojiened the door to 
Sovngardc for him, and asks you to meet him in Brodir Grove. 
You'll find his spirit waiting for you amid the standing stones, 

(These now number four rather than the original three; Ulfgar now 
has his own stone). Approach and he’ll speak. Ulfgar’s made it into 
Sovngardc and is hangiag out with him three friends again. (There’s 
no mention of what became of Gritnkcll.) 

They want to give you a fitting reward, and ofler the greatest 
quality of each of the four warriors. Activate the Stone of Nikulas 
for a long-lasting 10-poim boost to your Personality and the stones 
of Erlcndr, Ulfgar, an<l Hunroor for identical boosts in your Speed, 
Strength, and Agility, respectively. When the effects run out (we 
hear they last about two hours), you can go back, activate the stones 
again, and renew them again and again. 

In addition, you can take Stormfang and anything else you like from 
the cave. The loot’s not bad - lots of gold in a chest at the very end - 
and the place has a couple of oddities. Though this was Ulfgars 
home, the rear portion of the cave is occupied by critters - mainly 
rieklings and maybe quite a few rieklings if you have a high-level 
character- Was Ulfgar keeping them as j'icts? 

.And one of the crates contains moon sugar. 

It seems even stones can get stoned. 

Fort frostmoth 


Howling at the Moon Sugar 


You won’t be able to perform this quest 
until you've finished the first main quest 
mission, and restored the flow of liquor 
to the Imperial troops at Fort Frostmoth, 

Solstheim has wimessed a string of 
moon-sugar poisonings. Someone’s been 
slipping this potent narcotic into food and 
drink. Severia Graiius, a trooper down in 
the fort courtyard, is investigating- But 
she's I'Kren going it alone and her 
superiors want action. 

)ust ,say yes. 



Gratius offen a clue - the poisoner wears a w^hitc Colovian fur helm 
- and sends you off to talk to the most recent victim. Thai’s jelecn. 
who can be found before the altar on he ground floor of the Imperial 
Cult Shrine. (Pclcen also has a quest for you; sec “The F.vils of 
Lecturing...” on the next page.) 


The priest was poisoned wdth the drug just the previous week... and 
seems to have rather enjoyed it. He describes the culprit as a strange 
old man singing a nursery rhyme: ”Something about a workshop in 
the snow, and lanterns all aglow. And 1 remember something about 
candy. Oh yes. and there w^erc lots of he he he’s and ha ha ho’s,” 


Su this is w'lmi you have lo go on: an assertion that Santa Clauj is a 
m<jon sugar freak? 
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Untormnately, that’s about all the explicit help youVc going to get, 
and it^s not much. You’ve learned only that the moon sugar lab is in 
the Snow Belt> so it has to he in the northern two-thirds of SoUtheim 
or the snowy parts of the southern third. Thafs no help at all. 

But with a little persistence, you can put together a more detailed 
picture. If you pursue the “liidc secret’^ topic at the fort, you’ll be 
able to put a name to the poisoner (Unde Sweetshare), If you speak 
to Reinhardt Red-Spear, the Nord waiting just north of the fort, 
about ‘’s|Kcific place,” he'll mention that in snowy woods to the 
north lies a strange house decked with colored lanterns, from which 
there often comes the sound of singing. (The “snowy woods” is 
especially critical, as it rules out the largely unwooded northern 
third of the island. Your target is almost certain to be in the central 
part of Solsihcim.) 

And if you’re fanatically persistent, you can buy the full text of the 
song’s lyrics, “The Song of Uncle Sweet.share,” from bookseller 
Bcredittc fastal, w’ho is rooming at the Thirsk mead hall. It doesn’t 
provide any new evidence, but serves to confirm Jeleen’s drug- 
togged memories. (TTien again, it you get to Thirsk without finding 
the lab, you’ve overshot your target.) 

Don’t take Red -Spear's “north” loo literally. Pretty much all of 
Solsthcim is north of his location. In fact, the moon sugar lab is to 
the northeast — located on the east side of the Iggnir River, to the 
west of the Lukesturm Barrow', and north of the \^ilhrandr Barrow. 

Fr<im the tort, head northeast to the Iggnir and follow it north to 
Koifinna’s Dwelling (“A Small Uem”). Here, the river jogs brictly 
northwest before heading north again. Right after you pass a 
diagonal line of rocks, arranged on the ea$t bank in a row- southeast - 
to-northwest row, turn cast. You’ll soon sec a lanterned cabin in the 
woods slightly to the north. 

A Khajiit lies dead in the snow outside, w ith moon sugar and the 
lyrics to the Swceisharc song in his pocket. 

This might l>c the place. 

Inside the moon sugar lab, you’ll meet Uncle Swccishare himself. 

He seems to have tasted too much of his own product — his late 
assistant M’nashi certainly did - and that soDg is even more 
annoying when sung than in print. (We think ifs a parody of the 
lighter moments in j.R.R. Tolkcin’s “The Lords of the Rings.”) 

You’re supposed to kill him - Imperial justice is decisive, swift, and 
hard to correct - but speak to him you ask him about “moon sugar 
investigation” and “Uncle Sw'cclsharc,” you can choose bctw'ccn 
fighting (which isn’t difficult) and a more artful though less 
lucrative solution. You can spare Swcctsharc’s life and take his helm 
as proof of his execution, (If you take this route, you won’t get 
Sweetsharc’s Grandmaster’s mortar & pestle.) 

Father w'ay. report back to Gratius with the helm in your inventory 
It) collect 1,5U0 gold and bumps both in Gratian’s Disposition and in 
your reputation w'iihin the Imperial Legion. If you’re in the Legion, 
you’ll also get a unique shortsw-ord w'lih Rally Humanoid and 
Fortify Personality cncbanimenis. 


The Evils of Lecturing about the Evils of Drinking 

Jeleen, the Imperial Cult priest whom you met in the above quest, 
has hi.s owm mission for you. It seems simple at the start, but it can 
turn into a monster - bt.nh figuratively and literally. 

His protege, Mirisa, headed for the Lake 
Fjalding region a month ago to bring 
w'ord of the Cult to the Nords. She hasn’t 
returned and jeken is worried. (Jciccn 
has a little thing for Mirisa.) 

A few people have a better sense of 
exactly where the young w'oman w'as 
beaded. Reinhardt Red-Spear, the Nord 
just north of the fort, is turning out to be 
a great tipster. Ask him about “Mirisa 
never returned” to learn he saw her near 
Thirsk some weeks back. Brandi and 
Erna the Quiet, the lovers standing by the 
Isild River southwest of the Skaal Village, 
will also nudge you in ihi.s direction. 

So Thirsk it is. Along the way to the Nord mead hall - located just up 
the hill cast of the southeast corner of Lake Fjadling - you may run into 
one or two Nords who fill m some more details. Ingmar, whom you’ll 
find near the Valbrondr Barrow', says Mirisa secmetl more interested in 
steering the Nords away from hard drink than winning converts. 

An<l Brynjolfr, an armorer in a little out-building northe.ast of the 
hall, knows the w'holc story: Mirisa tried to lecture the Nords here 
on the evils of over-jndulgcncc. One of them, a brute named Erich 
the Unworthy (no relation to Eric the Unready), became enraged 
and has locked Mirisa in his room. 

What happens ncjct depends on where you are in the game. If it’s sdll early 
in Bloodmoon s main quc$t, Erich's alive and kicking. You don’t have to 
kill him to spirit Miri.sa away, but you do need to be a little careful. 

Your business at Thirsk can play out in several different ways. 

Talking isn’t one of them. Most of the Nords here W'ill just tell you to 
talk to Erich, and that’s difficult and ultimately fruitless. You’ll have 
to gel his Disposition up to 90 for him to even reveal, without apology 
or hint of compromise, iharhcs holding the woman captive upstairs. 

However, even if you somehow' overlooked Brynjolfr, you c^n still 
draw a bead on Mirisa s location without dealing with Erich or 
breaking a sweat- The clan’s chief, Skjoldar Wolf-Runner, says 
unconvincingly he doesn't know where Mirisa is, and then gives you 
a significant look and gestures toward the stairs with his head. 

Mirisa ’s upstairs behind the third door on the right. Yhu can pick the 
Level 50 lock or pickpocket Erich for the key. You can also just kill 
him and take the key from his body. (The other Nords here don’t 
much care for Erich, and won’t intercede.) 

But violence isn’t necessary, and, as you’ll see, Erich’s days arc 
numbered in any case. 

Mirisa describes her bad treatment at the barbarian’s huntls and appeals 
to you to rescue her. Simply invite her to “travel together” and she’ll 
follow you downstairs. Maneuver around the far side of the room, 
opposite the stairs, to avoid a confrontation with Erich (which w'ill force 
a battle) and lead Mirisa out of Thirsk and back to Fort Frostmoth. 



fELEEN 
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Take good care oi her along the way. It s a long uip, Mirisa has just 
80 hit points, and has neither the equipment or skills to defend 
herself for long. 

But she docs have unique abilities. Mirisa is the only sjkII vendor in 
Bloodmcxm. She can sell you Cure Common Disease, Frost Shield, 
Hearth Heal, Holy Word, Resist Common Disease, and Resist Frost. 
And once back at the shrine, she'll als<i buy and sell ingredients and 
potions. Way to get right back in the saddle! 

Check in with )clccn to collect 300 gold. (IfMirisa dies, you'll get 
only lOO gold and jdeen takes his own life when you leave the 
Imperial Cult Shrine. You‘11 find a suicide note on his body.) 

But if you have finished the main quest mission "Stolen Furs,” you’ll 
find a much different scenario when you enter Thirsk. 

Bmlies lie everywhere. You’ll learn from Svenja Snow-Song and the 
armorer Brynjolfr that a fearsome monster called the Udyrfry'tke has 
attacked the mead hall. 

This is a separate miscellaneous quest, (Sec "It Came from the Lake” 
in the Thirsk section.) You can break away and follow it if you wish. 
But note that this decision has a major influence on events in this 
current quest, $o read through this description before you decide 
how to proceed. 

The attack on Thirsk can make Mirisa s recovery easier. Erich s no 
longer a consideration. And provided you haven't run ofFand killed 
the Udyrfrykte. Mirisa is still locked up in Erich s room. You can 
simply take the key from Erich’s body, free Mirisa and march her 
back to the fort. 

On the other hand, if you break away from the current quest to kill 
the monster, events roll on in your absence. The Udyrfrykte s death 
sets off repair of the wrecked mead hall and Snow-Song will tell you 
she released Mirisii when the workmen appeared. 

Now the acolyte is now'here to be found. 

Mirisa apparently is trying to find her own way home. This opens a 
fresh can of wwms, and they're very big worms. You can launch an 
extensive search of the surface and every orifice therein along the 
path back to Fort Frostmoth and find nothing. Mirisa never arrives 
back at the lort, and she doe.sn’t appear to be anywhere else. It s as 
though she’d vanished off the face of the earth. 

You won’t get clues to help find her. Not one. You’ll just have to 
search. And search. And search. You’ll finally find Mirisa taking 
shelter from the snow' in Solvjord — an ice cave way off the beaten 
path and almost as dose to Raven Rock as it is to Fort Frostmoth. 
The easiest way to find it is to head back down the Iggnir and, at the 
dbovv where the river turns southeast toward Kolfinna's Dwelling, 
head directly w'cst. 

You’ll find Mirisa not far from the entrance. Happily, this large cave 
is not that uxll dcfcndcil - a low-level character will face no more 
than two enemies., a high-level character as many as a half-dozen - 
and is reasonably rich in loot (323 gold, tw'o nice jxiiions, two crates 
of fur armor, and three boxes of all-purpose dungeon lo<?t). 

But it’s not really an adequate pay-off for the additional frustration, 
and we recommend you shepherd Mirisa back to the fort first and 
only then tackle Mr. Unpronounceable Monster CJuy. 


Hirstaang Forest 

Bloodskaal 


h 


Technically, this is a miscellaneous quest, but it’s so small we 
consider it more of an incident report. 

In the western reaches of the Hirstaang Forest, just northeast of the 
Earth Stone and southeast of Geilir the Mumbling’s Dwdling, you’ll 
come upon the Bloodskaal Barrow*. The door is locked (Level 20) and 
trapf>ed w*ith poisonous touch. 

But the tomb itself appears empty. With the right equipment, you 
can harvest Stalhrim from three ca.skcts. You can rip off stuff from 
the three chests. And you can take the sw'ord, Biomlskal (which has 
a frost damage enchantment), from the bier in the inner room. 

When you pick up the swmrd, you’ll get a journal entry. Read it. 
will give you the creeps. 

It is true. Look txdiind you. Two greater skeleton champions and 
three draugr have materialized in the “empty” tomb, and you’ll have 
to fight your w*ay out. 


ISINFIER PLAINS 


Where Wolf? 

You’ve had reavers for dinner for a w'cek. You keep having work- 
related dreams. And putting ail eight pieces of your armor back on 
every morning has really gotten old. 

Enough of this werewolf ibmg already. 

There is a w*ay out, but no one’s going to draw* you a complete 
picture of how to find it- 

True, you can pick up a wcrewolvcsKjnly tip from the “latest 
rumors” topic that leads you to a cure. And in ease that doesn’t come 
through, it’s repeated in a note that a wqrcw'olf character can find on 
the Frostmoth docks. Either will earn you a journal entry. 

But, even so, this quest is obscure. You may not realize that these 
tips are designed for wercw'olvcs, and even if you do, you may not 
make the necessary connection to see the “odd rumor” jfbr w*hat it is. 

The tip is simply a report that a huge raven has been seen at the 
Altar of Tbrond, and that it’s being interpreted as a sign that witches 
have arrived on the island. 

And this is relevant to werewolves how*.^ 


m 
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WelJ, it helps if you know a little Tamrici lore. If you’ve played the 
computer game Uaggerfall (Elder Scrolls II), you may recall that the 
Glenmoril witches had a cure for lycanthropy. So portents of 
witchery on Solsthcim arc something a world-weary-but-knowl- 
edgeablc werewolf might want to explore. 


The Altar of Thrond is northwest of the 
southernmost stretch of the Harsirad 
River and south of the Moesring 
Mountains. If you’ve played the werewolf 
quest in which you have to disrupt the 
Skaal'5 ritual hunt for the Spirit Bear» 
you’ve been right in the neighborhood. 
Just head west across the Harstrad. 

Approach the Altar. That is a big raven. 
And it docs turn out to be a witch. When 
you approach, Etiicnc says the Glenmoril 
witches have been watching events on 
Solsthcim and arc offering those cursed 
w'lih lycanihropy a cure. 



WITCH 


If you decide to go for the cure, Etticne invites you meet her sisters 
(Isobcl and Fallaise), teleports you into the Gloomy Cave, and 
reverts to human form. 

We doubt that any quest involving a wdteh was ever brought off 
without performing a few ingredient^related errands. This is also 
the case in the Kite ol the Woll Giver. Ettiene says it's not a simple as 
just drinking a p)iion. 


.She's being a bn deceptive here ~ it can be abnost that simple ■ 
YOU won’t know that. 


but 


Fallaisc, standing beside the cauldron behind you, wants wolfsbane 
fKlals from the top of Hvitkald Peak at the southwest end of the 
Moesring mountain range. In case getting up there is an issue, she’ll 
provide a high'qualiiy Levitation potion. 

It shouldn’t prove necessary, and you can put this potion to other 
uses. If you approach the ^Kak from the east or southeast, you should 
have no trouble reaching the summit under your owm steam. 

Isobel, standing to the right of Etticne, wants ripened belladonna 
berries, which are said to grow near Solstheim's burial barrows and 
sometimes appear on the bodies of dead Spriggans. 

Leave through the exit at the west end of the cave, and note your 
location. You're not near the Altar, The Gloomy Cave is dowm the 
hill to the southeast and across the Harstrad River - a region with a 
potentially sizeable population of wdld animals (especially if you have 
a higher level character). 

Neither of these tasks is that tough, and though both require a fair 
amount of travel, some the territory may be familiar. (If you’ve been 
Working your way through the main quest, you probably skirted 
Hvitkald Peak to reach the Water Stone.) 

In fact, if you’re one of those Morrowind packrats who goes about 
collecting everything vaguely interesting, it’s possible you already 
have wolfsbane petals. 

Y es, Fallaise did say they grow only in one spot, and that's true. But 
what about petals someone’s already collected .^ If you’ve performed 
the "Alls Not Well ...” quest and visited Lassnr’s House in the 
Skaal V'illage, you may have nf»iiced some ingredients on a table just 


inside the door. One of them is wolfsbane petals. It’s the only other 
place on Solsthcim you’ll find them. Fallaisc doesn’t have to know 
that you didn’t go mountain climbing to get them. 

Then again, if you're a sticJcler for doing a mission exactly as 
Instructed, the trip west -north w'est to Hvitkald can be instructive, as 
you’ll stumble onto another mtsccllancous quest. Just make your 
way through the snou 7 , creaturc^rich woods west of the Altar. (You 
will see something very unusual to the north.) When you hit the 
inlet, loop northeast around the end and follow’ the path northwest 
up to the peak. 

You have a lot of choices on the berries. Ripened belladonna turns 
up in bushes on Solsthcim — 16 in the Hirstaang Forest, 1 1 in the 
Insijficr Plains, and six in the Fclsaad Coast region. The closest 
locations are outside the Jolgeirr Barrow and the Cave of Hidden 
Music w'cst of the witches’ cave (one plant each) and outside the 
Eddard Barrow to southw'csi (three). 

Spnggan hunting is a practical option for characters that have 
reached Level 20 or higher — the minimum nccdol f<;r spriggans to 
appear in encounters keyed to the player’s level. Spriggans appear to 
low'er-lcvcl characters only in fixed encounters in the main and 
Raven Rock quest lines — though it’s possible you’ve picked up the 
berries there. 

Now, as you do all this, a thought may drift across the transom of 
your mind. This is w'ay too easy. 

Y'ou’re right. It is loo easy. It gets hard - not in game terms, but 
morally — w'hen you turn in the ingredients. You’ll be directed to 
speak to Ettiene again and she, in turn, directs you to meet her at the 
Altar of Thrond again. 

Y ou're about to perform a human sacrifice. 

A young Nord woman lies on the Altar. She seems to have been 
drugged. Y^ou're to use the ceremonial dagger on the altar to kill the 
w’<?man and rem<jvc her heart. 

All together now: Ack! 

Give the heart to the w'itch. Shell marinate it in the w'olfsbanc-and- 
belladonna jK>iion and give it back to you as the Heart of the Wolf. 
Pul the heart back in the Nord woman and sjxak to the w’lich again. 
She’ll recite an incantation, and the Nord w'oman becomes a 
werewolf. Kill the werewolf, and you are cured. You w'on’i become a 
w'crcwolf again, and you can’t catch lycanthropy. 

Hut WT bet you feel like you could use a bath. 

There is another option. It’s really designed for a character w^ho is a 
knowm w'erewolf and hence unable to communicate with other 
characters. But it’s also a good choice for players who can’t stomach 
slaughtering an innocent to save their own wolfy hide or don’t want 
to go through the trouble of hunting dow*n the ingredients. 

You can take this cure by a few paths. One is to go to the Altar, turn 
down Ettiene’s offer, kill her, and take the “Note from a Glenmoril 
Witch” that you'll find on her body. This letter lays out the 
assignment of the witches on Solstheim and refers prominently to the 
location of a biick-up lycanthropy-curing scroll hidden in their cave. 

You can also accept the offer and let Etticne zap you to the Gloomy 
Cave. But then you’ll have to face three witches instead <»f one. (Now 
you’ll find the same note on her sisters' bodies.) 
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And, technically, you don’t have to go to the Akar of Thrond at alf 
Go directly to the (rlooiny Cave. You’ll find it empty - except for 
the raven manifestation of Ettienc. (You can leave it alone or attack 
it; It doesn't matter) 

Without the note for guidance, you can turn this place inside out 
without finding anything. Bui think: Where would you put an item 
that you absolutely don’t want found? Someplace no one would ever 
ltw>k — like, say, that big icicle hanging from the ceiling just 
northwest of the campfire* You can't reach it from the ground - but 
you can w ith levitation. (If you don't have the means, use the Rising 
Force potion on the crate ai the back of the cave.) 

Sure enough, the icicle is hollow. And, sure enough, it contains a 
SeroU of the Wi»lf Endcr. You have only to read it (you can’t cast it), 
and you are cured. Your w'olf side is gone. You have saved one life 
and redeemed another. 


Silencing Erna the Quiet 






BRANDR AND ERNA 


You’re bound to run into 
Brandf and Erna the Quiet. 

You can hardly miss them. An 
advertiscinent for the hypnotic 
power oflove, they stand on the 
bank of the Isild River 
southwest of the Skaal Village 
and look into each other’s eyes. 

And then Brandr speaks up, 
and kind of ruins it. 

‘*rc! like you to meet Erna,” he 
says, '‘Wc have a love my wife 
would never understand,” 


You’re right, Brandr. Kjolver doesn’t understand at all. We’ve met 
her and we came away with the strong inifiression that shc’<l like a 
necklace assembled from Etna’s teeth. 

This is one of those cases (a little like the quest for Beluellc’s Silver 
Bowl in Morrowind) in which, if playing by quest, you w'ill find the 
quest objective first, and the first part of your mission becomes 
finding the quest -giver. 

However, unlike the tale of that rtxiovered bow l, the plot here is designed 
to roll in the opposite direction — Irom quest-giver to quest objective - 
and you can’t backpedal very far frx^ni the lovey<lovey couple at river’s 
edge. While you’ll find Ema’s house southwest of the Grcathall in the 
Skaal N’iibge, the note you'll find in her place simply instructs Brandr to 
meet her by the Isild - not where to iind hi.s “shrew of a w'ifc.” 

bo we’ll just cut to chase: Brandr’s married to Kjolver, a rogue Nord 
who lives in ;\n ice cave quite some distance to the southwest. (It’s 
“Kiolver’s Dwelling”; wc gather Brandr doesn't spend much time 
here.) If you’ve fxrformed the Earth Stone quest as part of the 
Ritual of the Gilts for the Skaal, then you’ve been right in the neigh- 
borhood. The cave is located just above the snow line east of the “n” 
sha|:>cd inlet rdTSolstheim’s west coast, south ol the [olgeirr Barrow 
and west of the northern edge of Brodir’s Grove. 

Inside, you'll find a hitter woman. Kjolver loves Brandr (“he’s my 
entire world”) and she wants Erna dead. Hut she’s not up to doing 
the deed herself, and suspects an adventurer like you would be 
handier at this “dark business.” 



Dark indeed. Why is it that scorned w'otnen on Morrowind always 
w'ant their husband's lover killed.^ 

You can perform this distasteful chore, turn it dowm, or turn it down 
and pick it up later. Kjolver’s offer, like her love for Brandr, is 
apparently eternal. 

If you accept, it is a fairly simple hit. There is no makc-Erna-ltx>k- 
unappetiz:ing alternate solution. Rill the young woman, take her 
ring (which Kjolver requires as proof of Erna’s dead)), and make 
your escape. (Take her torch, too. We re not sure if this is symbolic 
or anything, but this one bums for a long time, lights a svidc area, 
and will Isc handy for exploring various dark places on Solsihcim.) 

TTic mission is complicated only by the fact that your target is giving 
her heavily armored boyfriend a “conic hither” look at the moment 
you stick a sw'ord between her shoulder blades. Consequently, 
killing Erna (unarmed Nord honey w ith 79 hit points) at close 
quarters may well require killing Br.'mdr (Level 25 Nord Warrior 
w'ith 244 hit points and a .Nordic broadsword) as well. 

Indeed, killing them both is probably a gofxl idea if you have your 
sights set on using the nearby Rimhull ice cave as a wTrewolfs home 
away from home. And if you run into Brandr again after killing 
Erna. he’s going to go lor your throat anyw^ay. So make it a two-fer. 

(If you kill Brandr instead, and then approach Ema later, she asks 
why you killed her lover, and then dams up. But she doesn’t attack. 
She may be a harlot, as Kjolver says, but she’s not stupid.) 

Of course, Brandr’s death w asn't part of the bargain, so, if that's the 
way it w'ent down, perhaps you should be thankful that it’s not 
mentioned w'hcn you report to Kjolver again. She’ll take the ring 
and give you 1,000 gold... and perhaps some insight into why Brandr 
w'as unhappy at homo. 

Talk to her again before you leave. Basically, Kjolver shows you the 
door. She's expecting her husband home anytime now. 


Castaway 

A .short ways southeast of the Raven Rock 
colony’s W'reckcd supply ship is the home 
of the warlock Geilir the Mumbling. 

Geilir is an odd duck who figures in two 
intersecting miscellaneous quests - this 
one and “Sleepless in Solstlieim.” (Sec the 
“ThormcHir's Watch” section, } He's had a 
bad time. The warlock tells you that his 
family vvas lost at sea months ago. And 
now a draugr - a Nord zombie — has 
wrecked the little ice cave he calls home 
and kidnapj>cti his only companion. 



GEILIR THE 
Mumbling 


He asks you to rescue Oddfrid White-Lip from the Kolbjorn 
Barrow. In exchange, White-Lip wall help this seer sec your future. 

This may get a little confusing if you haven't already run across 
Kolbjorn in your travels. Geilir has not otTcred much in the w'ay of 
directions. While tlicrc is indeed a barrow' southeast of his home, it’s 
the Bloodskaal Barrow. And, of Course, the farther from the source 
you go, the more “southeast” encompasses. 





TKc Morrowind Prophecies 


In fact, the Kolbjorn Barrow waaay southeast. You’ll have go 
past Raven Rock and almost to Fort Frost moth before you find 
the right tomb. 

Kolbiorn is on the west side on the hills west of the fort. Jt uses the 
standard barrow layout - a square corridor leading to a square r(x>m 
— and is guarded by just two draugr. (It also has three Staihrim 
caskets-making it a particularly choice target if you go after that 
magical ice. 

You’ll fmd White-Lip on a bier at the center of the inner room. 

She turns out to be a skull. 

0-kay. 

Gcilir says he knows White-Lip is a skull. But he maintains she docs 
talk to him — he hears her voice in his head - and, with Geilir 
translating, she does make some interesting predictions when you 
ask about "tell your future.” 

You’ll gel one of two readings, depending on where you are in the 
game. If you haven’t started the final episode of Bloodmoon’s 
main quest, the vision corresponds closely to events in the 
endgame. And if you’ve finished the main quest, you’ll get a 
strange reference, possibly to an Elder Scrolls l\’ game. Inquiring 
minds w'ant to know, 

“Whtfj the dragon dies, the Empire dies. Where is the lost 
drugon^s blood, the Empire's sire? And from the womb of the 
tmd, who shall stem the blood tide?*' 


This doesn’t sound quite right either. Hut, hey, you’ve fudged a few 
quests in Morrowind, right? The dacdric quest in which you’re 
supposed to kill a giant nctch with a tuning lork and the Tribunal 
Temple in which you’re supposed to be totally silent come to mind. 
So knock off the holier-than-thou act and cut the kid some slack. 

This is barely a hiccup as quests go. Just step inside, keep your 
weapon sheathed, start gulpmg down health potions and let the 
Valbrandr draugr wail on you while big bad Ingmar stabs it 
repeatedly in the back. 

Afterward, you may regret having taken part in this charade. Ingmar’s 
speech about how- magnificently he fought is a bit much. But it s over 
now and nobody’s dead except for the draugr, and it w,is dead already. 

Ingmar doesn’t oiler a reward, save tor his friendship when you next 
visit the Skaal Village, but leaves the tomb plunder to you: three 
Staihrim caskets, HO gold, a Nordic pauldron and silver claymore, 
and an amulet with a shield enchantment. 

Not a bad return for just being a draugr practice target, (Just for 
fun, replay the quest and attack or kill the draugr, and watch 
Ingmars reaction. You’ve ruined him, ..and he may hold a grudge.) 

11 you leave Valbrandr and return, Ingmar will have disappeared. 
He’s returned home to the Skaal \'illagc. Visit him at his home east 
of the Greathall to pick up a final item - the Belt of Ore s Strength 
aw'arded him by his Skaal brothers, (It temporarily boosts your 
strength 5 to 20 points,) 

He thought you shouhl have it. We humbly agree. 


Doesn’t that sound happy? You’ll want to sell your stock in the East 
Empire C'ompany real soon nosv. 


The Killing Blow 

Outside the Valbrandr Barrow\ you'll run into a young Skaal 
warrior named Ingmar. It’s possible you met him if you’ve tracked 
Uk missing Imperial Cult acolyte in the miscellaneous quest, "The 
Evils of Lecturing. ...” He could have been helpful then, and now 
you can return the favor. 

The barrow is on the cast side of the Iggnir River bctw'ccn Uncle 
Sweetshares Workshop in the north and the Skogsdrakc Barrow^ in 
die south; it’s the one wdth a great stone arch overhead. If you’ve 
played the Raven Rexk Quests, it’s possible you’ve visited the site to 
deliver a report to Carnius Magius. 

As part of his passage into manhood, Ingmar 
is supposed to be killing a draugr inside the 
barrow'. Instead, he’s standing outside, rubbing 
his butt w'here the draugr just kicked it. 

Ingmar’s not asking you t<i kill the critter for 
him. He doesn’t even want you to hit it. That 
w'ould mess up this critical rite of passage. 

Rather, he wants you to distract the draugr 
while he atLicks it. That way, he can justifiably 
claim to have delivered the killing blow'... and 
ING\L\R presence needn’t be mentioned. 



A Small Jewel 

Kolfinna is in mourning. Her husband, 

Gustav Two-Teeth, is dead. He argued 
w'ith his friend, Sigvatr the Strong, and 
Sigvnir killed Gustav with his enchanted 
hammer. Tixi late, Two-Teeth learned a 
lundamenta! lesson of life on Solsihcim: 

Never argue with anyone who has "the 
Strong” in their name. 

The young w’idow' is in her ice-cave home 
(Kolfinna’s Dwelling) right on the west 
bank of the Iggnir River. It’s a bit tricky 
to find if you’re coming up from the 
south — the door faces northeast - but the 
cave appears just before the river makes a second brief jog to the 
northwest. (It’s on an east-west line wdtb the Skogsdrakc Barrow- 
on the cast side of the river.) 

Kolfinna has what amounts to a collection errand for you. She is 
demanding her Nordic right of wergild. She calls it “retribution,” 
but it’s actually more like compensatory damages. Specifically, she 
wants a Sigvatr family heirloom - a gem called Pincicar. It’s small 
and not w-orth much, but Sigvatr would feel its loss keenly, and we 
suppose it would alw ays serve as remember of the life he claimed. 

Your best route to the follow the Iggnir north to Lake Fjalding and 
then cut west through the woods and across the Harstrad River. 
Sigvatr is standing above the Harstrad just dow-n the hill southeast 
ol the Altar ol Thrond. He appears to be watching the w-ater. And, 
somehow, we detect reflection in his stance — as though he is 
running over recent events in his mind. 
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You can beat Sigvatr’> brains in and simply take the jewel. This 
approach also nets you the magic hammer Rammekaltl ibat turned 
Two-Teeth into No'Hcad, Bui Ix^ar in mind that Sigvair gets to use 
the weapon s j>aralyzmg and irost effects against you first. (And let s 
be honest* While it has a cool name, the hammers not quite all it s 
cracked up to be.) 

A character with a fair Sneak skill should be able to creep up on 
Sigvatr and steal the gem. (He has a Security skill of only 7. Day-old 
infants steal his wallet while they lie on his bp.) 

And you can simply talk to the barbarian. Initially. Sigvatr won’t 
budge on the wergild issue- But if you nudge his Disposition up to 00, 
he’ll U* overcome with guilt, reveal that he struck when he thought 
Two- Teeth meant to kill him, and simply give you the jewel. 

The end will surprise you. Kolfinna takes you into her family, and 
from this CM)int on you have a safe haven in her home. She gives you 
the key to her husband s chest, which contains some nice potions and 
a lot of rather ordinary equipment. She lets you sleep in her bed. 
(Wc’rc a little unsure of where Koltlnna sleeps.) And her greeting is 
now almost motherly. 


Apjxirenily this flying ship was a cobbled -together disaster that 
started coming apart soon after it got underway. One crewmember 
w'as killed and thrown overboard after ho had a fear-of-flying 
episode and tried to take the controls. (You can find the body of the 
Argonian Swims-in-Swclls on a rock along Solsthcim s southeastern 
coast east of the Himmeihost Barrow.) The rest died instantly when 
the airship went down in a blizzard. ,\nd to judge from the journal, 
w^hilc the captain survived the crash, he subsequently either froze to 
de,ith, was eaten by wolves, or both. 

Luverly. 

Take the journal with you. It satisfies one of two conditions of this 
quest and points you i« your next dc.stinations - the quest's ultimate 
objective at Mrothmund s Rarrow', where the airship party was to 
search for a magic item, and to the expedition s sponsor 
(Beauchamp) just outside the Ald’ruhn Mages Guild. 

If you’ve ,alrcady done the Thirsk quest (“It Came from the Liikc”), 
we bet you already have the magic item — the .-\mulct of Infectious 
Charm, found beside Hrothmund’s Axe on the pedestal in the 
harrow' ’s inner chamber. If so, make your way back to Fort 
Frostinoth, take the boat to KhuuL and then silt strider to Akfruhn. 


Almost. 


The Dwemer Airship 

This quest actually has rewts back <m X'vardenfell. And before it’s 
over, you’ll have to go back there - one of iwo quests in Bloodnioon 
that requires you to leave Solsthetm and its environs. 

You can get the missi(>n one of tw o ways - investigating a strange 
wreck riglu at the border of the Moesring .\iouniain range and the 
Isinfier Pbin.s or talking to Louis Beauchamp in the Ald’ruhn 
Mages Guild. 

'fhe former course is far more likely. Tw'o Bloodmoon quests send 
you down paths dose to the wreck — the main quest mission to the 
Water Stone and a miscellaneous quest to cure your lycanthropy. 
And w'hile one of the early Raven Rock quests may require a visit to 
the AldVubn Temple, you’re not likely to notice a new' guy has 
appeared outside the Mages Guild. 

A dw'emcr airship shouUI not be an entirely unlamilinr topic. If 
you’ve performed the Morrow'ind quests offered by Kdwina Elbert 
(also at the AldVubn Mages Guild), you’ll recall that one of the later 
ones involved liberating a set of airship plans from the just- 
unearihed dw'emer ruin Bethamez. 

Beauchamp seems to have laid hands on those same airshi[5 plans. 
Bur while F.llxrrV interest in the schematics was more academic, 
Beauchamp’s is more practical... and libidinous. 


If not, you still have a jaunt ahead of you. l‘he quickest path to 
Hruthmund’s Barrow* is over the mount.iins to north, hut you can 
also detour northwest or northeast if big-tiine levitation’s not in your 
job ilescripiion. See ihc Thirsk quest for more details. (.And note 
that, if you blew' the passwynl to the barrow kick then, you’re 
liKrkcxl out of ciJinpleting this quest as W'cll.) 

Beauchamp’s the old fellow standing to the left of the .Mages Guild 
entrance. He'll give you SOO for the journal and for the amulet. 


However, he does n<>t compensiilc you .at 
all for the brutally painful experience of 
conversing w'ith him. Beauch.nmp has 
elliptical, sideways-sliding way of speaking 
fhai'll irritate you from the first keyword. 

But if you stick with it. you'll eventually 
figure out that the old goat w'anicd the 
amulet so he can meet w^omen. And 
make sure U? talk to him after you gel the 
final journal entry in the quest for a taste 
of the reloaded Louis Beauchamp. The 
ellipses h.ive vanished. Women 
apparently can’t gel enough of him. 



LOUIS BEAUCHAMP 


Shame about that cough, though. Seems a5 though Beauchamps 
picked up a bug somewhere.... 


Raven Rock 


But we’re getting a little ahead of ourselves .again. Let’s find that 
wreck. It’s right up against the southern edge of the Moesring 
Mountains - lx.-lvveen the Altar of 'Bhrond and the end of the long, 
northeasterly inlet that starts south of Thormoor’s Wauh. 

Part of the mechanism that drove the ship is still running, but that’s 
the only sign of life. F.veryunc’s de,ad. 

Read the capt.ain’s journal. 'I'ou’ll find it near his bedroll, and it 
lays out everything. 


Going Native 

With the completion of the second phase of colony construction. 
Raven Rock gets an inn. The inn has customers you’ve never mei. 
Wandering around the base of the stairs up to the inn’s rooms is an 
Ahmcr nobleman named Aihellor w ho's in town to do some 
research. lust talk to him and before you know' it he’s plying you 
w ith C'yrodilic brandies — we count four - and talking your ear off 
ahmt the Palmer or “Snow Fives.” 
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Athellor 


Alhclior rejects the notion prevailing 
among SoUihcim’s Skaal that the rieklings 
constitute this lost branch of the Elven 
family. He thinks the Sngw Elves really 
existed, but sacrificed their identity by 
breeding with other Elven stock. 

And now he gets down to it. Athellor 
thinks he’s part Palmer and is on “a journey 
of sclf-di.scovery” - he said it, not us - to 
better understand his roots. And he wants 
to hire an adventurer to explore fsolstheim s 
barrows and standing stones in to find 
evidence of the Palmer s existence. 


Wc think Athellor s a bit sad. He reminds us of people who try to 
make themselves seem more exotic by claiming to be descended 
from royalty. 


Skaal village 


All’s Not Well that Ends in a Well 


Along with a vow'd from his name, 
Lassnr, w'ho lives just west of the shaman, 
has lost his son. Tymvaul apparently fdl 
dow'n the well behind the house while 
fetching w'ater. But no one in the vilLigc 
will humor the old man and search the ice 
caves below' the well to confirm whether 
he survived - they assume the boy is 
already dead - and the father is to<^ feeble 
to search himself. 

Ifsan innocent request, and the man 
seems quite broken up about it, so why 
not help? 



Lassnr 


But, hey, it's his brandies, his 2U0 gold, and his ambiguous instruc- 
tions. So you can just say no or take his money and run. This guy is 
just begging to be scammed. 


I-a.ssnr w'ill give you the key to the well (now' k^ked to prevent 
another accident) and mentions that there’s sup|x>scd to be another 
entrance to the Rimhull ice caves nearby. 


Even if you play it straight, you’ll have a tough time just going out 
and doing this quest. Athellor doesn’t offer any dear leads., .and 
there are loads of barrow's and named and unnamed standing sKincs 
on Solsrheim. 

Or di»cs he.' If you’ve gotten around much, you may rcincmljcr that 
at only a few sites are a barrow and a standing stone in close 
proximity to one another. One is the Skogsdrake Barrow — east of 
Raven R(xk on the far side of the Iggnir River. Another is the 
Lukesiutm Barrow east of Unde Sweetsharc’s Workshop. And then 
there's the Jolgeirr Barrow, located just northeast of the Cave of 
Hidden Music and southw'cst of the Altar of Thrond in the western 
central part of the island. 

.Athellor didn’t specifically ask you to h>ok for such a place, but being 
that those arc tw'o types of historical sites he did mention, it stands to 
reason that a site with both would lx- suitable starting point. 

Thafll work. Of these three, only the jolgeirr contains any'thing out 
of the ordinary - and in fact it contains quite a lot. Once you’ve 
cleared out the usual tomb baddies — varioms combinations of 
bonew'olves, draugr, and skeleton champions, dejx-nding on your 
character’s level - you’ll find a unique .suit of ancient steel armor 
(missing only the helm), the Spear of thq Snow I’rince (with 
Weakness to Prost, Frost Damage, and Disintegrate Armor enchant- 
ments), and a book ('‘The Fall of the Snow Prince”). 

Read this account of the Battle of .Moesring and its unusual elf, anti 
you’ll get a journal entry suggesting it may be up Athcllor’s alley. 

Indeed it is. Athellor thinks the Snow' Prince must have been a 
Palmer. The book never states as much, but we sus|x*ci the 
nobleman is just seeing w hat he wants to sec. One can only hope it 
brings him a measure of satisfaction. He’ll take the book (the armor 
and spear arc yours to keep) and give you another 8(X) in gold. 

S|x*ak to him again afterw'ard to learn Athellor will soon be Skyrim- 
bound.. -after a few' more Cyrodilic brandies. 


There is indec<l. Remember when you first approached the village 
from the southwest in the main quest and found a dark cave 
entrance near the Isild River, ^ 

But beiore you make the descent, Iwk around Lassnr’s house. 
Someone here has been studying necromancy! The books include 
tides like “Corpse Preparation, 1,” “Blasphemous Revenants,” and 
“The EXcxjrs of the Spirit”. The ba.skct on the left side of the room 
holds five skull.s. C)n the table beside the door are daedra and ghoul 
hearts and an incantation. 

You can’t ask Lassnr about these things. But maybe, just maybe, 
Tyinvaul’s disappearance ha^ some unusual wrinkles. 

Lassnr’s right alxiut the well being the more roundabout route. 

You’ll have to swim dow'n an undcrw'atcr passage and fight at least 
two skeleton Ixjrserkcrs (necromancer, remember?) before you reach 
Tymvaul. The riverside passage takes you straight to the young man. 
The only tlownsidc is that the area around the cave entrance is 
defended by rieklings - if it can be said there is a downside to killing 
.anything riekling-related. 

Tymvaul seems a bit nutty. He evidently did not fall into the w'cll, 
but jumped down deliberately to recover an artifact - the Mantle of 
— and is now over-acting the part of the Big Bad Necromancer 
who has been disturbed m his lair by an unwelcome visitor. 

You have five options here, but four of them, most cast from the 
same mold as Tymyaul’s mexk firc-and-brimsione speeches, point to 
the same result: a fight and Tymvaul's likely death. (Or maybe 
yours, Tymvaul seems a serious student of the black arts, and he is a 
I^vel 30 necromancer.) 

But it w'ould be a strange irony for you to kill the young man you’ve 
been sent to rescue, w'oiikln’t it? 

Tymvaul needs a familiar reference to snap him out of his 
necromantic haze. And provided you’ve met Lassnr in the village 
above, you can provide one, just tell him his father sent you. That 
shakes Tymvaul up good and proper and he’ll just give you the 
Mantle and a message for his Dad; He’s off to study magic and w-iil 
return one day to make his father proud. 
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The enchanted rolx’ is one of those gfKxJ news/bad news items. It 
feeds your Conjuration skill at the expense of your Personality, and 
boosts your maximum Magicka while making you vulnerable to 
damage from the siin and normal weapons. 

NeveTtbeless, u seems to be a hot item. A reference turns up in the 
journal of the rogue necrumancer you’ll find in Skyggc- a cave 
just north of the eastern approach to the bridge northwest ol the 
Skaal V'illage. 

Topside, relay the news ab<3ut Tymvaul to Lassnr and his 
Disposition jumps SO points. He ll also reward you with five snow 
bear pelts, which can be used to prrxlucc custom armor. (See ‘‘The 
Mair of the Big White Dog. in the Freeform section.! 

However, if you’ve found Tymvaul without getting the quest from 
Dissnr first, you don’t get the mention-daddy option and it s entirely 
possible you’ll mistake the boy for the Big Bad Necromancer he's 
playing at being and whack him in sclfidcfensc. (This is more likely 
if you’ve been to Skyggc and read the necromancers journal first.) 

In fact, you won't have a choice. 

We don't blame you for defending yourself, but the heart-broken 
father will. He will attack if you tell him the truth. If you have to 
kill Tymvaul, one way or another, your best solution is to spare the 
father s feelings and lie. Lassnr’s Disposition toward you still rises 50 
points, but now yovr’ll get only tw'o snow Ixar pelts. 

Thirsk 

It Came from the Lake 

Tilts massive spin-cTt Irom the main quest 
is available only after you’ve complcicd 
the mission “Stolen Furs.” It has nothing 
to do with Hiigar Ice-Mane's guilt or 
innocence in that affair, and everything to 
do with the volcanic fire that began to 
erupt from Lake Fjalding afterward. 

11 you enter the Thirsk mead hall cast of 
the lake, you'll sec a terrible scene. 

Almost everyone m the main downstairs 
room is de^d. I'he bodies oi Andrdheim, 
Eric the Unworthy, Olfeigr the Fair, 
Ulfrun, and Thirsk chief Skjoldr Wolf- 
Runner arc strewn alxiut the hall. 

The only survivor is Svenja vSnow-Song, who can be lound behind 
an overturned table in the right rear corner. She’ll ideniily the 
creature as the Udyrfryktc - a savage beast that was imprisoned by 
ICC in Its lair on the cast shore of Lake Fjalding. The fire from the 
lake - a signal of the arrival of the Bloodimxm Prophecy - melted 
the ice and allowed the creature to escape. 

Sjxak to Snow-Song about “beast must be stopped’’ and she’ll invite 
you to slay the Udyrfrykte and, with appropriate prool of the 
creature’s death, take Wolf-Runner’s place as chic!. (This clan is not 
nearly so fussy about your probable lack ot NortI blood as the Skaal 
m the village to the north.) Her feelings arc running high - she has 
just seen her clan almost wiped out - and simply taking the quest 
raises her Disposition 50 points. (Refuse, and it will drop to zero. Bur 
she still likes you a.s a friend, and you can get the quest oficr again.) 
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Do not take this lightly. This is the Grendel of Norse myth, with a 
little Balrog mixed in. A little research Ix'fore the fight will stand 
you in good stead, and you don’t have to venture tar to find it. 

Have you met all of Thirsk s visitors? The monster didn’t touch the 
upstairs part of the mead hall and anything up there in still intact - 
including iw'o characters from two other miscellaneous quests. 
Thormoor Gray- Wave from “Sleepless in Solstheim” is in the 
middle rrx>m on the right and Mirisa trom ’’The Evils of Lecturing 
...” is behind the last (loor on the right. (laKked; it’s a long story.) 

TTic third guest, behind the first door on the right, is Bereditte 
lastal. |astal is a b<x)kscllcr by trade, but fancies himselt a writer as 
well. He’s been living with the Thirsk clan for a year, and has 
finisbed two books: “Thirsk, A History” and “Sovngarde, A 
Reexamin.ition,” Tlic Sovngardc Ixsok comes in handy in the miscel- 
laneous quest “Stoned,” and the Thirsk history has special relevance 
in this one. 

Pay special attention to the account of the Nords’ original battle with 
the Udyrfrykte, and note that it was a sorcerer that finally forced the 
creature back into its lair. The implication is that the Udyrfrykte is 
vulnerable to magic. 

Well, some magic. Fire, frost, poison, and shock can’t touch the 
creature. Nor can ordinar)’ weapons. You’ll have to work around the 
creature's immunities. 

The entrance to the lair is at lake’s edge directly west from Tliirsk’s 
from door. It's a pretty standard icc cave — a longish descending 
corridor with a chamber at the end. This is w'here you’ll find Udy 
and his collection of Nord corpses. Take the creamre's heart as the 
required trophy. 

If you like, you can also take the severed (and partially eaten) Nord 
leg that Udy uses as a weapon. No, there’s no onedegged Nord to 
which you can match the limb. But, ifs one-of-a-kind. 

Now, you heard Sven]a Snow -Song loud and clear: “Bring back the 
heart of Udyrfrykte and I’ll name you chieftain of the Thirsk clan." 

But by the time you get back with the heart, things have changed. 
Another condition has been added to your ascension to chieftain: 

You must receive the blessing of the spirit of Hrothmund the Red - 
Thirsk ’s first leader. This requires a long-ish but (probably) 
relatively uneventful trip northwest to a region called Hrothmund’s 
Banc. Before you leave, make sure to ask Snow-Song about “little 
secret” for the password. 

The other change: The mead hall’s closed for repairs. The surs ivors 
of the monster's attack arc now' outside - Snow-Song in front of 
Thirsk’s doors and Gray- Wave and |asta! in a small out-building 
nearby, (If you liaven’t already freed Mirisa, she is gone* She was 
released from the locked room by Snow-Song .and is trying - unsuc- 
cessfully, it develops - to find her w^ay back to Fort Frosimoth. See 
“The Evils of I-ecturi ng for details.) 

Now, you can get inside the Mead Hall w'hcn it's dosed. ,ind it’s 
kind of neat, lust set a Mark there before you set off to hump heads 
With Udyrfrykte, and Recall to it after the battle. The only people 
here are three nameless, shirtlcss Nord workers — a W'oman and a 
bald man in the main room dowmstairs and a long-haired man in the 
upstairs hall - and ibcy’rc plenty ticked to see you in here. 
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To find Hroihununds Barrow, make your way northwest across 
Lake Fjaldtng, north to Graring’s House, wcst'northw'csi t«p a pass 
through the Moesring Mountain range and, finally, west at the fork. 
The path leads straight up to Hroihmund s Barrow. 

This enclosure is guarded by one of the game s five snow w'olvcs. 
We’ll deal wnth these creatures (and snow bears) in the “Freeform” 
section. For now, just kill it and take its tw'o pelts. 

Save your game, too- 

The door to Hrothmund s Barrow has an unusual lock. When you 
activate the animal skin that covers the entrance, a hollow voice 
speaks out. You must name the wolf that killed FIrothmund. 

If you get it wrong, and chose one of the three Nordic nonsense 
w'Ords instead, the tomb is closed to you forever. That includes a 
second miscellaneous quest (“The Dwemer Airship^’) that may 
require its own visit to Hrothmund’s Barrow. So this is important. 

Now, you should know this name. We told you to talk to Snow- 
Song about “little secret,” The name is also available from anyone at 
Thirsk by using the “snow wolves” topic. And from Louis 
Beauchamp in the Ald’ruhn Mages Guild (though ifs unlikely you’d 
know that). And it’s in the book “Thirsk, A History.” 

Did you even read the book? Do w'c have to do everything for you.^ 

Ok, this IS a hint book, so we guess we do. The answer is “Ondjage-” 

A high-level character may find this tomb a fairly nasty place, but a 
character under Level 20 should face no more than one enemy on the 
way to the pedestal holding Hrothmund s Axe. Just activate this 
monstrous w'eapon — you can’t take it - to set off a nice, bubbly effect 
on the screen. You’re ready to take over the Thirsk clan. 

Or not. Did Hrothmund turn you down? Well, maybe you 
shouldn’t have killed Svenja Snow-Song. That was really pretty 
dumb, wasn’t it? Did we say to kill Snow'-Song? We did not. With 
her dies the reconstruction <d Thirsk, and your chances to be 
chieftain and to experience one of the most extended quest rewards 
in Bloodmoon, But if you’re killing nice people for no good reason, 
weVe guessing being chieftain of a clan isn’t your bag. 

Oh, while you’re here, if you haven’t already done so, also grab the 
Amulet of Infectious Charm on the near side of the axe. It boosts 
your Personality by 50 points for 50 seconds at the expense of your 
Fatigue and resistance to disease. It’s a key item in “The Dwemer 
Airship*' miscellaneous quest, and by taking it now' you’ll save 
yourself a second trip to the barrow'. 

Back at Thirsk, you’ll learn this quest isn’t over. Its third phase, 
more designed more for fun than anything, consisi5 of your regime 
as clan chieftain. 

First of, you may have w'orried that, in the w'ake of the monster attack, 
being Thirsk chieftain w'ould be like commanding an army of one. 

Not to w'orry; the clan has two new members. It’s now an army of 
tlircc. Through dialog, the bard Balhmar Bold-Lute offers two songs 
in your honor (You’ll get the second if you ask about “Udyrfrykte ”). 
There’s also a chance that he’ll break into song when you approach 
him. If he doesn’t sing, tr>' moving away and hack towards him until 
he does. Finally, across the room, BcrgljgC offers a drunken toast. 


Talk to Snow-Song about “your quarters” to learn the left-hand 
room upstairs is now' yours. Check out the mint that’s been left on 
your pillow. The longsw'ord Clanbringer carries Rally Humanoid, 
Sanctuary, and Fortify Personality enchantments. 

While you’re up here, talk to Jastal as well. He’s revised his “Thirsk, 
.A History” to include your battle with the Udyrfrykte and rise to 
chieftain, and you snag a free copy. Its a rather odd experience to 
read about your owm achievements. 

And in an under-stated way, you can play the role of quest-giver to 
your deputy, Snow-Song. You can have her send out the clan’s 
hunters to harvest snow' bear and snow wolf pells. When they 
return, repeat the order. (The length of the hunt is random, and 
your journal doesn’t auto-update w'hcn they come back, so keep 
trying), Yqu’U get five bear and five W'olves pells and now you’ll find 
a mounted snow bear head at the lop of the stairs and a mounted 
snow w'olf head in your room. 

You can have her order mead. When it arrives a week later, talk to her 
about it again and you’ll find three crates of the stuff, each containing 
20 portions, stacked neatly in your room. (Nord Mead boosts your 
Strength by 50 points and reduces your Agility by the same amount.) 

Y^ou can issue these two orders only once. Thirsk is not a bottomless 
tankard or an endless source of snowy fur. 

However, once the mead is flow ing again, you can collect weekly mead- 
hall profits (alw'ays 50 gold) in perpetuitv'. But note that you can’t be an 
absentee clanlord, go away for wrecks and w'ceks at a time and then 
return to collect a fortune. When you return, you’ll just gel the 50 gold. 

Thormoor’s Watch 

Sleepless in Solstheim 

Of all the desolate spots in Solstheim, few can match the cold 
solitude of Tbormoor's Watch. 

A single man braves the elements on this icy peninsula southwest of 
Hvitkald Peak. He w^atches the sea that betrayed him. 

You’ll find Thorraoor Gray-Wave on high ground along the w'est side 
of the northerly portion of the Watch. Speak to him about "that night 
at sea” to learn he w'as once captain of a ship. Ferrying settlers from 
Sky rim to Solstheim, he fell asleep at the wheel. The ship drifted into 
a storm and capsized. Only Gray- Wave and a passenger survived. As 
luck would have it, the other survivor was a wizard, and w'hcn Gray- 
Wave forthrightly confessed w'hai had happened, the wizard, w'ho 
had lost his family, cursed the captain with eternal wakefulness. 

Because he fell asleep, Gray-Wave can no longer fall asleep. Wizards 
love such strange symmetry. 

If you’ve already met Geilir the Mumbling in the “Castaway” quest, 
you already know the location of the survivor. And if you’ve already 
performeil that mission, you’ve made this one very simple. You 
simply have to return to Geilir, ask about “eternal w'akcfulness,” and 
because of the service you’ve already performed in rescuing Oddfrid 
White-Lip, he’ll lift the curse. 
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If you haven’t met GeiUr» there’s no time like the present. It’s not far. 
Just head southeast to the channel between the Watch and the green 
peninsula to the south. On the far side, you'll soon find the wreck of 
the first Raven Rock supply ship. (No, Gray- Wave wasn’t the 
captain!) To the southeast is Geilir the Mumbling's Dwelling. 

Don’t kill him^wor at least wait u(uU he’s put his finger on the bows 
you’re tying in this mission and in “Castaw'ny.” (Otherwise, you’ll 
condemi^ the captain to a lifetime of insomnia and miss White-Lip’s 
oblique take on the next Elder Sciolls game.) Just perform the quest 
outlined in '“Castaway” (in the Isinfier Plains section) and Geilir will 
now pjovide a double reward. He’ll look into the future for you 
-and' lift the curse he put on Gray- Wave. 

In return, a grateful Gray- Wave will reveal to you a secret he 
learned ns a ship’s captain. But not right away. First, he’s going to get 
some sleep, and asks vou to meet at Thirsk. 

You’re pushing it. Sea Boy. Thirsk is a 
Nord mead hall on the cast side of 
Solsthcim. In Solsiheim terms, this is like 
a quest-giver in Seyda Neen telling you. 
’’Meet me in Sadritb Mora” on the day 
the silt strider and guild guide services go 
on the fritz. 

If you’re not feeling Thirsky just now 
and don’t want to make a special trip, 
note that two other miscellaneous quests 
(“The Evils of Lecturing...” and ” It 
Came from the Lake”) also land you at 
the mead hall. You can let the captain 
catch si;c month’s worth of Z s, attend to 
other matters and come l>ack for dessert 

in the normal course of business. 

Then again, we’ve never deferred a quest reward for longer than the 
average bathroom break, so don't py any atteniion to us. Go ahead 
and make the trek. 

Thirsk i.s on high ground cast of the southeast corner of Lake 
Fjalding. Gray- Wave, haU-dressed (cover your eyes, ladies!) is 
upstairs behind the middle door on the right (If Thirsk is dosed for 
repairs when you show up, you’ll find Gray-Wave in an out- 
building to the right of the front door.) 

The captain tdb you abc^ut a barrow full of riches oH on an island 
off Solsthcim ’s northeast coast, provides the key and marks 
Gyldenhul on your map. 

If you’ve reached the branching point - werewolf or human - in 
Blow.lmoon’5 main quest, you’ve probably seen this island. You can 
almost see it from the door uf the Tombs of Skaalara on the coast 
southeast of the Skaal Village; it’s just a little to the northeast, 
Gyldenhul Barrow is over on the cast side of the island, and you’ll 
have to du some jumping, swimniiiig or lev irating to get around the 
surrounding rocks to the entrance. 

You may have had some doubts about w'hat qualifies as riches on 
Solsthcim. You are entitled. Some of thc.se barrows arc basically 
zombie thrift .shops. 

But this one is different This small crypt contains a glass frostsword 
and helm, an ebnny longsword and cuirass, eight high-quality 
potion.s, threxT diamonds, three rubies, three emeralds, a single pearl, 
two Stalhrun caskets (for those with appropriate equipment), a very 


nice (though un-enrhanted) ring and amulet and, by our count, right 
around 10,000 gold. And all totally undefended, to boot! The 
money s lying around loose, and it’ll take quite some time to collect. 

You’ve probably worn out your boors from walking. But after com- 
paratively little real work, you’re rich. You arc indisputably rich. 

Freeform Quests 

The Not-Quite-Quests quests 

None of these missions have journal entries, but all have rewards 
and at least elements ol a story. And no one’s going to step up and 
give them to you. You!! just have to find them. 

Pirates Treasure 



Himmelhost 


Not much goes on in the far southeast corner of Solsthcim. Oh, the 
merrenarirs c>n the “bad’* side in the Raven Rock Quois do land 
here. So docs the corpse of the poor Argonian who freaks out while 
airborne in the miscellaneous quest “The Dwemer Airship.’' 

But it’s one of the few relatively safe havens in the game. Out of 
doors, you’ll run into only the odd frysc hag and berserker. 

It does have a barrow'. The entrance to Himmelhost is straight cast 
from the mouth of the Iggnir River. You can’t miss it, and you 
shouldn’t, for it’s home to a largely undocumented quest. (You can 
pick up a tip of pirate treasure on Solsthcim only from the “little 
secret” topic.) 

Six skeleton pirates and their captain defend this particular barroW'. 
Kill 'em all and let Azura sort them out- There’s a chest for each 
pirate skeleton and, even allow'ing for randomness and item 
selections keyed to your character’s level, youVe bound to find 
something w'orth while. 

But the really interesting stuff is on the pirate captain’s skeleton. He 
carries a saber called Scaspliticr, which has a Demoralize Creature 
enchantmcni, and also a key and a little poem. 

AVar /Ar mighty suns great stone 
An arch marf^s imtkcred flesh and hone 
And at the hafe you* I! k.now sweet 
If dig you will straight through the mucl{ 

Players whci’vc explored the southern regions east of the Iggnsr 
River will immediately recognize these as references to the Sun 
Stone and the V'albrandr Barrow'. To find the Sun Stone, just walk 
north from the barrovv into the snowy area and then north we.st. 



THORMOOR 
Gray Wave 




TKe Morrowind Prophecies 



From the stgnc» head north, past the Skogsdrakc Barrow, toward the 
great stone arch you'll sec to the north. The V^albrandr Barrow is 
right beneath it. 

A muck-rich area is tucked between rocks on the north side of the 
barrow entrance and, if you look carefully, you'll see a chest poking 
through the surface. 

Nice! U contains 5,(XK) gold, four emeralds, three diamonds, three 
rubies, a jiearl, three nice un-enchanted rings, and two amulets. 

Oh, and you can keep the muck, too. 

Helm of the Snow Prince 

A spin-off from the niiscell.ancou.s quest “Going Native.” 

Remember the suit of ancient steel armor you found in the Jolgcirr 
Barrow while Itxjking for evidence of the F'almcr for Athcllgr? U 
was missing the helm. Here, you’ll find it. 

You might not even know the helm c.xistcd unless you asked about 
“little secret” at Fort F^rostmoth and learned about the body at the 
bottom of I^kc Fjalding. 

Southeast of the spot 
where the fire erupts 
during the main 
quest, and just 
northeast of an “N” 
shaped break in the 
ice, you’ll find a 
skeleton - a Nordic 
silver axe embedded 
in its skull. In the 
skeleton s inventory, you’ll find a note. It reveals someone named 
Angria has already stolen the helm from lolgeirr, and suggests 
searching for the thieves around Lake Fjalding and in the ice 
cave Frykte. 

You won't find any evidence of the helm in the lake region, but a 
continued underwater search turns out lo be a great idea. On the 
west side of the lake, at the southern edge of a large, circular break 
in the ice, you’ll find Haakon’s Lucky Break — a silver siafl that can 
boost your Luck from 1 to 50 points for 30 seconds. 

The anaent steel helm is indeed in Frv'kte — a large-ish ice cave up in the 
Moesring Mountains region. Take the iK>rthcastcrn pass (the one just 
bc>'ond the Wind Stone) through the mountains. At the fork, turn 
nonliwcsi toward Casde Karstaag. Youll see tw'o rocks along the right side 
of the path, .\fter the second, head northeast and youH soon see Fn^kte. 

Itvsidc, youll have to dispich se\*en Skeletal Berserkers - some armed 
wiih axes and others, slighdy w'eaker, with silver claymores. Then you’ll 
realize there arc more skeletons here than the ones you’ve just killed. 
Fry'kte w^as once the scene of a pitched battle — presumably over the helm. 

But w'hcre is it ? Go to the northeast corner of the cave and look up. 
Angna has actually been pinned to the ceiling by a silver claymore. 
That’s gotta hurt. When you levitate up there, you’ll find a lot of other 
stuff on her. The specifics depend on your character’s current level. 

But she’ll alw^ays have a helm, and now' you do. The Snow Prince's 
armor is complete. 



Wolves and Bears, Living Together! 

What do all these w’olves and bears do when they’re not harassing 
you? They all seem to be on high alert whenever we're walking in 
the woods. But w'c imagine that., w’hen the power's off, some of them 
go home to Legge — a large den located across the Isild River from 
the Skaal \Tllage and north of Graring’s House. 

This ice cave is kind of a critter condominium. Three w'olves live 
down the right hand corridor and three bears down the left. We 
guess they meet at the mailboxes in die evening, say, “hi, how arc 
ya?” but otherw'ise avoid making eye contact. 

It was not alw'ays this w^ay. People once lived here, though not for 
very long. You’ll find skeletons, bedrolls, supplies and, on the bear 
side of the condo, a brief “Settler’s Journal” that outlines an attempt 
to claim the cave for human habitation. 

It also refers to a magic ring. What magic ring? None of the three 
skeletons contain anything apart from the usual boncmcal. 

We delicately suggest: Try the bears. In one of them you’ll find 
some human flesh and a Ring of Wizard’s Fire w ith a health- 
draining enchammem. 

Maybe you’d like to wash it before you wear it. 

Ridding Brothers Circus 

What s the deal wdih the ricklings? No one in Bloodmoon says 
anything definitive about the blue raccoons, though Skaal Village 
shaman Korst Wind-Eye makes a valiant attempt. Folks at Fort 
Frostmoth call them “ice goblins,” and that sounds about right. In the 
Skaal Village, you’ll hear they may be related to the Elves, but we 
suspect that’s just spite talking. (Nords and Elves don’t play friendly.) 

The one thing everyone agrees: They’re nasty little buggers, and 
they’re much nastier w'hcn they’re mounted on a tusked 
bristleback boar. 

Apart from the sceond-to-last mission in the main quest, Blotxlmixjn 
offers one little adventure into the ricklings* world. You’ll find it in 
Frossel - an ice cave near the coast east of the Skaal \Tllagc. It’s 
basically a holding pen for the frost boars used by the tickling 
raiders, and you’ll have to fight one of these and the boarmastcr near 
the bottom of the descending passage. Keep the gate to the hoar pen 
closed w'hilc you kill the three brisilcbacks inside and then Iwt the 
place at your leisure. There’s actually quite a lot of saleable stulT- 
including a Nordic silver claymore. 

But the key item is a note near one of the bodies in the pen that 
refers to a thieves stash in another ice cave called Fjcll. (And just 
think a bit about the reference to hoar meat.) 
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KjelFs 3 good ways to the southwest - )ust on the green side of the 
snowline near Brodir Grove and the Tree Stone. 

The thieves have turned the defense of their Iwi over to five grahls. 
Lucky thing for yw these particular grahU are super weenies, with 
50 hit points each. In fact, the whole place seems like a false front. 
I'he grahls arc too weak and un-aggressivc to pose much of a threat. 
The underwater section is too w^ell lighted for you to get disoriented 
and Uxi short to put a strain on your breathing. And the loot ~ 100 
gold, three potions and a Lock Level 50 chest containing twg 
nifxlcsily enchanted rings - is tw obvious. 

Remember: This stuff is supposed to be found by another thief. 

They just hadn't reckoned on it being you. 

So what are you missing.^ 

Look at the south wall of the Kig rooiu. You’ll find 10 diamonds, 
which you can take, arranged in a dow^nward arrow. Below, the 
arrow is a holhiwed-oui ice rock containing five more diamonds (the 
skeleton near F jell's entrance has yet another diamond in its hand), 
six emeralds, six pearls and six rubies... and another note. 

The note (a Security skill book !) contains a reference to meeting at 
an inn in the Imperial seal of Cyrodil and an upcoming museum 
heist. But that’s outside our game and isn't anything you can prevent 
(or capital on). This little not^quilc-quest is done. 


Argonians on lee 


Thauraver 


Only a few Argonians turn up in 
Bloodmoon, and most of those turn up 
dead. That includes the three escaped 
Argonian slaves - Also- He^ Washes, 
Snail-Tail and Kecrasa-Tan — you*)) find 
in the ice cave Sjobal west of the Tombs 
of Skaalara. 

We don't know' much about this 
situation. Did the three lake refuge here? 
Or did the Dunmer assassin Thau raver, 
whom you’ll find standing among the 
bodies, bring them here to dump with 
past victims? Or is the presence of the 
skeletons of two apparent smugglers just 
a coincidence? 


All you really know' is chat a certain has hired the assassin to 
find the slaves and kill them. And you’ll learn that only if you 
manage to withstand Thauraver’s attack (which starts the moment 
he sees you) and read the letter in his inventory. 


This is not an ca-sy proposition, as he’s a Level 60 killer with stats to 
die for (and you may) decked out full glass armor and equipped 
w'ith a glass firesw'ord. 

And K is for...WTll, w'e donY know' that cither. Karstaag’s the only 
even semi-bad guy ”K” that comes to mind, but weVc unclear why 
the fjTost giant (w'ho has been using rickiings as servants) would hire 
cold-hating Argonians to work in a castle luadc of ice. We suspect tlic 
big lizards were from Vvardcnfell, and maybe farther away than that. 

In any ease, its moot. Everybody’s dead, and there’s nothing to see 
here. Except maybe you, in tliat spiffy new suit of glass armor. 


Tymvaurs Downfall 

We’ve already mentioned Skygge briefly in the main quest. A 
w erewolf character will want someplace centrally located and yet 
out of the way lo sleep, and this someplace, on the west bank of the 
inlet northw'cst of the Skaal N^illage, fills the bill nicely, 

Skygge also serves as an alternate starting point for the ’’Alls Not 
Well. . miscellaneous quest. Once you evjct the current tenants - a 
rogue Dunmer necromancer, two apprentices and one or more 
undcad pets - you’ll find on the boss’s corpse a journal reporting that 
the Mantle of Woe is in the Rim hull ice cave under the Skaal 
Village, (You'll need to levitate to reach the necromancer on the 
upper level.) 

This dex'sn’t bode w-cll for current 
Mantle-wearer Tymvaul, as you’re much 
more likely to see him as a real 
necromancer than the pretentious kid he 
actually is and make him vcr>' dead. 

Well, w’hose fault is ibat.^ 

Loot? Lots of it, but with no standouts 
apart Irom the necromancer's ebony Staff 
of Carnal Channeling, which sununons 
Ixincw'alkers. (The downside is that it 
takes ‘cm out of your hide.) 


Tymvaul 


Fryssa’s Sense of Snow 


You can pl.'iy Benkongerike, a big old ice cave along the coast just 
northeast of Castle Karsiaag, in two ways. 

1) You can hack ‘n’ slash your way to the distant bottom, through 
lots of critters (add additional ’1ot.s” for higher-level characters), 
and be disappointed with the comparatively low return for all 
your effort. 

2) Or you can slide dowm the first corridor, hang a right, and find 
the late rogue Nord sorceress Fryssa. 

Fryssa devised a magic robe called W^hitew'alker that’s supposed to 
turn the w'earer into “the essence of snow.” At least, that’s w'hat her 
journal says. We guess the idea w'as to blend in perfectly wnih 
Sol stheim’s arctic background. 

TTic problem is that you pay for the robe's constant chameleon effect 
with constant frost damage, 'A constant drain on your health, and a 
constant weakness to frost. Is it any surprise Fryssa got kicked out of 
the Mages Guild Is it any surprise she’s dcad.^ 
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You don't have to go to the bottom of Benkongcrike to find this 
Robe of Assisted Suicide. You can take it ofl'Fryssa right now. Just 
save your game before you try it out. Maybe one day you can sell it 
to the Museum of Useless Artifacts in Mournhold, 



Everybody’s from Someplace Dept. 

There's no story in these places, but sometimes “boss”'Ievd enemies, 
neat weapons... or simply a pleasant emptiness. 

The berserker capital on Solsthcim appears to be Gronn, a giant icy 
dungeon in the Skaal hunting grounds between the Iggnir and 
Harstrad rivers. Its pure dungeon crawl, with your objective being 
to hack >T>ur way through the leveled berserkers and take out the 
berserker "den mother" in the depths of the cave. 

Momma berserkers Helmet of Bearkind beefs up your Hand-to-Hand 
and Attack skills and your Agility by 10 to 30 points for 10 seconds. 


To the southwest^ you’ll find a 
similar inlet north of Thormoors 
Watch. Under the ice just west of 
the branch in the "Y," between 
two pools, you’ll find a rickling 
lance called Frostgore, which has 
(as you may have guessed) a frost- 
damage enchantment. 

You know about the shipwreck on the peninsula northwest of 
Raven Rock, but did you find the sunken longboat along the coast 
]ust north of the Skaal Village? The light from the Watchman’s 
Eye lantern you'll find onboard lasts a really long time and covers a 
wide radius. 

But the greatest find by far is in a hollow tree stump just east of the 
Thirsk mead hall — right up against the building. Inside, you'll find 
Shadowsting (a longsw'ord with chameleon and p<jison enchant- 
ments), a Ring of Raven Eye (which bcx>sts your Marksman skill by 
20 points and gives you almost wxrcwolf-kvcl night vision), and a 
pair of enchanted gloves called Treachery and Deceit (which respec- 
tively lxx)st your Security and Sneaks skills by 20 points). 

The stump also contains a genuine super-weapon: five ebony 
.Arrows of Slaying, which arc pretty much guaranteed to kill 
anything they hit in this or any other part of Morrowind. On impact, 
this arrow d<x:s - get this - 5,000 hit points of damage. 

Finally, there's a note from an "S” to an "E." (“S" as in Thirsk 
chieftain Skjoldr Wolf-Runner? "E” as in Erich the Unworthy?) 

"Remember,” it reads, "the weak deserve no mercy." 
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The berserkers’ forest cousins, the fryse hags, appear to be Uiscd in Bjorn 
and Dointnc. Ju>ng commute! TTc latter (a square ice dungeon packed 
with leveled hags) is sited in one of the most distant locations in SoUtheim 
— the bleak ice wastes between the Morirag Glacier and Hvitkakl Peak, 


Actually, we suspect it's the strong who need to worry. 


Stalhrim! 


Bjorn’s much easier to reach — it's northeast of the Altar of Thrond — 
and you can squirrel out the prize (an enchanted sword called Icicle) 
without fighting a soul! 

Then there’s the Varstaad Caves. Yup. Yeah, it’s a cave, all right. 
Nothing much distinguishes this medium-sized dungeon, except 
that it managed to elude all the other categories, li’s found northeast 
of Thorm<x)r’s Watch - at the end of a frozen inlet cast of the island 
where you’ll fin<l "The Swimmer" in the Water Stone quest. The 
loot has no sizzle and ll)c place seems barely defended. If you have a 
low-level character, it may even be undefended. 


Midway through the Raven Rock (Quests, workers in the colony’s 
ebony mine break into an ancient Nord burial chamber and find a 
skeleton encased in Stalhrim - a translucent, ice-like substance that 
their picks can’t penetrate. 

Depending on whom you’re working for, you’re dispatched either 
to learn about it or to kill those already in the know. Later, you’re 
invited to harvest Stalhrim from Solsthcim’s burial sites and bring 
it either to the Nords at Graring’s House in the Isinficr Plains or 
to Carnius Magius at Fort Frostmoth for conversion into armor 
and weapons. 


Which may be the whole |x>int. This isn’t so much a place to 
conquer as a place to sleep over. 

Hidden Loot 

Compared to Morrowind, there's not ofloi of this about. But there is 
some, and some of it is unbelievable. 

West of Hroihrnund’s Banc, an inlet extends in from Solsiheim’s 
west coast in a sidew^ays ”Y." Most of it is frozen over, but there’s 
enough that isn’t for you to go diving in a few spots. Not quite 
halfway up the northeasterly leg of the "Y" is a roughly triangular 
break in the ice between two stones. At the bottom, you’ll find a 
chest containing 10 Scrolls of Bodily Restoration, which restores 20 
points of each of your character’s eight core stats. 


However, you’re never required to do so for a quest - the game 
requires you to turn in no more than one piece of Stalhrim - and 
this turns its collection into a freeform enterprise. 

You can find another 25 pieces of Stalhrim in 16 locations. 
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Bloodskaah Kolbiorn and V^albrandr barrows each have three pieces. 

Two arc avaiJablc in the Frossclmanc and Gyldenhiil barrows and 

the Tombs of Skaalara. And you’ll find one piece in Connorflenge, 

Eddard, Himmclbc>$t , Kelsedolk^ Lukesturin» Skogsdrake, and 

Storoipfund barrows^ Hrothmund’s Burrow, Gandrung Caverns and 

Glcnschuls Tomb. 

The ones wc havener mentioned previously are: 

• ConnorQengc: A strange one. This standard barrow’, sited in the 
umthrust central section ofSolsiheim s east coast, contains two fully 
equipped dead adventurers and, usually, during the daytime, what 
appears to be a live berserker. He’ll attack the moment he sjxits you. 
This is the way of berserkers, yes.^ But if you target the apparent 
berserker, he'll come up as “Confused Lunatic,” This is a werewolf 
in human form, and you’ve found his lair. Wc hope you fare better 
than his last visitors. (For a rare event, visit Connorflengc at 8 p.m. 
and watch the berserker from a discrete distance. You’ll get to see 
his translormation.) Sec tl)C “Lone W'olvcs” section for more details. 

• Eddard: Nhirvclous loot m this standard barrow, found right on 
the snuwdine north of Brodir Grove and west-northwest oi the 
Fjell ice cave, (Sec "Rick ling Brothers Circus.”) Don’t pay 
attention to the boxy chests but the more ornate ones found near 
the center of the inner room. All heavily locked (Level 95) and 
trapped (with Agility stat and Alteration and Security skill 
drainers, respectively), they include a little of everything nice - 
notably, an enchanted Helm of Bear Scent, which gives you a 
pcrpemal Detect Animal spell. 

• Fros.sebuane: Beyond the tw'o Stalhrim caskets, this standard 
U/mb iust northwest of the mouth of Iggnir River doesn't contain 
anything unusual. 

• Kelsedolk: just southwest of the Raven Rock docks, this very 
small burrow has a pair of dead udventu rers, like the 
Connorllcnge Barrow, but no werewolf. 

• Lukesturm; If you have a high-level character, there’s a good 
chance you’ll face lots of tomb defenders here. Bui otherwise tlicrc 
is nothing much to see in ihi.s barrow east of Uncle Sweetshares 
Workshop, 


Skogsdrakc: Same story in this tomb - 
on the east bank of the Iggnir River. 


just north of the Sun Stone 


♦ Stormpfund: You have a very small chance of finding another 
werewolf m this burrow northwest of Fort Frostmoth. This 
“Insane W^anderer" is a Level 99 Dark Fdf. 

Ifyou’rc a determinctl soul and grab all this Stulhrim, and youVe 
dealing with Aenar and I lidar at Ciraring 5 House, you can gel as 
many as 25 Stulhrim items. That compares to only 12 if youVe getting 
your equipment through Carniiis Magius. (He takes the first piece 
you obtain and then requires two Stulhrim pieces for each item. You 
can bet one of those pieces is going directly into Magius’ pocket.) 

If you're working through G raring’s people (the smart route), yoifrc 
going to have a lot of Stulhrim left over. After all, you don’t need to 
order more than the eight pieces of Stalhrim armor and the Stulhrim 
dagger and w%ir axe, nunc of which otherwise exist in the game. 
You’ll actually receive a slightly better Stalhrim longsword and mace 
m the main quest than the ones Hidar makes, and in the course of 
the Raven Rock Quests, you vvill lilxrrate one and maybe two 
Stalhrim maces, 


So w'hui do you with all this extra Stalhrim.^ 

You get really, really rich. 

While raw' Stalhrim is valued ai only 300 gold, Stalhrim items are 
worth a great deal, and your cost-free access to their prtxluction is 
essentially a license to mint money. Y'ou can have Hidar repeatedly 
produce any of the pricier weapons and sell one per day to Raven 
Rock smith Sabrina V^itcllia or trader Satbyn Andrano for their daily 
ceilings of 10,000 in barter gold. (Crranied, it s an amazing bargain, 
but that's the highest barter-gold level in the game). 

You may do a lot of w^aiting around at Ixgh ends. Each item lakes 
tw'o days to fabricate and you’ll have to wait until the next day for 
the buycr*s barter gold to reset. 

Bui the return is immense. Let’s see: 25 Stalhrim items, minus the 10 
you keep, times 10, (W gold,... 

Lord, that’s 150,000 gold. 


Hair of the Big White Dog that Bit You 

This custom armor thing really seems to 
lx; catching on. Adamantium. Stalhrim. 

And now' Brynjulfr, w’ho has a little stall 
behind the Thirsk mead hall, is making 
snow wolf and snow bear armor to order. 

Each of the eight w'olf and eight bear 
pieces carries a natural “Snow Shield'* 
enchantment, and these anti-frost spells 
are cumulative. W'ith a full suit, you’ll 
have an extremely high level of resistance 
to cold attacks. 

The system’s virtually identical to the one used for adamantium 
armor by Bob Intlalen at Craftsmen’s Hall in Mournhold. You 
supply the pelts and the cash, the armorer goes to work and* a day 
later, you’ve got the goods. 

You don't have to math wiz to realize you’re going to come up a little 
short on pelts. There arc never more than five snow bears and five 
snow wolves on Solsiheim. Each yields two pells, Success in the "All’s 
Nor W’eJl ..." miscellaneous quest nets you either two or five snow 
bear pelts. And you’re in a position to get five more, and five snow 
wolf pelts, after you become chieftain of the Nord clan at Thirsk. 

So, best case, that’s 20 bear pelts and 15 wolf pelts. 

Of ctiursc, you can w'ear both. You can also wear w'hitc socks w'ith dress 
shoes, if you like, and sweatpants when you travel on airplanes. But if 
you want to be a stylish barbarian in Bloodmoon, and able to stand 
yourself when you play in third-person, you’ll w'car one animal at a time. 

Besides, unlike the finite adamantium and Stalhrim, snow critter pelts 
are a renewable resource. These creatures respawm alxjut three days 
after they’re killed. 

The bears are all in the Hirsuang Forest and spread across the full 
breath of Solsiheim. Two can be found in the band of snowy terrain 
that extends southeast from the Sun Stone. Another is southwest of 
an arrow' head -shaped band of snowy terrain w'est of Fort Frostmoth 
and a fourth just south of the stone arch firther west. The fifth is 
just west of Raven Rink, 


Bloodmoon (Quests 



Bloodmoon Quests 
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The wolves arc up norths clustered around the Moesring Mountain 
range. One can be found outside Wrothmund's Barrow. Two others 
turn up near the wreck of the dwemcr airship - one close to the 
captain s body and the other in the wcmhIs to the southwest. Another 
guards the west end of the northeastern pass through the mountains. 
And the fifth can be found southwest ofHviikald Peak, between the 
two legs of the frozen inlet north of Thormoor’s Watch. 

However, note that these arc just the creatures' starting locations. 
The wolves and bears all arc set to wander freely within the game 
“ccir in which they have been placed, and so may be up to a few 
hundred feet away when you fmd them. 

Happy hunting. 


Lone Wolves 

It may sometimes feel like it, but you’re not the only werewolf out 
there. In the Solstheim wilderness, and in one or two burial barrows, 
you may stumble upon kindred spirits. 

This does not mean these lone werewolves are your friends or allies. 
They' are simply other people in the same dire situation that you arc 
in. (Or were in, if you’ve taken the cure.) You can’t talk to them or 
help them. You can't even stand peacclully beside them. All you can 
do is fight and kill or he killed. 

You’re likely to fmd only one of these nine rogue werewolves. That's 
the one in the Connorflcnge Barrow'. There’s an 80 percent that 
you’ll find him there. He's killed two adventurers who'vc stumbled 
into his hideaway and, if you find him at night, when he’s a 
werewolf, there is every' chance he’ll kill you, too. (He’ll attack if he’s 
in human form as well.) 

The others? It's possible, but unlikely, that you’ll run across them. 
The odds that each one w'ill appear are extremely small. 

If you do see them, you w'on’t instantly know it - unless of course 
they’re in werewolf form. In fact, you'll probably mistake them for 
berserkers, since they’ll be wearing only their underwear. 

But they’ll be referred to as ‘'Gibbering Lunatic" or "Insane 
Wanderer" or something similar. And they won't all be Nords. 
(Their ranks include Imperials, Bretons, a Dark Elf — even an Ore.) 
And once they start to fight with you, you’ll realize they are at 
extremely high levels - Level 99 in the case of the Dark Elf. 

If you're curious and want to go kx>king for them, two may turn up 
near the Thirsk mead hall — one to the north and the other to the 
northeast. One can appear in the Stormpfund Barrow. One may 
appear in the coastal woods cast (and slightly south) of the Sun 
Stone. One may be lurking in the woods southeast of Raven Rock 
and another northwest of the colony - just north of the Earth Stone. 
Another can show up between two rocks at the base of a hill south 
of the w'rcck of the dwemcr airship. Another may appear up just 
northeast of Ulfgar the Unendings Dwelling at Brodir Grove. 


Flora & Fauna 

Solstheim is fairly thronging wdth 
hostile creatures, and many of them 
yield ingredients that have diverse 
magical effects in homebrewed potions. 

Bear pelts boost Strength at the expense 
of Fatigue, and have Resist Common 
Disease and Night Eye effects. 

Substitute "Speed" for "Strength” w^hen 
dealing with snow' bears, wolves, or 
snow wolves. But note that the snow' 
creature pelts can also be used for 
custom armor. See the "Hair of the Big 
White Dog..." section for details. 
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The eyeballs of the troll-like grahls boo.st Strength at the expense of 
magicka and also have Night Eye and Detect Creature effects. An<] 
once you've killed the Udyrfrykte, you can always reclaim its heart 
from its pedestal in Thirsk and use it in one of your nasty little 
recipes. It feeds Endurance at the expense of Agility and also has 
Restore Magicka and Night Eye effects. 

Finally, the tusks of the seal-like honkers feed Intelligence and 
maximum mag^icka at the expense of Alteration skill, and also 
contribute a Detect Creature effect. If you’re not keen on clubbing 
these seals to death, you don’t even have to hunt them. Just pursue 
the main quest. Eighty-two of them w'ill mysteriously die before the 
second -tod ast mission, and you’ll suddenly have access to w^ay more 
horker tusk than you can possibly use. 

Stalhrim’s the new mineral on the scene. (It’s really not a mineral, 
but we don’t know' what else to call it.) It has good and bad effects. 

It paralyzes and docs frost damage to the user and also has frost 
resistance and health-restoring effects. In other w'ords, don't w'astc it 
in a jX5tion! 

Not too surprisingly, the diversin' of plant life on chilly Solstheim is 
a far cry from the hothouse of Vvardenfell. You’ll find one 
w'olfsbane plant atop Mount Hvitkald and muck in one location 
behind the Valbrandr Barrow'. But the only thing that grow's 
extensively besides the ubiquitous belladonna is holly. Found 
throughout the Hirstaang Forest and Isinficr Plains, it produces 
berries that offer resistance to frost and frost shield effects, but also 
frost damage and w'eakness to fire. 


But don’t count on it. 
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